


u ae the potential Captain of the USS Enterprise. Your rain
ing mission: Save the Federation from their most powerful

T el il g N 8 1 s
ed agventure c:
anl off marauding Klmﬂnns and menacing Anti-Matte Saucers.
roy them before they destroy yau or they will deplete your Enter-

prise functions and defenses.
Dock with your Starbases 1o replenish your weapons and repair your
damages.
The langer you survive, the more space dangers you'll encounter
Maneuver through perilous fieds of asteroids and blazing metears.

Storeyour sy Sharpen your raviatona sl ot o the
ultimate challenge: Destroy the deadly. mine-iaying
1fyou're successtul, proceed dseper nto space for more STAR TREK
action. Ten diferent skl leves of unparallled adventure!

7
brave, be bold, be daring....but BEWARE!

.SEUHN'E

(Strategy Training Units = points)
«Destroy Kiingon cruiser—100 STU's  (Sector 1)
~Golliding with Kiingon—100 STUS

+Destroy Anti-Matter Saucer—5000 STU's

~Each remaining green Starbase (nof docks
ST Sector 0 2000, Sttt
0000, Sector 4—25000, eact

Saons 300 15
Exchremainng blue Starbase—S00 STUS
Destructionof NOMAD— 30000 STUS



heSiarTekconrl reyto
survival in space. A co
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1o familiarize you with Star Trek Conlrols:

E NTERPRISE NAVIGATION

Pushing melavsmk FORWARD moves or
THAUSTS th Entrarss n whlver
direction I's positons

Pushing the foystick mr rotates the
Enterprise COUNTER CLOCK-WISE.
Pushing the joystack 45 egrees LEFT rotates the Enmpnse COUNTER
(GLOCK-WISE and THRUSTS it in that direction.

Pushing the joystick RIGHT rotats the Enterprise CLOCK-WISE.
Pushing the joystick 45 degrees RIGHT rotates the Enterprise
CLOCK-WISE and THRUSTS it i that direction.

Depressing FIRE button whil pullng joystck BACK engages
Enforprise WARP DRIVE function for high-speed maneuverabilty.

KEY FUNCTIONS
A = ROTATELEFT £ =
S = ROTATERIGHT Horons
SPACEBAR — THRUST RETURN = WARP

C ONSOLE SWITCH

START—Or rigger button starts the game. SELECT—Pauses the

B i s e i e e, o g e

2 minutes, the game ends and goes back o he i

o e
1

e objectof the game i 0 Gestroy NOMAD before other
enemies and obstacles destroy you!
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HE SREEN Yo et him of the US . Etrpris Your |
B ot en s £ an st o
mission data

A GAUGES Tracks your score (Strategy Training Units) and moitors
Enterprise defenses and weapons. Energy Shieds (green lines) and
Warp Drives (blue lines) are your two defenses. Photon Torpedoes
(red rectangles) and Phasers (not shown on gauge) are your
w0 weapons.
Energy Shields Activate automaticaly: protect Enterprise from enemy
fire and damage.
Warp Drives Actvate by pushing red fire button while puling back
Joysiick to gain high-speeg maneuveradiiy

Poln Torpdoes Pl otk bck o dsroy s n it th
of your Star
Phasers Activate unlimited number 1o destroy only one enemy at a
time by pushing fire button.
B. RADAR SCANNERS Your overhead view of the batle zone. Shows

canstantly changing location of obstacles and enemies.
IEWER Simulates 3 3-D view of the enemy and obstacle encounters.
I8 the view from the bridge of the Starship Enterprise.

o maon
SCANNER

& viewen



0.
changes color alrting you 1o the tatus of your Energy Shields
+ Dark Green—5 of more shields  » Orange—2 shields
« Light Green—4 shields « Dark Orange—1 shi
« Yellow—3 shields R R A Dt bow

AME PLAY Now you are ready o play STAR TREK. The game is
divided into ten Sectors (different kil levels). Each Sector has.
six ifferent rounds:

1. Kiingon Encounter 4. Kingon Encounter
Kiingon Encounter 5. Kingon Encounter
3. Asteroid Field or Meteor Shower 6. NOMAD

Guide the Enterprise salely through a round of play and you automa-
ically enter the next one.

the nex, AS you advance, you
dangerous and your victoies more rewarding!

LINGON ENCOUNTERS In your quest 0 destroy NOMAD, yau
must frstsurvive the attacks of the Kiingon Battle Crisers
and At Saucrs. T nemy vssels hive e alowing
characterstics:
ed Klingons ignore the Enterprise but try to destroy the
Satases. 13 e Kingondeloys 3 Satas 1 s it
and sets out o ram the Enterpri
le Klingons seek to destroy the Enterprise with
i Energy Orbs. They wil keep enough distance from
the Enterprise to avoid collision w! ing. When Red Kiingons
A e, ol e s e vl o ) the
Enter

e p—— appear randomly I he saucer
ol wih e Enrtss, s 5ol e s snd

drains all Warp Drive Energy

Al detenses and weapons are availabl fo e during Kiingon

Ecauners, I youdack il dreenSarases, (o g o e

damage to the Enterprise s reparad. An En

Sl War D i e 60 10y St sy

i neaded. Upf 127 St ang Proons an e stored up

You may dock with a Starbase only one i each round. Aftr docking,

Bases. Exch Base's Sield can survive ten (10) his. When there are 5

Shields et the BASE FLASHES RED!

There i either one (1) or two (2) bases per round




= STEROID FIELDS/
METEOR SHOWERS

seeking Starbases. Asteroids

and Meteors move across your

screen from lftto right, faster

than the Enterprise. Replenis'

your supplies 2 you prepare

for your ultimate challenge!

i you hit an Asteraid o Meteor
round ends after next

successful dock or f time

runs out

OMAD is your greatest danger. His destruction is your greatest
= ictory!

You must unt downand sty NOMAD i v s dady
missiles and the mines it lays in your path. If you strke a mine or a

T oy oneof NOWAD. misse, your suppes ar depted. Skl
maneuvering and rapid fire of

your Phasers are the ey t
your success. Ifyou destroy
NOMAD, the screen flashes a
spectrum of colors and you
eceive maximum bonus points
Your Starship advances to the

must use Phasers t0 destroy
NOMAD!

Remember, your success means safely for the Federation!



Her playing STAR TREK several times, you'l discover which
techniques work bst for you Here are some tips you will find

helgful in your m

THE KLINGON ENCOUNTER

St Phoon Torpdoos o o sactors whon
mare numero.

-Leam tow o Gt ingons o pursue theEnepris e, and
easily desiroy them vith one Photon bl

i o ot i . To Etrien i ot
Rarmed in any way while in Warp.

THE ANTI-MATTER SAUCER

+Ravar moves ey fom h e o et 1, ke s
about-face and fire

YOUR STARBASES

Dok il your tartas i gy ronds o buldsuples o more
dificult ro

ol ok n e rounds 1nv \ncr:u:n bonus STUS.

ASTERDID FIELD/METEOR SHOWE

SSoucan ony v vt vl e e conts,

emy Kiingons

your way
ight 1o tur and immediately et Enterprise center lsel

@ ot
+During this round, relax and replenish Entrprise supples and prepare.
for NOMAD.

NOMAD.
+Be patient, observe NOMAD's movements.
Shooting mines, they

ples.
* ffective use of Warp Drive can allow you to position yourself near

+NOMAD places mines randomiy. Try 1o get him as he ravels across.
your path or while he is resting afer reaching his destination.



ou can hear the beat o jungle
drums in the fun-filled cartoon
NGO BONGO. Colorful,
state-of-the-art, 3-D graphics burst on
the screen as your Jungle Adventurer
hunts down Congo Bongo, that mis-
chievous giantgorilla. There are plenty
ofthrlls and challenges along the way:
huge cifs. coconuts. pesky chimps.
eacherous lakes and mean, chargin
hinos. CONGO BONGO—mare fun than
abartelof monkeys. . or gorillas!
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SEEA°

FIRE THRUST oo
—

FIRE + PHOTON = WARP




