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WELCOME T0 THE 24TH CENTURY!

You are privileged 10 join the Federation Starship
Enterprise™ on her adventure entded “Fawre’s Past.”
You will travel to strange new worlds, find new life and
new civilizations, and “baldly go where no ane has pone
lf'ﬂ;u'ri-'i‘? TR

This voyage, though, will be different from any other
vou may have taken. Starlleet Command will have
sorne assiemments for vou, but we will be in control of
the ship. You can chooze to visit hundreds of planets,
use the ship’s weapons o defend voursell against hostile
vessels, choose which crew members go on Away Team
missions and direct their actions as they explore the
unknown wiorlds.

The fate of the galaxy is in your hands, for even the
simplest-seeming mission can have vast, unexpected
consequences, If you perform your tasks well, with
imagination and courage, the United Federation of
Planets will honor your achievements, Good luck!




SEITING UP THE GAME

Star Trek: The Next If}'wrrra.fimﬁ] is a one-player game.
P‘Eug the ﬁllptfj' NES Controller into the left controller
socket only.

To enter the world of Star Trel: The Next Generalion,
insert the Star Trek Game Pak into your Super
Nintendo Entertainment System and then turn the
power ON. You will then be presented with the title
screcns, after which you will be briefed by an entry
from Captaim Picard’s log, Once you've read the cap-
tain'’s ]:‘:-g entry, press either the A or the X Button 1o
make it go away. Now your adventure can truly begin,

WHAT ARE ALL THOSE BUTTONS ON THE
LONTROLLER, ANYWAY?

The Super NES Controller is laid out as follows:
et |

Pressing the START Bution will always pause the
pame, and pressing it a second time will resume the
game. The other huttons work differently depending
on which screen vou're using. We'll explam these func-
tions screen by screen.

-
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THE SHIP'S BRIDGE

Adter the captain’s log entry, vou will find yourself fac-
inﬂ Lh'ﬁ \"i.l.':"f'n'H']'f'.l.‘.n on lhf‘ H'I'idgl._" 'I.'n-'ill_‘l'l'.‘_‘ I_hr_‘ Right .ii['ld
Left arrows will take vou to the different stations.
There are seven control statons on the Bridge: com-
mumications. where you can talk to other people; the
conn, where you set the ship's course; the briefing
room, where vou can get advice from Capain Picard
about what to do next; the sensors, where vour ana-
Iytical detectors can scan unknown objects; the ship's
computers, where you look up information; the
engineering station. where you go to repair the ship
when it's damaged in batde; and the Transporter
Room, where vou select an Away Team to visit other
sites, A label at the botom of the screen tells you which
.‘-Lﬂﬁﬂﬂ '}r'i.'.ll,l‘]'l.': ['I]]'I'ﬂl'lll‘:' ‘-"i{!".'.":]l.g.

EXPLORING THE BRIDGE

When vou're on the Bodge, vou stand in the center
with the control stations around you. Use the Right or
Left arrow keys on the Control Pad w mren a full 360°
and sec the complete Bridge. As with any circle, you
can go in either direction; for simplicity’s sake, this tour
will go in a clockwise direction,

Yo start out facing the viewscreen, which shows vou
what's outside the ship. This s actually two svstems in
one, When someone is hailing vou, the light at the op
of the screen flashes green and the word “Communica-
tions™ appears at the botom,




Hailing light on

-
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Communications lets
you receive messages from
other people. When no one
i hailing vou, the word
“conn” appears instead
and you are at the conm,
where you can set the
ship™s course and speed.

From the front viewscreen,
press the Right arrow to
reach the I:lrieﬁng I(HOIIL.

From the briefing room,
press the Right arrow to
move clockwise to the sen-
SOrS.

From the sensors, press
the Right arrow to
move clockwise to the
cOTmputers.

From the computers,
press the Right arrow to
move clockwise to the
engineering station.

From the enginecring
station, press the Right
arrow Lo move clockwise
to reach the turbolift
doors that will take vou
to the Transporter
Room.

From the turbolift, press
the Right arrow (o returm
to  the viewscreen.
Congratulations! You
have now made a com-
plete circle and located all
the stations on the Bridge.




COMMUNICATION
Being hailed

You will hear a beeping sound when someone 1s hail-
ing you. Go to the viewscreen, where vou will see the
green light flashing at the top of the screen. Press the A
Button, and the image of the person hailing you will
appear on the viewscreen along with the text of what
he or she is saying. If there's too much text to fit on the
screen at one time, press the Up and Down arrows on
the Control Pad to scroll up and down so you can read
the whole message. Press the A Button again 1o retum
to the Bridge when you're finished.

When the viewscreen is blurry

If your communications system has been damaged in
combat, you can’t receive messages as clearly as vou
normally could. See the section on the engineering sta-
tion, below, to learn how o fix the problem.
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REACHING YOUR DESTINATIONS

You wo to the conn to change the ship’s course and set
a new destination. Use the Control Pad 1o take you o
the viewscreen, then press the A Button to enter the
astrogation systerm,

What the star and cluster names mean

To simplify astrogation, places are identified by a series
of names. The stars in vour ship’s patrol region have
bieen grouped into eight different dlusters, and the clus-
ter name is the first level vou choose. Within each clus-
ter, the stars are named by Greek letters according wo
how bright they are. The planets of each star are listed
by Roman numerals according to their distances from
their sun, and the moons of a particular planet are lis-
ed by Boman letiers according to their distance from
the planet. The destination “Codis Alpha IVB” means
go ta the brightest star (alpha) in the cluster Codis, then
lock at the fourth planet out and go to its second moon.

What the conn looks like

In the upper left-hand corner of this screen is a pictorial
display of possible destinations. Below the display 15 a
menu list, Use the Up and Down arrows on the
Control Pad to scroll through the names on the list,
highlighting each name n turn, There may be so many
namies on the menu st that they don’e all fit on the
sereen at once, but you can scroll to them all using the
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is information about reaching vour destination.

Choosing a destination

If vou're already on your way o a destination when
vou enter the astrogation screen, vou will find thay des-
tination preselected. If vou have no current destination,
your will see the sereen for choosing a cluster,

The highest level of the astrogation panel lists the clus-
ters; when a cluster s highlighted, its stars appear in a
different color in the visual di:i[ﬂﬁy. Pl'n‘rssir:g the
A Button selects the highlighted cluster and takes vou
down to the next level in the list, where vou can select a
particular star within that cluster, The A Button always
1?1&.{‘.‘; '||L.| i (Iﬂ'n‘r'['l I & more .‘\'E H_'i,:iﬁl:_; it_“.'-."l_‘].

Pressing the X Buton will move you up one level on
the list 1F you're on the top level (cluster choices), press-
ing the X Button will return vou 1o the Bridge withoul
selecting a destination. If you have a destination select-
ed and want to return to the Bridge without changing
it, press the X and ¥ Buttons together,

= -
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Choosing a warp speed

The display in the upper right-hand corner shows
information about your selected destination. The first
line shews its distance from your current position, the
second line shows your ewrrendy selected warp speed,
and the third line tells you how long it will take to reach
the: destination at that speed. Bearing and Mark define
the destination’s position relative to your ship,

You can increase or decrease your warp speed by press-
ing the Right or Left arrows on the Control Pad.
Y our ‘ZI‘1§|'|J::-' cOmpuler will '|‘|ﬂﬁ|"|,-' W il Yo ]‘Jit‘k Aan
LII'I'I'I_'."IHJI‘:IE'I.]J;I.-: hl)l‘\:':l..

Damaged engines

If your ship’s engines have been badly damaged in
combat, vour'll see o message saying that the systemn has
been shut down. You can’t go anywhere until vou
make repairs. See the section on the engineering sta-
tiont, below, to learn how o pepair the engines.

R
Warping out

Pressing the B Button selects the destination, starts you
om your way and reoarns you to the Bridge.

CONFERRING WITH THE SENIOR OFFICERS

If vou're uncertain where you should go or what you
should do, vou can always get advice from the ship’s
senior officers, Go o the briefing room and press the A
Button to see what they suggest, Press enher the A or
the X Button 1o veturn o the Bridee,




Your ship’s officers are among the most capable in
Starfleer. Their adwvice iz hound 1o he _qn-:n].
REemember, though, that you are now commanding the
ship and you make the final decisions,

USING YOUR SENSORS

The gsensors let you study objects from afar. The infor-
mation you learn may help vou understand and deal
with some of the ]Jrr]h'ﬁmnn vou'll encounter,
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Activating the sensors

o to the sensors and press the A Button to activate
them. The sensors will scan the closest object within
range and present a report about it Use the Up and
Down arrows to scroll through the report if necessary.

Returning to the Bridge
When you've linshed reading the sensor report, press
the X Button to return to the Bridge.

USING THE COMPUTERS

The ship’s computers can give vou background infor-
maton about various subyjects. Some entries may even
help vou solve the game’s puzzles. Press the A Bultion
when you're at the computers to start exploring the sys-
tem.

You will see a menu of general wpies. Use the Up and
Down arrows to scroll through the menu. When the
topic you want 15 highlighted, press the A Button to

CMPUTER

EHTERFPEISE HLCC-1




move forward to that topic’s submenn. Continue mov-
ing forward like this untl you reach the specific entry
you're looking for, You may then use the Up and
Down arvows (o sceoll through the eniry’s ext

Pressing the X Button will move you back up the sub-
menus one al a time, When you're on the top level,
pressing the X Button will return you to the Bridge.
You can cxit to the Bridge from any point by pressing
the X and Y Buttons at the same tdme.

REPAIRING THE SHIP

If the ship was damaged during engagement with a
hostile adversary, go to the engineering station. Here
you can decide what percentage of the ship’s resources
you want to devote to repaiving the damaged systems.
Press the A Button to call Uup the t_‘.lL\E;ilIr_‘t'ﬁHg sCreen.

Tatal
resources

available

Ship's

systems
What resources do you have?

The top line is labeled “Fesources.” A hlue line beside
the label shows the total amount of work your crew can
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put into fixing the ship at any given time.  This line will
shrink as more resources are spent to repair the ship
after space baule.

Which systems need repair?

Below the top line are the names of the 10 major ship
systems: Shields, Weapons, Engines, Life Support,
Sensors, Navigation, Hull, Transporter, Computer and
Communications, A damaged system will have a red
har next to its name. The longer the bar is, the more
darnage the systern has suffered.

A damaged svstemn will not work well and could endan-
ger your mission. Damage to shields, weapons and
engines will keep you from manewvering and defending
voursell well when you're attacked. I your life support
system 15 damaged, your crew will not regain any
health they lost on Away Team nissions; if your hull 15
too badly damaged, vour ship cannot survive, If your
SCNS0TSs OT (,'ILFIZII:P'I,I[{'T arc L{:”T]EI?;___"‘"E"? '!-'UIJ "n-'\ﬂ['l.r! !Ul.’! i'J.h]ﬂ 8}
get information from those svstems. If there is damage
to the navigation systemn, you can't fly the ship where
vou want to go. If yvour communications system is dam-
aged, vou'll have difficulty receiving incoming mes-
sages, and i your ransporter is damaged, vou won't be
able to beamn an Awav Team to their current mission.

How do you repair a system?

You must spend some of the ship’s resources to fix a
damaged system. Use the Up and Down arrows to
h'lgl]‘l'ighi |:|:'II" .‘j‘_.'!-}ll,'T]l '!.'IL'I'I,I WAt o 'I't"F_I-}]i!'. ]}Tt‘.!isi.]'l.li’{ lhf‘
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Right and Left arrows on the Control Pad increase or DEFENDING THE SHIP FROM ATTACK

decrease the resources you're spending on that system Your ship will automatically go to red alert when it’s
fas indicated by a blue line inside the red bar). The attacked. The Koo will sound andvon will be aken
more resources you spend, the faster the system will be automatically to Worls tactical station screen.
repaired—Dbut the fewer resources you'll have left over ]
o repair other systems. Pressing the R or L Button will Viewscreen

give you a greater control over the resource Imcreass or Photon torpeda
decrease by moving the blue line in smaller incremenis: Enemy ship 3 {blue dot)

Why are Shields, Weapons and Engines a different color? USS. : g
The top three svstems also have submenus for specific Enterprise g Phaser banks (red)
shields, weapons and engines respectively. T'o reach Enemy shield S : . Ruiliary power
these submenus, highlight the main menu and press the damage N i {yellow)

A Button. Then follow the same procedure for spend- Enamy hull - _ Empty torpedo tube
g resources. IF vou don't vse the submenus, any damage fr {empty blue dot)
resources spent on the op menu will be divided equally Hailing message Photan torpedoes
among its subsystems, Press the X Button 1o back out remaining

to the top menu,

What you'll see

You can see part of the front viewsereen over the top of
your console. Below that, on vour control console, you
see a wiew of space immediately around vou. Your ship
15 always placed at the center with the opposing ship
moving around it

The grid

The grid system scales itself depending on how far
away the opposing ship is from yours. If you're far
apart, the grd squares are small. When you get closer
o your cpponent, the grid squares become larper,

Returning to the Bridge

When you've finsshed awthorizing repairs, press the
X Bunton 1o return to the Bridge. The repairs will be
made over time according to the resources you spent:




The ship display

Omn the right-hand side of the screen is an image of
your ship showing the condition of its six different
shields and its fore and aft weapons banks. The shields
are green when they're in perfect working order. As
they sulfer damage, they become dimmer and must he
repaired before they will work again, The phaser banks
show up as red areas on the fore and aft parts of the
ship. When they're bright red, they're fully charged. As
you use them, they dim to black, and you must wait
until they charge again before you can use them. The
yellow light indicates your auxiliary power is working,
You have four photon torpedo tubes fore and aft, rep-
resented by blue buttons at the top and bottom of the
display. When the button is lit, the mwbe has a wepedo
ready to be fired; when the button s dark, the tube 1
ernpty and you must wait for it to be reloaded. A gauge
at the hottom of the display shows how many photon
torpedo casings you have left.

Controls

There are two different sets of controls that can be
worked independently or together: One set controls
how the ship moves through space. The other set con-
trols your phasers and photon torpedocs,

Moving around

Use the Control Pad to move your ship around. Press
the Up arrow to give the ship forward thrust {that is, in
the direction it's facing) and the Down arrvow to give
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the ship backward thrust. Press the Lefit arrow to rotate
the ship counterclockwise; press the Right arrow to
rotate the ship clockwise. The ship will stop rotating
when vou take your finger off the Control Pad.

Firing your weapons

Your ship is equipped with fore and aft phasers and
fore and alt torpedo wbes. If your oppenent is in front
of you, your computer will automatically fire the for-
ward weapons; if the enemy is behind vou, the comput-
er will fire the aft weapons. Use the A Button to fire
your phasers and the B Button to fire your photon tor-
pedoes,

Energy allocation during battle

During space combat, the ship’s engincers are busy rys-
ing to keep the shiclds and weapons functoning and
have no dme for anything else. Pressing the R Button
will shift some of your awdliary power to the shields, If
you press the L Button instead, it will shifi auxiliary
power to the phasers.

Enemy damage

In the lower left-hand corner of the tactical screen are
two silver lines representing the amount of damage
done to your opponent’s ship. The upper hne repre-
sents shield swength and the lower line shows damage
to the hull, These lines shrink as vou do more damage
and grow again as the opposing ship repairs its shiclds
and bull,




Hailing during battle

If vour opponent has received serious damage, he may
decide it's better to talk with you than fight. The mes-
sage “Encmy hailing™ will appear in the lower lefi-
hand corner of your screen. I vou want to answer your
opponent’s hail, press the X and Y Buttons at the same
tme. You will be returned to the Bridge, where you
may g G0 the viewsereen and anmswer the hail as nor-
rual. You can ignore the hail and continue fighting to
the end, but thiz may make other members of your
attacker’s race even more hostle w vou than they
already are—and vou will end up paving later for vour
lack of courtesy.

I vou decide vou don’t want to fight, you may choose
to gamble and place your ship at the enemy’s mercy.
Press the X and ¥ Buttons at the same time o indicate
your desire to alk. You will be returned o the Bridge,
where vou will find vour opponent answering your
hail. Go to the viewsereen and communicate notmally.
If the enemy is well-disposed o you, they may just
leave you alone, T vour previous conduct has angered
the enemy, your ship may be caprured and the game
will end antomatically.

GETTING READY TO GO ON AN AWAY TEAM MISSION

When vou want to send an Away Team to investigate
a site or take action, you muost first visit the Transporter
Room. Here vou can select between one and four crew
members to go on the mission. To reach the
Transporter Room, go to the wrbolift doors and press
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Team members
Highlighted

crew member

Crew member’s traits
the A Button. You will receive a bricfing from Captain
Picard outlining the goals of vour mission. If you decide
you don’t want to beam down right now, press the
X Button to return to the Bridge. I you want to contin-
ue o the Transporter Room, press the A Button.

What you'll see

When you first enter the Transporter Foom screen,
you will see a column of four pictures down the right-
hand side, These are the four different members of the
Away Team the computer has selected by default. The
top face is highlighted in red. Along the bottom s a
brief listing of that crew member’s traits (TEC =
Technical Ability, TAC = Tactical Ability, HEA =
Stamina, and STR = Swrength). A critically injured
crew member 1s permanently removed from the active
duty roster.




Choosing the crew members for the Away Team

O the left-hand side of the screen are the portraits of
the crew members available to be chosen for the Away
Team (ncluding an empty spot for “no member™ if
vou don’t want anyone in that pesition), The pictures
of people who were critically injured on a previous mis-
sion are dimmed, These people are recovering and are
nol available for Ranure missions.

You can change which box is highlighted in the right-
hand colurmn by holding down the Y Bunton and press-
mg the Up and Down arrows on the Conmrol Pad, the
basx that is highlighted when you release the Y Button
iz the character you are changing, You may then use
the Up, Down, Left and Right arrows 1o highlight
different faces. The highlighted face will appear in the
red-outlined hox in the right-hand column, and that
crew member's traits will be shown along the bottom,
Repeat the procedure until vou have selected the Away
Team you want. If you decide to cancel the mission
without bearning down, press the X Button to return to
the Bridge. Otherwise press the A Button twice to
transport to the site you want to explore.

NOTE: Different crew mermbers have different combi-
nations of skills, Some Away Team missions may
require different skills to deal with the problems they
present. Sometimes it may help if you choose team
members who have talents different from one another,
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AWAY TEAM MISSIONS
THE CREW MEMBERS OF THE AWAY TEAM

When vou send the Away Team on a mission, you will
see them transport 1o the location the transporter chief
has chosen for them. Along the right-hand side of the
screen s a column of portraits for the crew members
you chose to be on the Away Team, A red highlight
indicates the team member who s corrently “active,”
meaning this is the member who will do things when
you e the controls.

Action screen

Active innim]l abject
THE INVENTORY BAR

Alemg the bottom of the screen is a bar with pictures of
the things in the active crew member's inventory. Each
crew member has his or her own inventory, which is
assigned automatically depending on the crew mem-
ber's positon and skills, The first dtem in the inventory
will be highlighted in red.




THE MESSAGE BAR

Just above the inventory bar is the message bar. When
you highlight a new ohject in the inventory bar, its
name appears in the message bar. When you use a (ri-
corder or talk to someone you meet during your mis-
sion, the message will appear in this area,

THE HEALTH GAUGE

Next to the inventory bar is a horizontal red line that
Eauges the active crew member’s state of well-beng. If
the crew member 15 wounded or atherwise injured, the
line will grow shorter. A crew member iz considercd
critically injured if the gaupe drops too low.

If there s a medical officer along on the mission, the
crew member can be healed by having the medical offi-
cer wse a tcorder on him, as explained m the section
on standard inventory items.

THE PHASER CHARGE GAUGE

I the acdve crew member is carrying a phaser, there
will be a horizontal gauge just below the health gauge
showing how much charge is left in the phaser. A phas-
er that's totally cut of charge will not fire; but a crew
member may be lucky enough to find a new power
pack to recharge it

MEDICAL PACKETS

If the active crew member is a medical officer, there
will he squares just below the health gauge showing
how many medical packets that officer has lefi. The
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officer starts a mission with three packers. Fach time
she heals someone, one packet iz used up. Lt
Commander Data cannot be healed by using a medical
packet on him,

THE ACTION SCREEN

The biggest part of the screen shows vou what's hap-
pening to the Away Team while it's exploring this
'I,II]L'.IIE}'L'.-"I] ‘r‘n.'i]['l.l'._!. l"E-Hl"llll‘\'. i:.“- ‘-".-'Elf,_‘]'li_' rI]l.;H_'I,'I le |,|,'|L' g.&il]]{"ﬁ.
acrion takes place.

PICKING THE ACTIVE TEAM MEMBER

Each of the crew members in the Away Team can
move independently from the others. The erew mem-
her whose pl:‘.lun:. 1 h'ighlighu'd 15 the one who will do
Ih]ng:i when YO Press the controls. You can l'l];’“":.\_"{: the
active crew member by holding down the Y Button
and pressing the Up or Dewn arrow on the Control
Pad; this will highlight the different portraits in the
right-hand column. The porreain that's highligheed
when you release the ¥ Button is the new active crew
member.

USING THE CREW MEMBER'S INVENTORY

The inventory bar only shows the inventory of the cur-
I'(‘[Il'l't-' i]l:,'li"\.'t' W [I'H‘_"It’ll:_l{']'. p]'l_'!i.‘éillg' lI]l:," “. or L BI,]‘I,'I['I'II
lets Vi seroll I]'sl'ﬁugh the dilferent 'Lih'f:nlm'y itt":'l].\.,
highlighting each one in tm. For the crew member to
use a partcular inventory itemm, that item must be high-
lighted. Pressing the A Button makes the crew member
use the highlighted ftem. Nothing will happen i the




itern can’t be used in this situation. See the section
below, “The Standard Inventory ltems,” o see what
the rnost comimon objects do.

Each crew member may have up to six different items
i his or her inventory. Iff you need to pick up more
things than this, vou must spread it out among several
crew members,

MOVING THE ACTIVE CREW MEMBER ARDUND
Use the Up, Down, Left and Right arrows 10 move
the active crew member around so he or she can
explore the world, Nothing will happen il the crew
member can’t move in hal particular direction,

PICKING UP OBJECTS

If the crew member finds something you think might
be useful, use the B Button to try to pick it up. I you
pick it up successfally, its 1won will appear in that crew
member’s inventory bars if that crew member’s inven-
tory is full or if you cannot pick it up, nothing will hap-
pen.

Pressing the B Button also lets the crew member use
his hands on whatever he's standing next to—Hor
L:xaulph:. Lo Press a button or ].HJ” a swirch,

COMPLETING YOUR MISSION

When yvou successtully complete your mission to this
world, vou will automancally be beamed back aboard
the ship.

Ao

INJURED CREW MEMBERS

If any of the ship’s major officers are cridcally injured,
the mission automatically ends. The officer will be
beamed back o 3ick Bay to have his or her injuries
tended to. Pressing any button will take you to the
Hr:iLLqL'. where Wi will be [ree to start the nussion over
again.

If a crew member who is not one of the major oflicers is
critically injured, the mission does not automatically
end. The crew member will lie where he or she fell, but
any other crew member with enough mventory space
may pick up a fallen comrade’s inventory objecis hy
walking over that person.

The pame ends automatically i Captain Picard is criti-
cally injured or if at any point you have injured a total
of three of the other major officers during the course of
the game. When this happens, you must restart the
game [rom the beginning.

INCOMPLETE MISSION

If you want tor end an Away Tearmn mission hefore it's
completed—for instance, if vou want to change the
members of your Away Team-—press the X and
Y Buttons at the same tme, This will take Yo back to
the Transporter Room on the Bridge.

When you restart a mission you didn’t complete—
either because a crew member was injured or because
you ended the mission early—you will find vourself
starting over. Anything you picked up will be back in its




original place and anvthing vou accomplished on vour
previous attempt will be wiped out—except for your
memaory. The experience you gained on your last
attemnpt may help you achieve your goal this time.

THE STANDARD INVENTORY ITEMS

Phaser

The phaser is the personal defen-

sive sidearm of Starfleet. Tr shoots

a laser-like energy beam at a tar-
get, A phaser has a limited amount of charge, but can
be recharged with a new power pack. Phascrs are nor-
mally set on “stun” Only crew members with high tac-
tical ratings are given phasers in their inventories.

Tricorder

The tricorder iz a hand-held scien-

tific instrument that allows tained

personnel to analyze objects in

their vicinity, When the tricorder

15 used on an object, it gives you a
message that only technically trained people can inter-
pret. Thus, only crew members with high wechnical rai-
ings are given tricorders in their inventories. They will
explain the tricorder’s readings for you in basic terms.
If a trained medical officer uses a ticorder on someone
who's been less than critically injured, the injured per-
son will be healed as long as the medical officer still has
at least one medical packet.
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Command insignia

When an officer has the com-

mand insignia in his or her

mventory, that person can use it

to miake other crew members

follow him or her around.
Simply highlighe the insignia and meve the active crew
member (o touch other crew members. The ones who
are touched will follow the commander’s lead.

To make a crew member stop following the team
leader, simply make that person the active crew mem-
ber and move him or her away from the group, That
crew member will then be independent until the com-
rnand insignia is used on him or her again.

STARBASES

There arc three official Starfleet starbases within the
region of space vour ship patrols: Starbase 202 {located
at Signis Epsilon IB), Starbase 205 (at Woki Beta
VIIIA) and Starbase 220 (at Codis Zeta VA) Starbases
maintain complete drydock facilies. Your ship should
visit a starbase when it needs quick repair of major
damage or when 1t iz running low on photon torpedo
casings.

Starbases are also the places where vou get the official
Starfleet passwords that allow vou to save the game.
See the next section, "Saving the Game,” for more
details.




SAVING THE GAME

ICOMPUTER
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GETTING THE PASSWORD

The password lets you restart the game at the same
position you were in when you first got that password,
Using the password keeps you from having to replay
Away Team adventures you've already completed.
You will he assigned a password each time you visit
one of the starbases. Go to the ship's library computer
if you don’t remember where the starbases are. The
computer will also tell you what the current password
is. You might want to write the password down, along
with a brief description of where you are in the game,
before vyou turn off your Super Nintendo
Entertainment System 0 you can starl up again
approximately where you left off.
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USING THE PASSWORD

UTER

ERTER FPRSSEIIEL

Go to the ship’s computer and select the topic
“Password System.” Choose the subtopic “Password.”
To enter the password, press the arrow keys on the
Control Pad until the first character of your password is
highlighted, then press the A Button. Continue with
this procedure until you have selected all your pass-
word's characters correctly, then press the A Button
again. You will now find the game in the same state as
when the password was issued. Any Away Team mis-
sions you completed will be completed and any injured
crew members who were unlit for duty will stll be that
way. Press the X and ¥ Buttons together to exit from
the computer without choosing a password,

If you make a mistake while entering the password,
press the X Button to hackspace over the error and
then choose the correct characters as before.




THE GAME ENDS WHEN. .

You have successfully LUTIIE}lt ted each mission,
Your ship is captured by an opposing vessel.
Captain Picard 1z entically injured during an
Away Team mission,

A total of three major officers have heen critical-
ly injured in the course of the game during
Away Team missions,

You comrnit a major breach of Starfleet regula-
LLCITRS.

THE SHIP’S MAJOR OFFICERS
EAFTAIH JEAN-LUC PICARD

The ship's caprain is a skilled diplomar
with the ability to get straighe answers
from the people he talks to. He is also a
respected leader, admired by his subor-
dinates, and has a special interest in
archaeology, ATTRIBUTES: Midnange:
Tactical, Technical, Smrength.

CGMMﬁﬁDER WILLIAM T. RIKER

The first officer is more flamboyant
than his captain, but stll an able offi-
cer, He often reacts emaotionally, but
his hasic ingtincts are usually accurate.
He is very skilled with a phaser.
ATTRIBUTES: High: Tactical;
Mhdrange: Strength; Low: Technical.
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LEEUTI:HAHT COMMANDER DATA

The ship’s science officer is an expeti-
mental android, the only one of his
kind in the Federation. His artificial
biody has greater strength and sensory
abilides than normal people do, and
his positronic brain functons like a
computer. His greatest goal, however,
i b learn what it is like to be human. He cannot be
healed during an Away Team mission by using a med-
ical packet on him. ATTRIBUTES: fligh: Tactical,
Techmical, Strength.

LIEUTENANT COMMANDER GEORDI LA FORGE

The ship’s chief engineer, although
blind, gets direct neural input from
his visor which allows him to “see™ mn
ranges bevond those detectable by
sighted people. His wealth of technical
expertise makes him a master

: at analvzing tricorder readings.
AT ERIHI TES: High: Technical; Midrange: Tactical;
Laee: Strengrh.




LIEUTENANT WORF

The chief of security 1 a Klingon
orphan who was & aised primarily by a
human n;,u'upiu." He has greater
strength and better fighting skills than
a normal human being, but his outlook
is very prdflit-dl and somewhat lacking
i magination. ATTRIBUTES: High:
":11_r1_':r:gth 1 dgl_:uﬂ Lo Technical.

DR. BEVERLY CRUSHER

The \,Iu]:u s chief medical officer is an
expert in the i)in:_:]ngu al sciences,
cybernetics, regeneration, and is
skilled 2t healing humans and aliens
alike. Az a doctor, she has become
adept at analvzing rcorder readings.
ATTRIBUTES: High: Technical;
Midrange: Strength; Lo Tactical.

E[][IHSELDR DEANNA TROI

The ship's counselor is half’ Betazoid,
which gives her strong empathic skills
to feel the emotions of people around
her. This ability not only helps her
counsel the 5]‘1i|'1-'.'1 crew, but gi'-.'l‘_".i her
an edge in communicating with alens

as well. ATTRIBUTES: Midrange:

Tactical: Lowo: Technical, Strength,
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90-DAY WARRANTY

Spectrurn HoloByte warrants to the orginal consumer pur-

chaser that this Game Pak “PAK") mot including Game Pak

Accessories or Robot Accessories) shall be [ree from defects in

material and workmanship for a peniod of 90 davs from dare

of purchase, I a defect covered by this swarranty oceurs dur-
ing this 90-day warranty period, Spectrum HoloByte will
repair or replace the PAK, at its option, free of charge.

To receive this warranty service;

. Do not return your defective Game Pak o the retailer.

2. Notify Spectrum HoleByie's Customer Support depart-
ment of the problem requiring warranty senvice by call-
ing: (3000 522-1164, Our Customer Support department
15 i operations [rome 8:00 am to 5:00 #a Pacific Standard
Time, Monday through Friday,

- I the Spectrum HoloByte Customer Support
Represemative is unable o solve the problem by phone,
hie will provide vou with a Return Authorization nurmber,
Simply record this number on the outside packaging of
yvour defective PAK, and retorn your PAK postage paid,
at your risk of damage, together with yvour dated sales slip
or similar proof-of-purchase within the $-day warranty
perod wo:

Epel:tl'lun Hulnﬂyte
Customer Support Department
Atin: ST:TNG SNES
2490 Mariner Square Loop
Alameda, CA 94501

This warranty shall not apply if the Game Pak has been dam-

aged by negligenee, accident, unreasonable use, modification,

tampering, or by other causes unrelated to the defective
materials or workmanship,




WARRANTY LIMITATIONS

ANY APPLICABLE IMPLIED WARRANTIES, IN-
CLUDING WARRANTIES OF MERCHANTARIL-
ITY AND FITNESS FOR A PARTICULAR PUR-
POSE, ARE HEREBY LIMITED TCO NINETY
DAYS FROM THE DATE OF PURCHASE AND
ARE SUBJECT TO THE CONDITIONS SET
FORTH HEREIN. IN NO EVENT SHALL SPEC-
TRUM HOLOBYTE BE LIABLE FOR CONSE-
QUENTIAL OR INCIDENTAL DAMAGES RE-
SULTING FROM THE BREACH OF ANY EX-
PRESS OF IMPLIED WARRANTIES.

The provisions of this warranty are valid in the United
States only. Some states do not allow limitations on

hew long an implied warranty lasts or exclusion of con-
sequential or incidental damages, so the above limita-
tions and exclusion may not apply o yow, This warran-
ty gives you speeific legal rights, and you may also have
other rights which vary from state to state,

Stuck? stumped?

Help is at your
fingertips!

Passwords, Hints and Secret Locations
are just a phone call away. Get the latest
info on what’s hot and what’s coming

soon from Spectrum HoloByte

<1 900-773-HINT

$.95 per minute. /7" If you’'re under 18,
don’t forget to ask your parents before you
call. Hintline requires a Touch-Tone telephone
and is only available in the U.S.

‘/m’ﬂg 2490 Mariner Square Loop
f

Alameda, CA 894507
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Alameda, CA 94501
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