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AWORD ABOUT THIS GAME

We would like to thank you for purchasing one of our products. Please
remember that the developers of this product are relying on you not to give
away copies to others. They have spent a lot of time, effort and money to
bring this software to you, and are depending solely upon royalties from

_ sales in order to make a living. Your purchase will allow them to invest the
time and energy necessary to produce additional high quality software in
the future.

We are committed to providing products for you that are of the highest
quality and value. If you have questions concerning any of our software, or if
there are additional programs that you would like to see developed, please
contact us at:

MicroProse America Online: Mps1
2490 Mariner Square Loop CompuServe: 76004,2223

Alameda, CA 94501
(510) 522-1164

Fax: (510) 522-9357
BBS: (510) 522-8909

GEnie: MICROPROSE
Internet:support@microprose.com
World Wide Web: www.microprose.com

oULL_,

Gilman G. Louie
MicroProse
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L | INTRODUCTION

The Voyages Of
The Starship Enterprise

Dream of the future. Imagine sailing from star to star in spaceships
moving faster than light across the vast ocean of space...

Welcome aboard the Federation Starship Enterprise, where these dreams
actually happen! The year is 2371. Join the command crew of the U.S.S.
Enterprise 1701-D—Captain Picard, Commander Riker, Data, Worf, Geordi
LaForge, Dr. Crusher and Counselor Troi—and travel across the galaxy at
warp speed to resolve an exciting adventure played out over several solar
systems.

Playing Star Trek Generations” grants you the unique opportunity to guide
the actions of each U.S.S. Enterprise 1701-D crew member, as well as those
of the legendary James T. Kirk, captain of both the U.S.S. Enterprise and
the U.S.S.Enterprise 1701-A. All the characters have their own distinctive
personalities, allowing you to fully interact with them while controlling
their individual actions on missions or gaining advice from them as you
plan your course of action.

Like the movie Star Trek Generations, this game centers on the
investigation of a 78-year-old mystery surrounding the strange, elusive
Nexus, aribbon of energy passing through the galaxy destroying starships
inits wake. Also at the heart of this mystery is the misguided Dr. Tolian
Soran, who has plans of his own involving the Nexus. In solving this
mystery, you will meet alien races, fight enemy starships and explore
countless planets in the search for clues. In playing this game, you will
become involved with an adventure beyond your expectations.

All that awaits is for you to guide the course of that adventure. Make it so!
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BEFORE STARTING THE GAM

e Star Trek Generations package contains two CD-ROMs and this
 reference manual.

For successful installation of the game, your computer must be a
_ minimum of an IBM PC 90MHz Pentium or compatible system and have
the following system requirements:

- Windows 95
- 0 16MBRAM

O Quad-speed CD-ROM drive
- Q Hard drive with 75MB free

9 High Color graphics for 640 x 480 x 16-bit color (2MB video memory
minimum and must be compatible with DirectX)

9 Mouse
9 DirectX-compatible sound card

For optimum performance, an IBM PC 166MHz Pentium or a compatible
system with 32MB RAM is recommended.

The Game

To install Star Trek Generations, follow these instructions:

0 Place the Star Trek Generations Disc 1in the CD-ROM drive, then
close the drive, Since Star Trek Generations is a Windows 95 AutoPlay
CD-ROM program, the installation program will begin at this point.

O Click on the Install/Launch Generations button at the Main Menu to
continue the installation process.

9 Youneed to decide which directory you want to place the game in.

~ The default directory is C:\PROGRAM FILES\STAR TREK GENERATIONS.
- Ifyouwish to install to a different directory, type in your own
directory path or click the Browse button to find an available
directory. Click the OK button to continue.

9 Please take the time to fill out our convenient electronic registration.
You can either modem or fax the info to us.

9 Now, the installation program will copy files from the CD-ROM to your
hard drive.

To play the game, just piace Star Trek Generations Disc 1in the CD-ROM
drive, select “MicroProse” from the Start Menu and then click on Star Trek
Generations.

The game will prompt you when you need to insert Star Trek Generations






2. CAPTAIN'S LOG

ptain’s Log, Stardate: 48623.4. Captain Jean-Luc Picard
sorting. The U.S.S. Enterprise 1701-D is responding to a

ress call from the Amargosa Solar Observatory, a Federation
raifory orbiting the Amargosa sun. Curiously enough, a member
observatory, a Dr. Tolian Soran, was rescued once before by
ther starship, the U.S.S. Enterprise 1701-B, 78 years ago when
ame to the aid of a damaged vessel, the Lakul. Although 47
Nivérs were saved—among them my good friend Guinan—the
Lakul was destroyed by the Nexus, an energy ribbon which passes
ough our galaxy once every 39 years. That rescue mission ended
ith the reported death of the famed Captain James T. IKirk. This
tory of Dr. Soran’s fills me with a great foreboding for the future.

her this is your first experience playing an action game or not, you

ind this section provides quick descriptions as to what you can

expect from Star Trek Generations. If you want short character sketches of

i S.S. Enterprise 1701-D crew or an overview of the starship itself, go

to Appendix B: Starfleet Personnel or Appendix C: The U.S.S. Enterprise
1-D respectively.

In general, left-clicking, or “clicking,” your mouse on an onscreen button
selects that button, while right-clicking your mouse plays a brief verbal
description of that button’s functions. Click and hold on to your mouse
button, or “drag,” to change weapon settings and ship’s systems power
levels. A text description accompanies all voice-overs if you turn on the

titles feature. To learn more about the Subtitles function, see Chapter
6: Game Options and Settings.

The game'starts with Captain Picard ordering the U.S.S. Enterprise 1701-D
to respond to adistress signal from an observatory in the Amargosa star
ystem. This command is given while Captain Picard is with Lt. Cmdr.
Data, the ship’s science officer, in the U.S.S. Enterprise’s Stellar
artography lab. From here, you will be able to plan your strategies,
access several of the ship’s key systems, transport crew members to
arious locations and chart the course of the mysterious Nexus.




2. CAPTAIN'S LOG

Stellar Cartography Convers‘a’ho S

In Stellar Cartography, you wnll listen to cor

members of alien races. Your actions in Stellar Cartogra

those on Away Missions or at the Tactical Station, wi
conversations you hear as the characters respond
commands. Often the conversations wil! pro

While in Stellar Cartography, anytlme yo
advice given, click your mouse on the
right corner of the screen.

AMARGASH SWG: ’
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computer-wnl also undertake actlvmes such as movmg fleets of
starships or beaming to a planet. The chance that you can st%op their
actions or arrive at alocation before them is dependent upon how'muc|
time passes. The time spent on an Away Mission or engaged in Tact|cal
Combat is also measured in stardate umts,




CAPTAIN'S LOG

I suggest performing
a scan of the intended
destination before .
arriving there to avoid | - During your adventures, you will need to travel from solar system to solar

any surprises. m within a sector of space to investigate planets and starships
~Capt. Picard ing about various suns. To navigate to any location, click your cursor

- desired place on the space map in Stellar Cartography and then
et Course button.

S.Enterprise encounters other starships, you might need to

in ship-to-ship combat either for protection or to complete your
n. Such combat is initiated either by completing a Short Range

of another starship or when another starship moves to intercept

. The Tactical button will then light up in Stellar Cartography. Click
Tactical button to bring up the Tactical Combat screen, where you

| control the ship’s weapons and movements during battle. For a
omplete description of the Tactical Station and its functions, see
Chapter 5: Tactical Combat.

way Mission Transportation

Upon reaching a desired planet, space station or starship to investigate,
youwill need to send a crew member on an Away Mission. While in Stellar
rtography, perform a Short Range Scan of the destination to bring up
Transport button. Click on the Transport button to beam a crew

ber selected by Captain Picard to the targeted location. This brings
e Away Mission screen.







ce Officer’'s Log, Stardate: 48623.5. Lt. Cmdr. Data reporting.
ocated bn Deck 12, Room 1072, Stellar Cartography is used
primarily fo map all charted stars and solar systems; however, its
usefulness as a scientific tool is not limited to that one sole function.
For instance, | have noted how this lab has become a functional, yet
témpbrary, base of operations during our current mission.

. Overview

roughout the course of the game, Stellar Cartography will serve as
your command center for all operations conducted aboard the U.S.S.
Enterprise 1701-D. Onscreen, you will see Picard and Data viewing a map
of aspace sector. All planets, suns and starships you encounter will be
displayed here. The current location of the Starship Enterprise will also be
indicated on the map.

Stardate Counter

Set Course

SNARCDSA 5 Computer
2 BILLIGH VEAR BLD £-1VPC Log/Transport/
R ST FOTAL LUMBMOSTTY i i j680, Tactical

—— Options




In addition, Stellar Cartographys space :
the course of the Nexus, a strange dxst

encounters it is destroyed In a chance e oun|
Enterprise 1701-B, the Nexus supposedl, “lai
James T. Kirk. ‘

Right-click your cursor over any onse ,
Enterprise’s computer voice to describe th,
buttons have more than one functuon or ar

Cartography map to select that object. At that p
to that object. You cannot select the Starship En

Full Sector/System View |
The Stellar Cartography map can display eithe
space, containing several solar systems, or it‘c
this button costs 0.1stardate units,

To view a specific system while the Stellar Carto ,
sector view, select a system on the map with your cursor by targetin
sun and then click on System View.

When the Stellar Cartography map displays a single system, click on Full
Sector View to view all existing solar systems on the map.




sector view of the Stellar Cartography map. This shows you how a
destruction would alter the course of the mysterious Nexus through
he sector. Click on Cancel Destruction to end the simulation and its
fects. Either function of this button costs 0.3 stardate units.

?g/Shnrt Range Scan

he Starship Enterprise is in the same solar system as the selected
object of the scan, a Short Range Scan is possible. If the selected object is
1another system in the sector, then you can only do a Long Range Scan.
ither way, click on this button to select a scan of the targeted object on
he map. Scanning costs 0.1stardate units. The results of the scan appear
n the Scan Window and any targeted sun is labeled on the map.

It is best to scan only s a : Window

objects relevant to
the mission in order
to save time.

-Lt. Cmdr. Data }

This display window, located in the left corner of the screennext to the
t Range Scan button, presents the results of the last scan

A picture of the scanned object is shown, accompanied by a
. text desmpt;on of the object Next to the text are scroll arrows, which
may be used if the text is longer than what is visible.

elow the object’s picture, indicator symbols appear if Soran’s life signs,
energy or trilithium (an experimental, unstable material which stops
fusion inside a star) are present. Soran’s life signs are represented by a
ircle, energy readings by a star and trilithium by a triangle.

; When the Starship Enterprise receives incoming messages from Starfleet
Command, they are also displayed on this window.




Scanned
Object

Soran’s
Life Signs

€nergy Readings Trilithium Descriptive Text

Set Course

Movement anywhere on the map costs 1 1

Stardate Counter

This readout indicates the current stardate in the game. Actions
Cartography increment the counter in units of 0.1, which show
passage of time in the game. When games are saved, they list the
recorded stardate for that game session. The game starts with
Stardate:48623.4.

Computer Log

Click on this button to receive a summary of the recommended current
course of action. This information is relayed by either Captain Picardor
the U.S.S. Enterprise computer. When this button is inactive, there is no
relevant information to give.




button occupies the same space as the Computer Log button and is
only after a Short Range Scan of a planet, space station or starship
een conducted. Click on the Transport button to bring up the Away
sion screen and beam a crew member to the selected target. For
further information about the Away Mission screen, see Chapter 4:

~ Away Missions.

Tactical
This button also shares the same place as the Computer Log and
Transport buttons. It becomes active only when an enemy vessel is in
rrange and either you have completed a Short Range Scan of it or it has
moved in to attack you.

‘When an enemy vessel initiates an attack, you will automatically go to
the Tactical Combat screen. When you conduct a Short Range Scan of a
- starship that has not yet attacked you, the targeted starship may then

You would not want decide to attack.
to initiate an attack
against another ves-
sel without an indica-
tion that it is a hos-
tile starship or that it
Is aiding a known
enemy.

Click on the Tactical button to call up the Tactical Combat screen. For
further information, see Chapter 5: Tactical Combat.

 Options

-Lt. Cmdr. Data

Click on the Options button to bring up the Options Menu, which pauses
the game, allowing you to load and save games, to change the game
settings and to modify keyboard commands. Pressing (Esc) also brings up
the Options Menu. For further information, see Chapter 6: Game Options
and Settings.
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First Officer’s Log, Stardate: 48623.6. Cmdr. William Riker
reporting. The most important thing to remember about an Away
Mission is that each Starfleet officer must be willing to follow the
proper mission protocols to ensure success. This is highly valued
in a crew member since a clear sense of the goals at hand helps in
determining how to best focus your actions in a limited amount of
ti‘mz whether it's solving an unusual puzzle or deciding how best to
deal with any aliens you might encounter. Anything else can lead to
disaster.

Away Missions are necessary when you must investigate a planet, space
station or starship in order to complete your mission. Each Away Mission
is conducted by only one member of the U.S.S. Enterprise crew, selected
by Captain Picard as the best choice for the mission. During the mission,
you control the actions of that chosen crew member as you solve
intriguing mysteries and explore unknown lands.

 eie
sition Screen

’ After you select the Transport button in Stellar Cartography and exit that
screen, a transition screen will appear showing the planet, space station
or starship the Away Mission takes place on. In addition, this transition

_ screen will include a text description detailing that specific mission’s
 background.

~f/ When the Proceed button appears, click on it to continue.

d Commands

Several Away Mission functions have keyboard commands, which are
_ summarized here and discussed in greater detail in the rest of this




| 0, RAY mssong | )

Center Loolk Look Shda
View Up Down

Forward

CHRSNSEa
/ / i .

Crouch Turn Left  Backward  Turn Right  Fire Weapon/
Attacls

Movement

To move around during an Away Mission, press (7] to slide to the le t

slide to the right, (3] to move backward and (¥) to move forward along your
current line of sight. Press (Enter) to jump and (CuT) to crouch. Press(€)to
turn your body to the left and (3) to turn right; you may also right-click
and drag your cursor to turn either direction.

Pressing (shift) and any other command key at the same time speeds up
that movement, so that pressing (Shift) and () makes you run forward, whlie .
pressing (Shiftf and (¥) causes you to run backward

While we recommend these default commands you may customize the
keyboard commands for your use. For more information, see ”Con’tm!a
Screen” in Chapter 6: Game Options and Settings.




1. AWAY MISSIONS

1@:W1r1g The Main Screen

The upper portion of the screen for Away Missions is viewed from the
perspective of the crew member you control. As you move the crew
member around to explore his or her surroundings, you see what he or she
 would see.

To change your field of view without moving about, right-click and drag
your cursor across the upper portion of the screen in the direction you
want to view. Press to look up, to look down and to
center your view.

Weapon
Settings

Energy
Level Bar

Equipment
Inventory

Objects
Window

Object
Indicator

The lower portion of the Away Mission screen contains the Away Mission
~ Control Panel, which allows you to view your health, examine specific
~objects, review your mission objectives and use your equipment. Right-
chck on any item or button on the Control Panel to get a text description

On any Away Mission, the Tricorder is an important piece of equipment
ed to check your health, to scan your surroundings or to review your
ission objectives.

Click on the Tricorder icon in the Equipment Inventory to deactivate the
JTncorder. When the Tricorder is deactivated, neither the Health, Map or
Mission Objectives windows will work. Click on that icon again to
reactivate the Tricorder. A further description of the Tricorder can be
_ found in Appendix A: Equipment.
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Health Window

upper left of the Away Mission Control PaneE an ‘
will appear.

crew member is hurt, the plcture changes from an uprzgh
bent-over stance and the Health Status Bar lowers.

If the Health Status Bar drops down low enough, the crew m bercan
be rendered unconscious. A warning message will play when this occurs, ‘
Should the crew member be in danger of dying, he or she will ,
automatically be beamed up. At that point, that Away Mission wﬂf end
and will be considered a failed mission.

Health can be regained over time or if crew members receive a Hypospray
treatment or take in nourishment, such as drinking nontoxic liquids.
Health is also fully recovered when an Away Mission ends.

To the right of the Health Status Bar is the Armor/ Oxygen Bar, whach is
used to indicate either how much body armor (such as a spacesuit) or
breathable air is left, depending upon the situation. Armor cannot be
repaired. Normally, you do not start an Away Mission with armor.

Map Window

Click on the blue button on the left of the Away Mission Control Panel to
bring up the Map Window, which is used to scan your surroundings.

Map

Window
Map - Tricorder
Window —ip | | . ‘
Button =] : Equipma

Inventory

Lavel Zoom In/Out Lifeforms Enargy Trilithium
View View Scan Scan Scan

e 7




4. AWAY MISSONS

Level View

Each planet, space station or starship has one to three levels to explore.
Click on any of this icon’s three lines to select the corresponding level you
will see on the Map Window, with the highest line a level above you.

The Tricorder can only map the specific areas on each level that you have
already explored. However, if you are onboard a Federation starship or
space station, the Tricorder can call up full maps of all levels from its
library computer.

Zoom In/Qut View

Click on this icon either to zoom in on the Map Window’s view of a level
or to zoom out. Click on the largest circle to display more of the level on
the Map Window. Click on the smallest circle to display only a small
section of the level.

Lifeforms Scan

When this icon is lit, all lifeforms present will appear as colored dots on
the Map Window. Click this icon to turn it off or on.

For each Away Mission, each alien race will have a specific lifeform color
reading, with red always indicating survivors in need of rescue. Dead
aliens do not register at all on the Tricorder. You appear as a directional
arrow, always in the center of the window, with the arrow pointing in the
direction you are facing.

Energy Scan

~ When thisicon is lit, energy sources present appear as glowing stars on
~ the Map Window. Click this icon to turn it off or on.

’ Trilithium Scan

~ When this iconis lit, all trilithium present will appear as flashing triangles
n the Map Window. Click this icon to turn it off or on. At the start of the
game, this button will not be available.

At times, you may
want to narrow a

. Tricorder search to
only one specific scan
for best resuits.

—Cmdr. Riker )

~ Trilithium itself is an experimental, unstable compound primarily
developed by the Romulans. It can inhibit nuclear reactions and can be
| found, in ahighly explosive resin form, as a toxic waste residue from the
~ warp drive engines of a starship.




4. AWAY MISSIONSY

Mission Objectives Window

Anytime you wish to view the specific objective
on the Mission Objectives button—the orange b
of the screen—and the Mission Objectives Windk
your goals for that specific Away Mission.

Mission
Objectives
Window

Mission
Objectives
Button

Federation Mark Il Phaser is a handy piece ¢ of f
Phaser icon in the Equipment Inventory to ca
fire atit or press (ing) on the numeric keypad t
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4. AWAY MISSIONS

To holster your Phaser, click on the its icon. When the Phaser is not used,
the entire Weapons Window darkens. When you have not selected a
weapon, you may hit attacking aliens with your hand or foot by pressing
on the numeric keypad. Often, you will start an Away Mission with the
Phaser already at hand.

If you have more than one weapon in your Equipment Inventory, click on
the other weapon to select it. Or cycle through them by clicking on the
orange button—the Weapons Select button—located to the left of the
Weapon Settings Bar. During Away Missions, you may find other weapons,
such as a Romulan Type Il Disruptor. The weapon you are currently using
will have an orange outline around it.

To operate a Phaser effectively, you will need to make use of the functions
in the Weapons Window. For further information about Phasers, see
Appendix A: Equipment.

Phaser Settings
Indicator

Phaser
Settings Bar

y. Scelected
Weapon

Weapon Settings

. The Phaser, as well as most weapons, has three basic settings: stun, kill
- and destroy. These settings are represented on amulticolored bar that
~runs along the top of the Weapons Window. The stun setting is
 represented by green, the kill setting is yellow, and the destroy setting

is orange-red. Each setting has different degrees of effect, such as
moving from a light stun to a heavy stun.




4. AWAY MISSIONS]

The white arrow above the Weapon Settings Sar indi at $)the current

an alien must be only a last resort.

Energy Level Bar

| recommend searching
the bodies of any dead
aliens for objects that
might aid you on your
mission.

\ —Cmdr: Rlker}  Phaser and at what settings, the lit portion of the bar will ,e
your Phaser runs out of energy.

an Away Mission.

Objects Window

| Obecs
Window

Located at the bottom of the Away Mission screen, the Objects Window
depicts objects seen on the upper portion of the screen that you can
interact with. For example, you can use computer terminals or pick up
items.

e 2




A, AWRY MISSIONS

To communicate with any survivors you encounter, place yourself over
them so that their image appears in the Objects Window and click on that
image.

To pick up objects, drag the object to the Equipment Inventory. If you
~right-click on the object, the crew member will tell you what it is.

wnite ir migneve | Qbject Indicator
easy to order Earl Grey :
tea or synthehol from This button, located at the lower left of the Object Window, flashes
a replicator, some hor th Febiaet t.Click it t "ich et
computer terminals when there are several objects present. Click onit to switchbetween
require a bit more each object. When all the objects are removed, this indicator will darken.
effort to operate. '

—Cmdr. Riker

Equlpment Inventory

Located on the right of the Away Mission Control Panel, the Equipment
Inventory shows icons of all the items you have collected. You will start
each mission with a Communicator, Tricorder, Phaser and Hypospray.
(When you are on an Away Mission with Lt. Cmdr. Data, a Hypospray will
not be present since it does not work on androids.) Occasionally, you will
even be supplied with an additional power cell for your Phaser.

To store items in your inventory, you must place their icon in an empty

“ square. If there are no empty squares, then no more objects can be stored

. until you decide to remove an object from the inventory. To drop objects,

drag the equipment icon from the inventory into the Objects Window. Or

~ drag anitem to add to the inventory over an item you wish to drop. The
only equipment that cannot be removed is the Starfleet Communicator;

ts special status is indicated by its darkened background.

elect equipment for use, click on its icon. Some items may only be
ised once and will vanish from the inventory after completing their
ction. If you select an object that cannot be used at that time, the
_rew member will notify you. Right-click on an equipment icon to hear a
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Security Officer’s Log, Stardate: 48623.7. Lt. Cmdr. Worf
:rapc;rﬁng. A true warrior will be ready to face the enemy with honor
_and cunning, be it on the battlefield or in space. And a true warrior
. will know how to use a ship's tactical display in a space battle, for
while it may not be a bat'telh, the tactical display requires no less
skill in striking down an enemy. For, as we Klingons say,
“leghlaHchu’be’chugh min lo‘laHbe’ taj jej”—a sharp knife is
nothing without a sharp eye!

Tactical Combat becomes necessary when you encounter enemy
starships while navigating through space. Often an enemy vessel will
attack you first. Occasionally you will have the opportunity to begin
battle. In such cases, you will want to take not only the number and type
of starships you face into account, but also remember that Starfleet

_ prefers to fight only when all other options have been exhausted.

- Nevertheless, youmust be prepared to initiate combat against starships
allied with the crazed Dr. Tolian Soran—such as those vessels crewed by
Lursa, B’Etor and their renegade Klingons—in order to stop his fanatical
plans.



5. TACTICAL COMBAT] J

Tactical Viewscreen

Tactical
Viewscreen
Radar Display
Target Toggle
Button
Toggle Enemy
View or
Forward View
Buiion Enterprise
Systemns
EnegwyShip | | PYS
ystems L e haser
198 48 o s — Controls
. ¥ ? t
Encrrg.Shlp — B, : : . : %ﬁ’:go;
isplay _ B - ( Confrols
Helm : ) ' U’S'S‘.
Commands  VEWSERCON TRRRSTER : g

~ Display

The upper portion of the Tactical Combat screen—the Tactical
Viewscreen—shows you the battle from the Starship Enterprise’s position.
From this vantage point, you are able to see the enemy vessel you have
targeted.

Below the Tactical Viewscreen are the Radar Display and the Tacticaii‘ ~
controls. Right-click any onscreen button to see a descnptton a¥ hat
button.

To view directly ahead of the U.S.S. Enterprise, click the' ggle Ene
View or Forward View button to the left of the Sensor Display
restore the Tactical Viewscreen’s point of view on the targezed en
click that button again.

To the right of the Tactical Viewscreen is the Vie Nscreen Z om Bar
or drag on this bar to zoom in on your target’s i
to zoom out by lowering the bar.




Enttz;‘pﬂsé
1701-D

'Iixrget Toggle .
Button i - f Targeted

E€nemy Ship
Toggle Enamy
Forward View 3 |
. Scanner
Zoom Bar

Located in the middle of the Tactical Combat screen, Radar Display shows
-a three-dimensional representation of the current battle. During combat,
the location of any nearby enemy starships inrelation to the U.S.S.
Enterprise is shown here.

Each starship is located within an oval centered around a white icon
representing the U.S.S. Enterprise. All starships are represented by a icon
placed on an altitude bar, which indicates their relative height to that of
the U.S.S. Enterprise. The currently targeted enemy vessel will be outlined
in red. In the lower left corner of the Radar Display, a Distance to Target
Indicator shows the distance between you and the targeted enemy
vessel.

To target a starship, click onits icon in the display window. If you want to
cycle through all available targets, click on the Target Toggle button
located to the left of the Radar Display.

To the right of the Radar Display is the Scanner Zoom Bar. Click or drag
the bar to zoom in the Radar Display window by raising the bar or zoom
out by lowering the bar.




Piloting

You will find it advantageous to maneuver the ship in order t
enemy fire, to directly face the enemy, or to engage in a st
choosing. To pilot the ship, you can either give specific comr
Conn (the U.S.S. Enterprise’s flight controller) or you may
movement of the ship directly.

Helm Commands

At the bottom center of the Tactical Control Panel, a text indicator
identifies which preselected command the Conn is following. Click on
this indicator slot to bring up the Helm Commands Menu, which lists

several standard flight commands you can give to the Conn. To select one
of the commands, click on the desired one. The Conniis. automatically
flying the U.S.S. Enterprise when you enter the Tactical Combat scree

ERTERPRISE SYSTEMS

The Helm Commands available to select from are:

9 Close on Target sets a direct course for the targeted enen
The U.S.S. Enterprise will stop when it reaches an optzmal attac
distance from the target.

0 Evade Target orders the U.S.S. Enterprise to evade oﬂfy the arge
starship.

9 Maintain Distance to Target keeps you at the s’am dis
your target the moment you selected the command.
Enterprise may match velocities with the targeted
may still be able to maneuver around you. ‘

9 Full Stop halts the U.S.S. Enterprise.




9 Stand by for Command tells the Conn that you are no longer giving it
_ orders so that you may personally pilot the U.S.S. Enterprise.

- Warp Out of System exits the U.S.S. Enterprise out of the systemit is
currently in—as long as the warp engines are online—for another
system that is randomly chosen. At that point, that combat will end
and will be considered a failed battle.

O Maintain Current Status confirms your last command, allowing it to
continue.

The keys on the top row of the keyboard can also be used to give the
B I you tack the proper Helm Cpmmands. Press (1) to close on target, (2) to evade target, (3] to
Conn experience, maintain distance, (4) for full stop, (5] to stand by, (6] to warp out and (7] to

there is no dishonor | maintain status.
in delegating the
Conn to another.

~Lt. Cmdr. Worf

User Control

To deactivate the Conn and fly the ship yourself, just press any keyboard
command used to manually move the ship. Any keyboard command you
give sets the Helm to Stand by for Command. You must select a new Helm
Command when you return control to the Conn.




5. TACTICAL COMBAT

The keyboard commands for operating the U.S.S. Enterprise
turn to the left, (3] to the right, (3] to climb and (] to dive. You
press (Ctri) to roll left, (0] on the numeric keypad to roll r;gbt ‘
speed and (-] to decrease speed.

Youmay customize the keyboard commands for your’use For
information on customizing, see “Controls Screen” in Ch pt
Options and Settings. ‘

To change your field of view without moving the ship, right-click ar
drag the cursor across the upper portion of the screen in the direction
you want to view.

U.S.S. Enterprise Display

On the bottom right side of the Tactical Combat screenis the U.S.S.
Enterprise Display window accompanied by the U.S.S. Enterprise Systen
Panel. The U.S.S. Enterprise Systems Panel contains the indicator bars for..
the ship’s different systems with each system represented by a specific
color in abox above the bar. These bars show the current status of any
given ship system, while the U.S.S. Enterprise Display identifies their
specific location onboard the ship with matching colors.

U.S.S. Enferprise Systems Panel

Shield View/System View
Toggle Butfon
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g combat, it is possible for the enemy to target certain functions on
U.S.S. Enterprise or that only certain systems might receive damage.
This portion of the screen will show where the damage has occurred and

~ how serious it is.

To the lower left of the display window is the Shield View/System View
Toggle button. Click that button to change the display of the U.S.S.
Enterprise in the window from a schematic to a3-D representation of the
ship as viewed by the targeted enemy ship. The 3-D representation
includes an image of the U.S.S. Enterprise shields, with green identifying
the port shields, purple for the starboard, red for aft and blue for forward.
Click the button again to restore the schematic view of the ship.

In the bottom left of the U.S.S. Enterprise Display is the Velocity Indicator,
_ which shows the current speed of the U.S.S. Enterprise.

~ U.S.S. Enterprise Systems Panel

Above the U.S.S. Enterprise Display is the U.S.S. Enterprise Systems Panel
which allows you to select any system in order to determine what
amount of power can be directed from Engineering to that specific
system. You may also determine which systems receive repair work
from here.

Energy
Sources

Computer
Core

Sensors

Damage
Control

Weapons Life Support Propulsion
Systems Systems



9. TACTICAL COMBAT

Each system is represented by an indicator Ba wit ;‘
top of it. That bar shows the level of power supplie‘d

seen in the 3-D representation of the U.S.S. Enterph&e Display

Ared color indicator box at the top of the bar denotes a destroyed
system. Destroyed systems are not usable until repaired. Repairing
destroyed systems requires more time than systems that have suffered
only some damage. Systems being repaired have their indicator boxes
outlined in white. Click on any damaged system’s mdlcator box to cut off
its repairs. Click again to restore repairs.

To increase the power to a system, click and hold down your mouse
button on the white outline to raise the yellow bar. Dragging on the .
white outline while lowering it decreases power to a system. The ye!low
bars slowly change to match the new level established by the white
outline. The horizontal readout bar for Engineering indicates how much
excess energy you have to increase power to all of your ship’s systems.

The systems represented on the panel are:

O Forward Shield measures the strength of your forward Shfﬁfﬁf lts
indicator bar is blue.

>

Port Shield measures the strength of your left-side shleld [ts
indicator bar is green.

9 Starboard Shield measures the strength of your ng 1t-
indicator bar is purple.

O Aft Shield measures the strength of your rear shleld 1ts
isred.



~ Weapons Systems controls your Phasers and your Photon Torpedoes.
When damaged, some weapons will become inactive. When
_destroyed, all weapons are off-line. Its system box is orange.

Life Support controls the starship’s life support systems. When it is
damaged, the rates of repair procedures and torpedo loading are both
slowed down as the crew must deal with a harsher environment.
Should it be completely damaged, the emergency life support will
automatically engage. When it is destroyed, the ship’s environment
will soon be unable to support life and your crew will die, rendering all
systems inactive and ending the game. You will not be able to
completely decrease power to this system since it is so essential. Its
system box is green.

) Propulsion Systems controls your ship’s velocity. If damaged, the
- warp drive will go off-line. Its indicator box is blue.

9 Energy Sources controls the energy used to power the ship’s other
systems. If damaged, other systems will go off-line. Its indicator box is
bright yellow.

9 Computer Core controls the accuracy of your ship’s weapons. When
damaged, weapons accuracy drops. Its indicator box is white.

O Sensors controls the viewscreen and display windows. As it is
damaged, each of the screens will fail to display any sensor readings.
Its indicator box is bluish-gray.

9 Damage Control determines the rate at which repairs are conducted.
When it is destroyed, no other systems on the ship will be repaired.

~ Shields

_Besides being represented on the U.S.S. Enterprise Systems Panel, the
ship’s shields are indicated on the U.S.S. Enterprise Display by pale yellow

_ outlines that match the color of their indicator boxes. Each shield is

differentiated by a different shade of pale yellow. If they are damaged,

their outlines will dim. When they are destroyed, their outlines will
isappear.

As the main defense for a starship, the shields will stop Phasers and
Photon Torpedoes from damaging the ship, but in turn, will be damaged
by those weapons themselves.
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Phasers

The U.S.S. Enterprise’s Phaser banks are a more pbwerfu

primary means of attack. To use them, target the eném
the Fire Phasers button or press (Shift).

targeted Shlp Yellow bars show which Phasers are not faahg the target;
as aresult, these Phasers are unavailable.

Click on the indicator bar to deactivate a Phaser bank, and click again to
activate the Phaser. Deactivated Phasers are grayed out. To the right of
the Fire Phasers button is the Phasers On/Off Line button. Click on it to
deactivate the Fire Phasers button. Clicking it again reactivates the Fire
Phasers button. ~

Phasers require time to recharge after discharging a blast. If the baris.
blue, it shows which Phasers are recharging. While you may fire Phasers as +
they recharge, the resulting blast will not be as powerful as one froma
fully charged Phaser.

A damaged Phaser bank is indicated by a red bar and cannot be used untll
repaired.

Phasers On/Off Line Torpedoes On/Off Line

Fire Phasers
Button

Phaser
Banks

Forward Tube
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Photon Torpedoes

he U.S.S. Enterprise-D has two Photon Torpedo tubes, and up to 10
orpedoes can be loaded in each tube. Photon Torpedoes do a significant
amount of damage, but your ship has only 275 of them. The more Photon
Torpedoes launched, the lower your chance to successfully hit with any
single torpedo.

The left box is the ship’s forward torpedo tube, while the right is the rear
torpedo tube. The blue boxes indicate which torpedo tube is facing the
targeted enemy starship. The gray boxes show which tube is facing away
from the target. Between the two tubes is the Photon Torpedo Counter,
which counts down how many torpedoes are remaining. You cannot
restock torpedoes after you have depleted your supply.

o fire a Photon Torpedo, click on the Fire Photon Torpedo button. To
select the number of Photon Torpedoes you wish to fire, click on the
Photon Torpedo icons located under the Photon Torpedo button. To the

_ right of the Fire Photon Torpedo button is the Torpedoes On/Off Line
button. Click on it to deactivate the Fire Photon Torpedo button. Clicking
it again reactivates the Fire Photon Torpedo button.

. After aPhoton Torpedo has been fired, time is required to reload the
torpedo tube. To change the number of torpedoes to reload, click on the
umber you wish to reload, with torpedo 1in the tube’s upper left-hand
corner and torpedo 10 in the lower right-hand corner. The selected
number to be reloaded will be outlined in white. You may fire Photon

~ Torpedoes in a tube before all the torpedoes are reloaded.



Targeted Ship Display

On the left-hand side of the Tactical Combat Controls i is a d}s lay ¢
currently targeted enemy vessel. This display is similar to tha
U.S.S. Enterprise’s, except where you would allocate p
there, here you target specific systems you wish tod

Targeted enemy vessels will also have an additional indicator
systems display. This bar, located to the upper right of the T
Display, shows the system strength of the enemy ship’s cloak
Its system box is gray. A cloaking device allows a ship to render itself
invisible to an enemy ship’s sensors. (Federation starships are not
outfitted with one because of the Treaty of Algeron.)

The screen shot below shows the display for aKlingon Bird of Prey. Each
ship has a different number of shields, which the display will reflect.

Weapons Systems Life Support  Propulsion Systems Energy Sources

/ Computer

Core

Sensors

Damage
Control

Available Energy Bar

If an enemy starship cloaks, it abandons the field of battle and" an
victory. However, cloaked ships are not destroyed, so th
encountered again in another sector later, fully operational
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To lock on a specific section or system of a ship, click on the desired
target either on the target ship’s display window or on the system
indicator box. To deselect that target, click on the section or system box
again. A target lock does not guarantee a direct hit. As with your ship, all
attacks must contend with the targeted starship’s shields before
damaging the enemy vessel itself.

o Using this display, it is possible to compare display readouts for the U.S.S.
In attacking, It Is Enterprise to those of the enemy starships to gain a sense of what each

best to target specific .y
systems rather than starship’s strengths and weaknesses are.

g;.j;’f face. guide, your On the lower right of the Targeted Ship Display is the Shield View/System
~ View Toggle button that changes the targeted ship’s image in the display
window from a schematic to a 3-D representation. The 3-D
representation is shown as it faces the U.S.S. Enterprise. The 3-D
representation includes an image of the shields which protect the
starship, with each shield represented by a different color. Clicking on the
button changes the displayed image.

-Lt. Cmdr. Worf

In the upper left of the Targeted Ship Display window is the name of the
targeted enemy starship. In the lower right of the display window is the
Velocity Indicator, which shows the current speed of the targeted enemy
starship .
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Chief €Engineer’s Log, Stardate: 48623.8. Lt. Commander Geordi
La Forge reporting. No matter what the operating system is, |'ve
found it's always a good idea to get a handle on how that system
worlks before using it. That way, if you need to make changes to it,
you know exactly what you're doing.

Options Menu

The Options Menu allows you to save and load games, to start a new
game or to leave the one you were playing. Also it allows you to bring up
the Settings Menu, in order to adjust the default settings, or the Controls
Screen, to customize your keyboard commands.

Click on the Options button in Stellar Cartography or press (Esc) anytime
during the game to enter the Options Menu. While in the Options Menu,
the game is paused.




8. GAME OPTIONS AND SETTINGS]

Saving and Loading Games

To save a game, click on the Save button. This brings up a menu that
allows you nine slots to save games. A tenth slot signifies the automatic
Save Game function, which automatically saves the game at your last
action in Stellar Cartography. All saved games are listed by the stardate
they were saved on. You will want to save your current game while in
Stellar Cartography. Although you can also save on an Away Mission or
during Tactical Combat, the saved game will load from the previous point
in Stellar Cartography.

To select the slot you want to save agame in, click on the slot, type in the
name you want to save the game under, and then click the Accept button.

To load a game, click on the Load button. This brings up the Load Menu,
which allows you to load any saved game, including the automatically
saved game. To select the game you want to load, click onits slot and
then click the Accept button.

To exit either the Save or Load Menus without saving or loading a game,
click on the Cancel button.

S
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Entering a New Game

~ Click on the New button to bring up a prompt asking whether you want
to start anew game. Click the Accept button to begin the new game and
give up the current game, or click the Cancel button.

Quitting a Game
On the Holodeck, 1

periodically save the To exit the game you were playing, click on the Quit button. This brings
| program I'm in at _up aprompt asking you if you want to quit the game. Click the Accept

keypoints, and you button to exit Star Trek Generations or click the Cancel button.
may want to do the

same for your game
as well.

Returning to Current Game

Click on the Return to Game button after you have completed your other
selections to exit the Options Menu and to return to the exact game
screen you were last on.

~-Lt. Cmdr. La Forge
W,

‘Settings Menu
2 The Settings Menu allows you to change the sound volume, the difficulty

level, the window size of the game, or to toggle the subtitles. To enter
the Settings Menu, click on the Settings button on the Options Menu.

Sound Effects
Volume Bar

Music
Volume Bar

Difficulty Level
Button

Window Size
Button

Subtitles
Button




‘ 8. GAME OPTIONS AND SETTINGS]

Sound Effects Volume

To change the volume of the sound effects, click on the Sound Effects
Volume Bar. The volume ranges from off at the left end to loud at the
right end of the bar. ~

Music Volume

Click on the Music Volume bar to change the vo!umé of tkhev musf
game. The volume ranges from off at the left end to loud at the ri
of the bar. ~ . .

Difficulty Levels

There are three levels of difficulty—Ensign, Lieutenant and Captam——wlm .
Ensign being the beginner’s level and Captain the master’s level. The
default is Lieutenant. To reset the difficulty level, click on the Difficulty ;
Level button until the level you want is displayed on the button itself. The
difficulty of clues increases as you move from Ensign to Lieutenant, an
the difficulty of opponents increases as you move to Captain. Youcan
only change your difficulty level if you're in Stellar Cartography.

Window Size

You can play the game in two different window sizes: Large or Small
(Small is the default setting). To adjust the size of the game window, click
on the Window Size button until the size you want is displayed on the
button itself.

Subtitles

In the game, when you right-click on abutton or an item, subtitles appear
at the bottom of the screen with a description. Whenever you hear a
conversation, subtitles appear as well. The Subtitles button allows you to
turn the subtitles off or on. On is the default setting. To chose between
the two functions, click the Subtitles button until your choice is displayed
on the button itself.

\SE—




The Controls Screen allows you to configure keyboard commands. To
enter the Controls Screen, click on the Controls button on the Options
Menu.

The default keyboard commands are listed under “Keyboard Commands”
in Chapter 4: Away Missions.

To change a keyboard command, click on the first column and then press
the key that will represent the command. If you want, click on the second
column to enter a second key so that two keys must be pressed at the
same time to execute that command. You cannot assign any of the
function keys such as (F1_).

The Lookspring function is located here with the default set to on. With
it on, the lookspring centers your view after using the mouse to look
around while on Away Missions.

To restore the default commands, you must reenter them over your
previous choices. The only keyboard commands you will not be able to
change are (F2), which dims the game screen, and (F3 J, which brightens
the screen.
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IX A: Equipment

Chtef Maedical Officer’s Log, Stardate: 48623.9. Dr. Beverly
Crusher reporting. The correct use of any Starfleet equipment,
whether it is a Hypospray or a Tricorder, is important when on a

" 'mission. | wouldn’t prepare for an operation without familiarizing
myself with my tools, and I think the same applies outside of

surgery.

Phaser

On Away Missions, Starfleet personnel are armed with the type Il Phaser.
Although it is a weapon and can be used to hurt people or damage
structures and objects, the Phaser is intended to be used mainly in self-
defense by all Starfleet personnel. The type Il has 16 power level settings,
from a light stun at level 1to an explosive/disruption effect at level 16.

To fire a Phaser on an Away Mission, move the cursor over the intended
target and click the left mouse button or press (ins) on the numeric
keypad. Selecting a Phaser, determining a setting and measuring its
energy level is described under “Weapons Window” in Chapter 4: Away
Missions.

Phasers cannot be operated underwater, although exposure to water
does not damage them for future use above water.




Tricorder

Used to record various types of data, the stand,
equipped with sensors designed to detect lifef
material structures. During Away Missions, Star
Tricorders to locate people and objects and to
surroundings. Tricorders can also monitor the he
personnel sent on an Away Mission.

All information in a Tricorder is downloaded to the shi
records upon returning from an Away Mission. This allow
data from the Away Mission to be available to all crew

To learn how to operate a Tricorder in the game, see the “He
“Map Window” and “Mission Objectives Window” sections in
Away Missions.




;emmunicator

Abo d the ship or on Away Missions, all Starfleet personnel carry a
ersonal Communicator. Designed to provide areliable and efficient line
f communication, the Communicator is a vital part of any Starfleet

To activate a Communicator, click on its icon in the Equipment Inventory.
This will establish a subspace radio link with the U.S.S. Enterprise in order
to get advice or information.

In addition to serving as a communications device, the Communicator
_ allows the U.S.S. Enterprise transporter systems to locate and lock on to
~ any crew member in order to beam them back to the ship after an Away
Mission has been completed. The Communicator will flash when you have
completed your Away Mlission and need to be beamed up or when you
have encountered survivors who need to be transported.

Hypospray

A standard instrument carried in Starfleet Medical Kits and used by

.« trained medical personnel, the Hypospray is a device that administers

. medication to a wounded patient without penetrating the skin. The

proper medication is loaded into the Hypospray through a vial and used

~ asneeded. For most Away Missions, a healing stimulant has been placed in
the Hypospray carried by crew members. All Starfleet personnel are

amiliar with the proper use of aHypospray due to basic Starfleet

~ training.

o use a Hypospray when wounded on Away Missions, click on the
Hypospray icon in the Equipment Inventory. Most Hyposprays are good
for two or three uses, restoring half the lost health at first and one-fifth
the lost health on the next use. However, after a period of time, some
lyposprays resupply their dosage and can be used again.

Sometimes, a
Hypospray intended

for an alien physiology
may affect human or }
Klingon biology
differently.

-Dr. Crusher



APPENDIX B:Starfleet Personne

Counsclor’s Log, Stardate: 48624.0. Deanna
well-being of a crew is important for th@br@p‘e ope
starship, then it is important for a ship’s comm, inde
crew, not just as officers, but as individual: %

worlds, in this game, you are fortunate enough to have
personnel from two generations of officers aiding yo




;aptain Jean-Luc Picard

the commanding officer of the U.S.S. Enterprise 17701-D and a noted
liplomat, Captain Picard prefers to resolve most problems peacefully and
use force only as a last resort or in defense against an immediate
hreat. Although he has recently become aware of his own mortality,
Picard takes comfort in his affection for his brother’s family and in
realizing that how one lives is more important than what he leaves
behind.

- Commander William Thomas Riker

_ Being the executive officer of the U.S.S. Enterprise 1701-D, Commander
Riker considers his primary duty is to the safety of the ship and its crew.
Although jovial, Riker takes his responsibilities seriously, rarely willing to
sacrifice a crew member’s life in order to complete a mission. A risk-taker,
Riker often comes up with highly unusual strategies to get out of difficult
situations. Privately, he hopes one day to captain the U.S.S. Enterprise.

cammander Deanna Troi

~ Half-human and half-Betazoid, Deanna Troi uses her empathic abilities in
er role as the U.S.S. Enterprise 1701-D’s counselor to attend to the crew’s
“psychological needs. Oftentimes, she is the only crew member whom
Picard confides in when he is personally troubled, which makes her advice
.invaluable to him. She is highly trained as both a psychologist and
Starfleet officer and uses her skills to best aid her crewmates.

Commander Beverly Crusher, MD

Crusher serves as the chief medical officer aboard the U.S.S. Enterprise
-D. As both a Starfleet officer and a physician, Dr. Crusher conducts
he rself as a professional while on duty yet still allows herself a relaxed
festyle off duty as a skilled dancer, playwright and theater director.
mong her professional achievements is her understanding of Data’s
android mechanics and her tour of duty as the Chief of Starfleet Medical.



Lieutenant Commander Data

Having recently installed an emotion chip desigr
Noonien Soong, Lt. Commander Data—a sophist
contmues hrs quest to understand what it me.

friendship wrth Geordr LaForge is the most ;mporta

Lieutenant Commander Geordi 'Lé Fa‘rge"

Originally the U.S.S. Enterprise 1701-D’s flight controiler Lt. Col
La Forge currently serves as its chief engineer. Blind since birth
wears a VISOR, a prosthesis that allows him to see in visible light a
in other frequencies in the electromagnetic spectrum, such as infrare
He considers his blindness and the use of his VISOR as neither disabling
advantageous; he accepts them as aspects of whom he isas aperson.

Lieutenant Commander Worf

Recently promoted to Lieutenant Command

emotional, Worf strives to excel at any tasks as igne
which proves that underestimating him is often ami

replacement, the U.S.S. Enterprise 1701- A Wi ha“repu at
cunning and brave Kirk preferred to take any ri

Lakul. He died as he had Irved choosing to make i ff;\ era
betterment of others. t



Appendix C: U.S.S. Enterprise 1701-D

f&siibng as you serve on the €nterprise, you malse a difference.
‘ —Captain James T. IKirls

Launched in 2363 on Stardate 40759.5, the U.S.S. Enterprise 1701-D is
Starfleet’s flagship, which is quite appropriate for the United Federation
of Planets” most celebrated starship. A Galaxy-class vessel, the U.S.S.
Enterprise 1701-D is the fifth starship to sail under that name—with the
first to be captained by James T. Kirk.

With a crew complement of 1,014 and outfitted with sophisticated

computers and sensory equipment, the U.S.S. Enterprise 1701-D is quite

capable of completing any scientific and exploratory missions required of

_it. Its armament consists of 275 photon torpedoes and type X Phaser

~banks, while its main defense is a series of deflector shields modulated at
 7257.4 MHz. Powered by a matter/antimatter reaction chamber, the

. US.S. Enterprise’s engines are capable of reaching speeds of warp factor
9.6, although the ship can also fly at slower sub-light speeds under

impulse power. ‘

_ The primary mode of travel from ship to planet is the ship’s transporter,

© which beams people from one location to another instantaneously. While

 the ship’s replicator supplies foodstuffs and drinks, it can also fashion

devices to be used in the normal operations of the ship. Should any

~system malfunction, trained crew members make use of the Jefferies

maintenance tubes which are located throughout the ship to conduct

repairs.

‘During emergencies, the U.S.S. Enterprise 1701-D can detach its saucer

‘section, which houses the bridge, from the stardrive section, which

contains main engineering—where the warp engines are located—and the

battle bridge. In'such occasions, most crew members are moved to the

'~ saucer for safety.

Command of this ship is currently entrusted to Captain Jean-Luc Picard. It

s considered the highest honor in Starfleet to have served on the U.S.S.
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RICK RASAY
JEROME PATERNO

HOLLY HARTZ
KATHY SANGUINETTI
BENDER, GOLDMAN & HELPER

GUYMOND LOUIE
ROSA GALLOSO

SUZIE DOMNICK, RANDI CASEY
JULIET DUTTON, ROBERT READ

MICHAEL OKUDA
DENISE OKUDA, NAREN SHANKAR

NTERACTIVE, BURBANK, CA
ING STUDIOS, HOLLYWOOD, CA

D Authoring Tool by
CASE OF DIGITAL DIALECT




Video Segments Produced by
DIRECT IMAGES OF OAKLAND, CA

Producer of Blue Screen Shoot BILL NOLAN
Stand-in for Malcolm McDowell RANDY HALL
Starring 4
PATRICK STEWART as Captain Jean-Luc Picard
JONATHAN FRAKES as Cmdr. William Riker :
LeVAR BURTON as Lt. Cmdr. Geordi La Forge
MICHAEL DORN as Lt. Cmdr. Worf
GATES MCFADDEN as Dr. Beverly Crusher
MARINA SIRTIS as Cmdr. Deanna Troi
BRENT SPINER as Lt. Cmdr. Data
MAJEL BARRETT as the Ship’s Computer
WILLIAM SHATNER as Captain James T. Kirk
MALCOLM MCDOWELL as Dr. Tolian Soran

Voice-Over Artists
Narrator ERIN WHITCOMB
Amargosa Computer LANI MINELLA
Arvada Computer LANI MINELLA
B’Etor LANI MINELLA
Chodak 1 BILL KRAUSS
Chodak Commander BILL KRAUSS
Chodak Comptroller J. WHITE
Chodak Coordinatrix SUZANNE ONOD
Chodak Computer SYLVIE SCHMID
Commander Tala LANI MINELLA
Engineer 1 DAVE HENRY
Engineer 2  IVOR BIGGUN
Federation Admiral SYLVIE SCf‘IMIb *
Henchmen  LANI MINELLA
Klingon 1  ANDY VALVUR
Klingon 2 DAN YOUNG ‘
Klingon 3 THOMAS E. BENKER’
Klingon 4  KIP WELCH o
Klingon Computer DAVE HENRY
Klingon Enemy (Female) SYLVIE SCHMID
Klingon Enemy (Male) BILL KRAUSS




Klingon Voice
Lursa
Romulan 1
Romulan 2

, Romulan 3
. Romulan Centurion
mulan Computer
an Guard (Female)
mulan Guard (Male)
Romulan Prisoner
Scientist 1
Scientist 2
Soran’s Launcher

- Voice-Over Artists (continued)

SYLVIE SCHMID
LANI MINELLA
JASON ROSSILLI
DAVE HENRY

ANDY VALVUR

BILL KRAUSS
THOMAS E. BENKERT
SYLVIE SCHMID
PAUL MOGG

ANDY VALVUR
MICHAEL MANCUSO
ANDY VALVUR

J. WHITE

Customerx Support

JEREMY HUNTER, ANDREW KLINE
MCHA&L MANNICK, GABRIEL TURK
MICHAEL WEDDERBURN

Very Special Thanks
JOHN VIFIAN

Special Thanks

AITH, MATHIAS GENSER, MESCEILLE OGATA
DENISE OKUDA, MICHAEL OKUDA
REBECCA STIDOLPH

Chuck’s dog LUCY

Nevada, Department of Conservation,
al Resources, Division of State Parks
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___________ CUSTOMER SUPPC

If you have any questions about Star Trek Generations or any of our other
products, please contact MicroProse Customer Support at:

®  MicroProse
2490 Mariner Square Loop
Alameda, CA 94501
ATTN: Customer Support

® (510)522-164
9:00 AM to 5:00 pm Pacific Time
Monday through Friday

B Fax
(510)522-9357

® World Wide Web
www.microprose.com

m FTP
ftp.microprose.com

America Online:

To reach our Customer Support board in the Industry Connection, press
for “Go to Keyword.” Then type microprose in the Keyword
window. In addition to posting and reading messages, you can download
files from the “Software Libraries.” Send electronic mail to Customer
Support at MpsT.

CompuServe:

To reach our Customer Support board in the Game Publishers B Forum,
type go gambpub at any “!” prompt. Then select “Section 2 for
MicroProse. In addition to posting and reading messages, you can
download files from the “Libraries (Files)” menu. Send electronic mail to
Customer Support at 76004,2223.

GEnie:

To reach our Customer Support board in the Games RoundTable, type
m805;1at any “?” prompt. Then select “Category 12” for MicroProse. In
addition to posting and reading messages, you can download files from
the “Games RoundTable Libraries.” Send electronic mail to Customer
Support at MICROPROSE.
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Internet:

You can read the latest news and information about MicroProse on our
World Wide Web page at www.microprose.com. Download files from our
FTP site at ftp.microprose.com. Send electronic mail to Customer
Support at support@microprose.com.

Microprose Customer Support BBS:

To reach our Customer Support BBS, phone (510)522-8909 [8-N-1]. The
BBS supports 300 baud to 14.4K (v.42bis) and Xmodem, Ymodem and
Zmodem transfer protocols. After you are logged in, follow the onscreen
prompts to sign on as a new user. The Customer Support BBS has message
areas and file libraries.

How To Get Help:

If you are having problems with Star Trek Generations, we can best help you
if (1) you are at your computer when you call and (2) you have the
following information handy:

B Version number of Star Trek Generations

® Your computer’s brand and model

® Your computer’s BIOS brand and version number
® Total RAM installed in your computer

® Version of DirectX drivers

® CD-ROM brand and model name

® Video card brand and model name

® Sound card brand and model name

® Mouse brand and version number of mouse driver
W Joystick brand and model name

B Any error massage you see in the game

When you call our Customer Support phone number, press (4] to access
our automated help line for fast answers to commonly asked questions or
press(5) to access our automated faxback service.




Save the Earth

X-COM: Apocalypse is the ultimate strategy combat game

from the developers of the award-winning X-COM: UFO

Defense. A huge advance over the previous two X-COM
games, X-COM: Apocalypse features superb SVGA graph-
ics, mare strategic gameplay, more realistic tactical

squad combat, and significantly more action in the

optional real-time combat mode.
Through research and combat, you
must discover the source of the
invasion, penetrate the alien
world, and destroy their con-
trol center to prevent further
invasions!

VISIT YOUR LOCAL
RETAILER OR
CALL 24 HOURS:

800-695-GAME
WWW.MICROPPROSE.COM Wi annEanaen)

© 1997 MicroProse Software, Inc. X-COM and MICROPROSE are registered trademarks of MicroProse Software, Inc.
All other trademarks are the property of their respective holders.



THE

from MicroProse

America's Favorite strategy card game
comes to life on your computer.

Based on the collectible card game
phenomenon with over two billion cards sold.
e

Includes the Astral Set
12 never-before-seen cards exclusive to the PC game

™

VISIT YOUR LOCAL
RETAILER OR
® CALL 24 HOURS:

800-695-GAME
2490 MARINER SQUARE LOOP « ALAMEDA, CA 94501 {U:SCAND CANADR)

MAGIC: THE GATHERING © 1996 Wizards of the Coast, Inc. All Rights Reserved. MAGIC: THE GATHERING and WIZARDS OF THE COAST are registered trademarks of
Wizards of the Coast, Inc. MicroProse Software, Inc. is an official licensee. MICROPROSE is a registered trademark of MicroProse Software, Inc.
All other trademarks are the property of their respective holders.



Master The Unknown

“The ultimate game of galactic conquest.”
— Computer Gaming World

“Players who love strategy games will go nuts
for Master of Orion I.” - GameSpot

“The eagerly awaited sequel to one of the most
popular space-conquest games of all time.”
- Computer Player

Before It

@ 13 PREDESIGNED ALIEN RACES, each with its own
special abilities, or use the Custom Race Option
to create your own.

@ EXPLORE AND COLONIZE uncharted planets.
Form a colony or take over one of your ene-
mies’.

® MANAGE RESOURCES - run your colonies the
way you see fit: assign careers, maintain pop-
ulation morale and construct buildings.

® RESEARCH over 200 technologies, or trade with other

" Masters You.

yy(r V. Vv_Y\ VISIT YOUR LOCAL
- u RETAILER OR
] CALL 24 HOURS:
- —— ®

800-695-GAME

(U.S. AND CANADA)

WWW.MICROPPROSE.COM

© 1997 MicroProse Software, Inc. MASTER OF ORION and BATTLE AT ANTARES are trademarks and MICROPROSE is a registered
trademark of MicroProse Software, Inc. All other trademarks are the property of their respective holders.



STUGK?
S [UMPED?

HELP IS AT YOUR FINGERTIPS!

Hints and tips are just a phone call away
CALL

-300-773-HIN

CANADA: 900-451-3546
$.95 per minute.

You must be 18 years or older or have parental permission
to call the above 900 number (touch tone phone required).
The hint-line is only available in the U.S. and Canada.

STAR TREK

—GENERRATIONS—
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