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This version of Star Trek(tm) Ill includes the 
following changes and improvements: 

Action sound effects. 
10% faster execution time due to improved 

code optimazation. 
Up to 30% faster display times for long 

amd short range sensor scans. 
Smoother command flow. 

Multiple moves when using impulse engines 
during non-combat situations. 

Reduction of some unnecessary screen display 
Improved Klinson battle logic for greater 

challenge. 

Plus these standard features: 
A three-dlmentional galaxy made up of 192 

quadrants. 
A galaxy made up of various types of stars, 

planets, black holes, and a pulsar. 
A mission which involves both exploration 

and combat. 
Animated visual displays. 

Extensive commands. 
Load and save game. 
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INTRODUCTION 

Welcome to the world of STAR TREK(tm) 111, based on the 
original N.B.C. television show and major motion picture feature. 
The program you have purchased is the number one best sell ing 
Star Trek(tm) computer game. This is not an arcade type of game; 
ifs a game of luck, a little skill , and a lot ot judgement. 

You are the commander of the Star Ship Enterprise. Omega VI 
is an unexplored area of the galaxy. It is known to ~ave several 
class M (Earth type) planets, several large stars and black holes. a 
pulsar, and star bases. It has recently been invaded by Klingon 
warships. Other than that, little more is known about Omega VI. 

Your mission is as follows: 
1. You are to explore the entire Omega VI region of the galaxy 

and to collect as much data about it as you can in your ship's com­
puter 

2. You are to locate all of the class M planets In the Omega VI 
region. After locating these planets. you will orbit them so landing 
parties can be beamed down to collect more detailed information. 

3. You will stop the Klingon invasion of Omega VI by destroy­
ing all of the Klingon warships located in this area of the galaxy. 

4. You must complete your mission and return to Star Fleet 
Command no later than star date 2500. 

THE GAME BOARD 

For the purposes of the game, Omega VI is a section of the 
galaxy which is divided up into 192 quadrants. The galaxy is three 
dimensional - making it 8 by 8 by 3. 

Each quadrant is made up of 64 sectors which are two dimen­
sional • making them 8 by 8. 

Star Fleet Command headquarters are located in the star base 
at quadrant 7,7,2. Docking (explained later) at this star base con­
cludes the game. 

There are 20 Klingon warships and 5 class M planets. 
Although these numbers are fixed . the location of each of these 
items is set up randomly at the beginning of each game. Thus, 
each game Is different. Class M planets are always located in 
quadrants which contain only one star and one planet . 

Four of the quadrants contain either black holes or class 0 
(very large) stars. Entering any of these quadrants destroys the 
Enterprise and ends the game. 

Finally, there is one pulsar. Because the pulsar gives off so 
much radiation, all of the quadrant surrounding It can not be scan­
ned with long range sensors. These quadrants will appear on your 
display as space noise. You may - and should • explore them, but 
you should never enter the quadrant where the pulsar is or the ship 
will be destroyed. 

STARTING OUT 

LOADING INSTRUCTIONS 
FOR ATARI COMPUTERS -
Put in you basic ROM Pack and hit system reset, then, follow tape 
instructions. (For ATARI - if your tape doesn·t load try positioning 
the tape past the leader - reset tape counter to 0) 

LOADING TAPE - FOR ALL OTHER COMPUTERS -
Put tape into tape recorder. Type in CLOAD to load the fi rst pro­
gram. Hit the return key on the keyboard. Type "RUN .. to play 
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HOW TO OUTPUT SOUND ON YOUR TR8-IO -
1) Load eound program Into computer. 
2) Plug mike wire Into computer Into "AUX" on c .... tte player. 

(1h11 11 111 normal po• ltlon) 
3) Remove remote plug. 
4) Plug In urphona or any 1peaker (up to HI-Fl size) Into the ear­

phone Jack on the c .... tte recorder. 
5) Open the caa•ette recorder top aa 11 you were putting a tape 

In. In the left back you wlll see a amall micro switch. If you 
pr••• the switch you wlll aleo be able to pr- the "RECORD" 
switch down at the •arna time. Do thl1 now! 

8) Prea1 the "RECORD" •witch and the "PLAY'"awltch at the 
•ametlma. 

7) You •hould now get eound from your urphone or (or speaker). 

The program 11 written In BASIC. It la normal for eorna of the 
llne• In the beginning of the program to appear rather funny on the 
screen If you type the BASIC command LIST. Begin the program by 
typing RUN. It take• about 20 •acond1 for the program to lnltallze. 
When completed, you wlll see a 1hort range •aneor scan. You are 
ready to begin play. 

SHORT RANGE SENSORS 

Thie dl1play ahow1 you the location of everything In the 
quadrant whera Enterprl•a 11 located. Po•ltlona are shown In X·Y 
format, where X la the horizontal location, and Y Is the vertlcle 
location. The upper left comer l1 location 0,0 and the lower right 
corner I1 locatlon 7,7. 

==-• 
.. T .. 

SHORT RANGE SENSOR SCAN QUADRANT 7, 7, 2 

In the above sample display, the Enterprise ( = = .. #1) Is 
located at sector 1, 1 and the star base ( .. T .. ) at sector 3,2. 

THE MAIN MENU 

After you have seen the short range seneor scan, press the 
(ENTER) key to go to the main menu. It consists ol 12 major com­
mands, plus 1 Invisible command (not shown In the menu). 

Enterprise and Crew 
Awaiting your orders, Captain 

0 Status 
1 Damage Control 
2 Science Computer 
3 Ship's Computer 
4 LR Seneors 
5 SR Seneors 
8 Impulse Engine• 
7 Warp Drive 
8 Phasers 
9 Photon Torpedoes 

10 Aler1 
11 Repair 
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STATUS COMMAND 

A good command for you to atart to leam la the Statua com­
mand. Pren the O key the hit (ENTER). You wlll get a dlaplay that 
looka Ilka thla: 

Statue Report: 

Stardate: 2200.3 
Energy. 3880 
Condition: G1'N11 
Quadrant: 7, 7,2 
Sector: 2,2 
Photon Tropecloea: 3 

Thia dlaplay glvN you the bulc Information you need regar• 
ding the atatua of the ahlp. Pay Npeclally cloae attention to the 
energy level u you play the game. If It e- gON below zero, you 
wlll loae the gama. 

DAMAGE CONTROL 

To get a damage control report, aelect lktem 1 from the main 
menu. Thia tells you which main component• of the ship are opera• 
tlonal and which are not. Pleaae note the Damage Control ltaelf 
can become Inoperative. If this happena, you wlll receive no wam• 
Inga, notlflcatlona, or othM Information on the atatua of the other 
major component• of the ahlp. 

Lt. Uhura here .. . 
Damage Control reports the following: 

Damage Control. . .... .• .. . ..... ... OPERATIONAL 
Science Computer . . . .• . . . ......... OPERATIONAL 
Ship's Computer . . . ...... . . NEARLY OPERATIONAL 
LR Senaora .. . . . .... . .. . ....... .. INOPERATIVE•• 
SR Senaors ............ . ........ .. OPERATIONAL 
lmpulae Engines. . . . . • . . ... . .... .. OPERATIONAL 
Warp Drive .. .. ... .. ..... . . .. . .. .. OPERATIONAL 
Phaaera .. . . . . .. .. .... . ... .. . . . ••INOPERATIVE .. 
Photon Torpedoes . ..... . . ... . .. ... OPERATIONAL 

In the ebove sample dlaplay, the Shlp'a computer la out of aer• 
vice but can be expected back In aervlce ahortly. The long range 
aenaors and Phaaers have been damaged. Repairs on thoae two 
ltema are a long way from completion. 

SCIENCE COMPUTER 

The aclence computM Identifies each Item In the quadrant the 
Enterprlae la currently located In. There are two lt~m• of apeclal In• 
tereat to you. 

The flrat la the Identification of any planeta In your quadrant. 
Class G planets are not suitable for humen Ill@. Class M planets 
are auitable for human Ille. When • planet la Identified as Clase M, 
you ahould orbit that planet. Orbiting a Cl••• M planet Implies that 
• landing part was beamed down to the surface and t~en returned 
lo the ship · completing one aspect of your mlHlon. 

The aecond function of the science computer la to Identify Kl· 
l~gon warships. The Important Information you need to know la 
how much energy each warship has. During a battle situation, !he 
aclence computer wlli automatically dlaplay this Information 
-uni ... the aclence computer 11 damaged. 
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SHIP'S COMPUTER 

Part of your mlAlon I• to obtain aa much Information aa you 
can about the Omega VI region of the galaxy. Thi• Information I• 
•tored In the •hip'• computer. Thua, the lhlp'a computer st­
what I• known about Omega VI and thl• Information baN I• con­
tlnually being added to aa the game prog-. 

Ship'• Computer Command Function•: 
0 Data baN acan to locate Kllngon warship• 
1 Data bull acan to locate ,tar baNI 
2 Data bull scan to locate Cl- F atars 
3 Data bull acan to locate pl-t• 
4 Data bull scan to locate unexplored area 
5 Long ranga NnlOr scan from data baH 
8 Quadrant detalled dlsplay 

S.lectlng 11am O from thl• menu will tell you where all of the 
Kllngona, found to date, are located. 

S.lectlng 11am 1 from thl• menu will tell you where all of the 
star bull•, found to date, are located. 

S.lectlng Item 2 from Ihle menu will tell you where all of the 
ClaA F •tare (small stars), found to date, are located. 

S.lectlng Item 3 from this menu will tell you where all of the 
planet• found to date, both Class G and CIAa M, are located. 

Selectlng Item 4 from this menu wlll tell you which areas of 
Omega VI are stlll lacking In Information. Since your miAlon la to 
explore the entire Omega VI region, thl• Item should turn up 
nothing ii your mission la to be a total aucceaa. 

Selecting 11am 5 from Ihle menu wlll produce a long range Hn• 
aor scan for any area of the Omega VI region, baaed on the data 
currently stored In the ahlp'a computer. The word• "NO DATA" will 
appear In any quadrant which has never been scanned. When u• 
Ing this command, the program wlll prompt for the quadrant loca• 
lion which should appear In the center of the dlaplay. Asaumlng 
you reply with 1,4, 1, you wlll then ... a long range Hnaor scan as 
It wuold appear ii the Enterprlaa wera located at quadrant 1,4,1, 
based on currently available data. The regular long range aanaor 
scan baaed on the Actual locatlon of the Enterprlaa. will be ex­
plained later. 

S.lectlng Item 8 from Ihle menu wlll prompt for a quadrant 
locatlon. Enter • valld quadrant locatlon and the •hip's computer 
will give you all known details of that particular quadrant. Thia la a 
good way to check and ... ii a claaa M planet has been entered In­
to the ship's computer as being explored. 

The ahlp'a computer la your friend. It gives you Important In• 
formation which you need to complete your mission. But, 
remember one thing. The ahlp'a c::,mputer la only goln;;i to tell you 
about those things It knows about. When you etart a game. II you 
request a long ranga HRIOr scan of the area 11round quadrant 
1, 1, 1, you wlll ... nothing but "NO DATA" becauee there la no data 
available about that area. Later. when you fly the Enterprlee over to 
that part of the galaxy, the ehlp"a computer will obtain Information 
about theaa quadrant• and ,tore them In lte oata baa• for later 
recall. 

At the end of the game, Star Fleet Command will analyze all of 
the data In your ship's computer. Your rating as a commander will 
be baaed, In part, according to the complet-•• of thla data com­
pared to the actual galaxy you were exploring. 
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LONG RANGE SENSOR SCAN 

Selecting Item 4 from the main menu dlaplaya the long range 
Mnsor ecan. Thie ecan shows you whet le located In each ol the 
quadrants around you. The quadrant you ere currently In will 
always be In the middle. 

Thia scan dlllera from the long range Mnsor ecan obtained 
from the 1hlp'1 computer In the following way: Long Range Sensor 
Scan (I-main menu) shows you what la really out there, ell around 
you, right now. The ecen from the ehlp'a computer ahowa you what 
the long range Mnsor ecen would look Ilka Id the EnterprtM were 
located some place elM - baaed on the current data. 

One very significant thing happen• when you make a long 
range Mnsor ecan. All ol the data displayed on the ecreen la also 
stored In the ship'• computer lro later recall. Thia I• how the ehlp'• 
computer obtains Ila Information. The mt ol the Information la ob­
tained from the eclence computer. 

Since part ol your mlHlon la to document aa much a• you can 
about Omega VI, you ahould alway• uM your long range Mnsor at 
least one time whenever you move the EnterprlM to another loca­
tion. 

4 5 8 

VOID K1BIS2P VOID 
KIBIS1P2 VOID K2BIS1P1 

UnknownCluadrant Unknown Cluadrant Unknown Cluadrant 

VOID VOID VOID 
VOID KIB1P2S1 VOID 

Unknown Cluadrant Unknownau.nnt Unknown Cluadrant 

SPACE NOISE SPACE NOISE SPACE NOISE 
SPACE NOISE PULSAR SPACE NOISE 

UnknownCluadrant Unknown Cluadrant Unknown Quadrant 

LONG RANGE SENSOR SCAN QUADRANT552 
(ENTER) to continue. = )? 

1 
2 4 
3 

2 5 
3 

2 8 
3 

Above la a typical long range Mnsor ,can. There 11 a etar bau 
at quadrant 5,5,2 where the Enterprlu 11 ehown ae being currently 
located. There are two Klingon, at quadrant 8,4,2. Areae, euch a, 
8,8,3, are ehown ae UNKNOWN QUADRANT• elnce they are areas 
outside ol Omega VI and outside lo the playing lleld. You may not 
go to these area, ol the galaxy. The PULSAR 11 located at 5,8,2. 
Notice that all the quadrant, eurroundlng the PULSAR ere ehow ae 
SPACE NOISE. BecauM ol the radiation given off by the PULSAR, 
the long range unsore are unable to pick up the detail• ol any 
quadrant which Is Jd)acent to the PULSAR. You must the PULSAR, 
the long range unsors are unable to pick up the detail• ol any 
quadrant which la adjacent to the PULSAR. You must explore 
these by moving the Enterprlu to each ol the quadrants and pick­
Ing up the detail with your eclence computer. 

WARP DRIVE 

Every person who la a Ian ol Star Trek(tm) knows that the 
EnterprlM can fly many times laeter than the speed ol llght. Thia la 
accomplished by using a special type ol propulsion unit called a 
warp drive engine. Warp drive la uaed to move great dlatancea 
quickly. 
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Assuming you're at quadrant 7,7,2 and you wish to go to 
quadrant 5,6, 1, you would select Item 7 from the main menu. The 
program will prompt for the location of the quadrant you wish to go 
to, and then ask lorthe warp speed. Any warp speed from 1 to 6 will 
be 
acceptable. The higher the warp speed, the less time (star dates) it 
will take to reach your destination. You will. however, use up your 
ship's energy much laster than you would have at a low warp 
speed. While low warp speeds do save energy, you wili use up 
more time (star dates) to reach your destination. Since you only 
have until star date 2500 to reach your destination, you must learn 
to use your energy and time wisely. 

When using the Warp Drive, you may travel to any quadrant 
you wish so long as you have enough energy. The powerful naviga· 
lional computers aboard the Enterprise will automatically navigate 
around obstacles. 

IMPULSE ENGINES 

The Enterprise also uses a second type of propulalon unit 
which are called impulse engines. These smaller less powerful 
engines are designed for low speed maneuvering. Use your im• 
pulse engines to maneuver within a quadrant. The engines are 
engaged when Item 6 from the main menu is selected. The short 
range sensors will be automatically displayed and the program will 
prompt for a heading. Use the following compass: 

2 

* 4 -5 
6 

The headings must be a number from Oto 8. The number you 
enter can be entered woth a decimal point. Next, you'll be asked to 
enter the speed. Enter an Integer number from 1 to 8. The number 
you enter Is approximately equal to one space. 

You can orbit a planet by simply moving the Enterprise such 
that it tries to occupy the same space as the planet. When you or• 
bit a Class M planet, It Implies that you have beamed a landing par• 
ty down and explored It. This Is an Important part of your mission. 

You can also dock at a star base by doing the same thing. 
When you dock, your ship will be refueled, repairs are speeded up, 
and you will be restocking with phonton torpedoes. DO NOT DOCK 
AT THE STAR BASE LOCATED IN QUADRANT 7,7,2 until you are 
ready to terminate the game and report back to Star Fleet Com­
mand. 

You can not use your impulse engines to go through 
something. If you do, a collision will result causing damage to the 
ship. If you collide with a star base, instead of docking, the Inci­
dent will be reported to Star Fleet Command and will affect your 
rating as a captain In a negative way. 

You can NOT orbit or dock to a Klingon warship. 

You may use your Impulse engines to move to another' 
quadrant ii you wish. Do NOT try to move the Enterprise outside of 
the Omega VI region. It is surrounded by an energy barrier and a 
collision will result . 
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PHASERS 

Selecting Item 8 from the main menu wlll fire the ship's 
Phasers. The Phasers use energy from Iha ship's main power 
source to derive their energy. Before firing the Phasers, the pro­
gram wlll prompt for Iha amount of energy to be usad each time the 
Phaser banks fire. You may use as llttla or as much energy as you 
want, so long as you wlll stlll have soma energy left attar firing. 

Phasers are self-aiming. They automatically lock onto and tire 
at any Klingon warship located In the same quadrant as the Enter­
prise. The destructive power of the Phaser blast decreases with 
distance. This means that when you are considering how much 
power to divert to Iha Phaser banks, you must take Into account 
the amount of distance between you and the enemy as wall as the 
strength of his energy levels. 

The Phasers do not always hit their target. Klingon warships 
are smaller and less powerful than star ships, but can maneuver 
rapidly. As a result, they often can avoid a Phaser hit. 

The Phaser scan the entire quadrant and will try to lock onto 
and fire at each Klingon they pick up. However, the Phaser wlll not 
fire if there Is an object between the Enterprise and the Klingon 
warship. 

PHOTON TORPEDOES 

This is the second type of weapons system aboard the Enterprise. 
The ship carries a maximum load of 3 Photon torpedoes. Docking 
at any star base automatically restocks the Enterprise with 3 
Photon torpedoes. 

To fire a Photon torpedo, select Item 9 from the l'laln menu. 
You will automatically sea a short range sensor scan. The program 
will then ask for the direction that the torpedo should be aimed. 
This will be a number from O to 8 (sea compass diagram above). 
The torpedo will then be fired at the target. 

The advantages of Photon torpedoes are that they are vary 
powerful and usually wlll destroy any target they hit. Furthermore, 
they use no energy from the ship to unleash their force. 

The disadvantage of using Photon Torpedoes Is that they 
must be aimed and will fire at only a single target. Extrema caution 
must be usad because If a Photon Torpedo hits anything other 
than a Klingon warship, that object will be destroyed. Star Fleet 
Command regulations prohibit the destruction of planets, stars, 
and, naturally, star bases. If you violate this regulation, the game 
Immediately terminates. 

Like Phaser fire, Kllngons can also maneuver themselves out 
of the way of the torpedo's path. Thus, a wall aimed torpedo may 
not always hit the target. Powerful as Photon torpedoes are, It is 
ponlble, on rare accaalons, for a Klingon to survive a direct hit 
-usually with extensive damage. 

Experienced players have found the athe Kllngons Ilka to posi­
tion themselves between the Enterprise and some other object. As 
a result, a torpedo, which misses the enemy, hits the object In back 
of him. Be careful! Don't let the kllngons trap you this way. 

ALERT 

Tlw Enterprise operates at one of three levels of alert status. 
·-toaliaagethe alert status of the ship, select Item 10 from the main 
· -,, then Indicate which one of the three alert conditions you 
. WMI the ahlp In. 
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GREEN - This la the normal alert status of the ship. The 
shields of the Enterprise are down and minimal power Is drained 
from the energy supply reserves during any single term. If the 
Enterprise la hit by Klingon fire power, damage to the ship will be 
extensive. 

RED • At the other extreme la condition red which Is the full 
battle ready condition. The deflector shlalda of Iha Enterprise are 
up to full power and give maximum protection from Klingon fire 
power. However, this greatly lnoreaHI Iha ovwllNd on the Enter­
prise's energy resarvas. The amount of energy used up on any_ 
turn greatly lncreuea u compared to condition graan. 

YELLOW • This la a battle watch level of alert status. The 
deflector lhlalda are maintained at e moderate level. If hit by Kl­
ingon fire power, damage wlU still be extensive but not nearly u 
great as would occur In condition green. When the ship Is In a 
yellow alert status, It will automatically switch to condition red If 
Klingon• are located In the quadrant. Still, It's a better Idea to be In 
condition red If you know you are going to be attacked. The reason 
is that the Kllngons may fire at you first BEFORE the ship switches 
over to condition red automatically; thereby Increasing any 
damage done to the ship during the first volley. 

REPAIR 

Selecting Item 11 from the main menu simply u- up a turn to 
speed repairs being made to damaged component• of Iha Ship. 

LOAD AND SAVE GAME 

This command Is not shown on the main menu. However, If 
you should want to save the present game, or restart a previously 
saved game, just type -1 from the main menu, then answer the pro­
mpts. Maka sure your tape recorder Is ready to either record ot 
playback. The disk version of Star Trek(tm) Ill will save the game to 
disk after prompting for a fllaspec. 

PLAYING THE GAME 

Using your tong range sensors (14-maln menu), you should 
make a scan to gather data and then pick a quadrant to fly to. U• 
Ing !he warp drlva(l7-rnaln menu), you will fly to that quadrant and 
then take another long range sensor scan. 

Sooner of later, you will - a quadrant which catches your 
eye. Perhaps It contains only one star and one planet. Using your 
warp drive, you will fly to that quadrant and than use the Science 
computer (12-maln menu) to determine If Iha planet la Cius M. If It 
Is, you will then use your Impulse engines (llknaln menU) to -
the Enterprise toward that planet to achl- orbit. 

The battles with the Kllngons are the moat Interesting upect 
of the game. Before using your warp drive to move the ship to the 
quad"rant where the Klingon• are located, make sure you put the 
ship on red alert (#10-maln menu). Then, enter the quadrant where 
the Kllngons are located and try to destroy them using your Photon 
torpedoes and Phasers. Don't leave the battle area unleaa you 
have to because you're running low on energy. The Kllngons can 
not racharga themselves until the Enterprise leaves. 

A typical game lasts about an hour and a half. You will find a 
pencil and paper most helpful to keep track of notes. 

SOUND EFFECTS 

Version 3.5 of Star Trek(tm) Ill produces action sound etfaclL 
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EXPERT PLAYER FEATURES 

As you become an expert at playing the game, you may wish 
to speed up the pace. Two features are Included for expert players. 

The first feature Is an event skipper. Some of the displays are 
controlled by a waiting loop within the program. To break the loop 
and skip to the next event, simply press the (ENTER) key. You amy 
have to hold it down for a monent before the program will catch It. 
This is normal. 

The second feature skips the main menu display. When the 
program prompts you to "(ENTER) to continue", you may enter any 
command from the main menu, It will pick up your command and 
Immediately go on. 

PLAYING TO WIN 

With a little luck, a perfect command rating of 100 Is possible 
provided you complete your mission and return before star date 
2500. While you do not have to fly the Enterprise to every quadrant 
In Omega VI, you do have to pick up basic data about each 
quadrant with your long range sensors. Quadrants near the pulsar, 
however, must be visited Individually since space noise prevents 
the long range sensors from picking up any details. Finally, you 
mu1t de•troy all of the Kllngons 1nd have orbited all 5 Class M 
planets. Your mission Is completed when you return and dock at 
the star base located In quadrant 7,7,2. Good luck Captain. 

RIGHTS 

DON'T BE A PIRATE. This program Is sold to you with the 
understanding that It will be used solely for entertainment pur­
poses on a single computer system. You have every right to make 
backup copies of this program to protect your Investment. Please 
don't use that right to lofTlnge upon the rights of others who 
receive their fair rqyalt)(only when a sale la made. By all means, In­
vite your frlenda1over to play this game on your computer. But, 
don't let them borrow your copy to take home. II they Ilka It enough 
to take It home, encourage them, Instead, to buy a copy from their 
software de,ler. II you want to trade programs, go ahead. But trade 
only those programs which you and your friends wrote or which are 
In public domain. 

Siar Trek(tm) Ill Is protected by copyrights held by Lance 
Mlcklus, Inc., 217 South Union St., Burlington, Vt., 05-401. The use 
of the names, likeness, and Ideas of Star Trek, as well as the use of 
some trade marks, Is by permission of Paramount Pictures Cor­
poration. 

Published by: 
ADVENTURE INTERNATIONAL 

A DIVISION OF scon ADAMS, INC. 

BOX MSI • LONGWOOD, FL 32750 • (305) 862-6917 
FREE CATALOG AVAILABLE 

ORDER YOU FREE (800) 327-7172 
IN FLORIDA CALL (3051 862.-6917 
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This improved Star Trek version includes • Action Sound Effects • 10% 
Faster Execution ·up To 30% Faster Execution for Long and Short 
Range Sensor Scans ·smoother Command Flow *Multiple Moves when 
using Impulse Engines During non-combat Situations *Reduction of some 
Unnecessary screen display ·and Improved Klingon Battle Logic for 
Greater Cha I lenge. 

PLUS our standard features - ·a three demensional galaxy made up of 
192 quadrants ·a galaxy made up of various types of stars . planets, 
black holes and a pulsar ·a mission which includes exploration and 
combat • animated visual displays ·extensive commands • 1oad and 

distributed by ADVENTURE INTERNATIONAL e BOX J~:)5 ~ LONGWOOD FL :i:nso 
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