
























Interplay ™ 

The Elasi are renegade clans from 
the planet Menalvagor that prey on 
shipping, for the most part. Their 

bolder leaders work to undermine 
the Federation, and have made 
alliances with Federation enemies 
such as certain segments of the 
Romulan Empire. The Elasi Frigate 

is believed to be an altered version 
of early Kl ingon battle cruisers, 

though the Klingons deny the 
connection . The Elasi were most 
recently allied with the renegade 
Dr. les Breddell of the Vardaine 

Technarchy. Dr. Breddell's attempt to duplicate Federation Constitution­
class technology was thwarted by · the intervention of the U.S.S. 

ENTERPRISETM. 

Elasi Storm-class frigates are small, but very maneuverable and are armed 
with a variety of defensive systems. One-on-one, they are a match for 
older Federation light cruisers, and even two Elasi frigates can threaten a 
Constitution-class sh ip . The resource base of the Elasi renegades is 
unknown, but Federation intelligence and Starfleet are actively working 

to defeat this newest menace to Federation security. 

\ 
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THE LAnDinO PARTY 
When transporting to a planet or other starship, Captain Hirk leads the landing partl,!. He con 
be accompanied bl,! various personnel, including Mr. Spock, Dr. McCol,!, Lt. Uhura, Ensign Chekov, 

Lt. Sulu, and Commander Scott (Scottl,!). Be warned: situations can be dangerous. If Hirk or anI,! 
other landing partl,! member is killed bl,!l,!our actions, the game is over. Usualll,! there is some 
kind of warning placed within the game -I,!ou don 't have to learn bl,! dl,!ing, but I,!ou con die. 

MOVING ABOUT 
Point to the area of the ground you want Captain Kirk to approach and 

click the left mouse button. He will walk to that spot automatically . If 
you want Captain Kirk to exit a door, click on it. Kirk will walk to the 
door and the landing party will exit the room. 

If you are using the keyboard, move the cursor using the numeric 
keypad. To select the point, press the <Fl > key . 

You only control Captain Kirk's movement d irectly . The other members of 
the landing party will move when circumstances require it. 

COMMAND ICONS 
By clicking the right mouse button or pressing the space 
bar, you can call up the Command Interface. This is where 
you can select the various game commands during landing 

party missions. The following commands are available: Talk, Look, Get, Use, 

and Options. 

WALK (Hot key = W) 
The cursor will change to an appropriate icon when one of these 
commands is activated. The icon will display a red border when 

placed over something potentially useful. To close the Command 
Interface without selecting an icon, click outside the box. When no icon 
is selected, the cursor will default to the Walk Icon. 
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The various commands are: 

• TALK (Hot key = T) 
Place the cursor over the Command Interface's mouth and click 
it. The normal cursor will be replaced with a Talk cursor. Place 

the Talk cursor over the character you wish to talk to and click again. 

You may be given several options on what you can say-be sure to 
read them all before making your selection. You can scroll through the 
selections using the scrolling Icons. 

Remember, you are representing the Federation, and Starfleet 
Command will review your performance. What you say can and will 
affect the response you will receive from the entity you are talking to. 
Remember to talk to your landing party companions, as they may have 
valuable advice to give. 

LOOK (Hot key = L) 
Place the cursor over the Command Interface's eyes and click 
it. The cursor will change to the Look cursor. Place this over the 

person or thing you wish ta look at and select It. 

Additionally , there will be an Inventory Icon in the upper left of the 
screen. By selecting the Inventory Icon you can look at anytfiing you 
may be carrying. 

a USE (Hot key = U) 
Place the cursor over the Command Interface's hand holding 
the ball and click it. The cursor will become a ball. From here It 

is a two-step operation: select the item or crew member you wish to 
use followed by the item or character you wish to affect. Use Spock on 
the Alien Contraption and he will try to operate it. Use medical kit on 
Security Officer and McCoy will try to heal him. If a character is asking 
for an item, use the item on the character and it will be given. Use Kirk 
on the Communicator and he will try to contact the ship. Remember, th is 
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is always a two-step operation: use one thing on the second thing . 
(You can't Use Spock on the Tricorder™ on the Rock, but you can Use 
either Tricorder on the Rock.) 

Note that the item or person that is selected "In Use" will be displayed 
next to the Inventory Icon. You can also use one inventory item on 
another. To do this, click the Use Icon, then select an inventory item. 
While this item is displayed, click on the inventory Icon and select 
another item. 

GET (Hot key = G) • Place the cursor over the Command Interface's hand which is 
extended downward and select it. Place the Get cursor over 

the thing you wish to get and select it. If the item can be taken, it will 
be added to your inventory. 

OPTIONS (Hot key = 0) 

Place the cursor over the Starfleet Symbol and select it. This 
will bring up a series of icons similar to the ones available on 

the bridge: Text Options, Save Game, Load Game, Music On/Off, Sound Effects 
On/Off, Detail On/Off and Quit Game. 

INVENTORY (Hot key = I) 
This Icon appears when it is a Viable option to be used In 
conjunction with a LOOK or USE command. 
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LRnDInG PRRTY EQUIpmEnT 
The landing partr,J comes equipped with several items. The following gives a brief description 

of each. Other items you must figure out as you go along. 

PHASER 
Stun (green) 
Full Power (red) 

Two icons are shown, green for stun, red for full power. The hand phaser 
is similar to the ship's phasers in operation. It imparts a small amount 
of energy to an object in stun mode, a destructive amount on full 

power. 

TRICORDERS: 
Science 
Medical 

These are sensing and scanning devices - think of them as very 
powerful Look devices. Spock's Tricorder Is calibrated for scientific 
readouts, and McCoy's for medical readings. If someone is injured, 
McCoy is the obvious choice; if you want to find out something about 
the alien contraption, Spock is your man. You do not need to Use Spock 
or McCoy on the Tricorders. Just use the appropriate Tricorder"t,n an 

object (or person) and Spock or McCoy will scan it. 

• 
MEDICAL KIT 
McCoy's Tricorder is only a diagnostic aid. You need to use the 

medical kit to actually cure anyone . 

COMMUNICATOR 
You can talk with Uhura or Scotty aboard the U.S .S. 
ENTEAPAISpM with this and get advice or issue commands. 

Through the Communicator you can also contact the ship's computer and 
make inquiries of it as needed. You can use anyone on this, but it's Kirk 

that will do the talking. 
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THE RDVEnTURE 
THE SCENARIOS 
Each scenario will begin with a mission assignment from Starfleet 
Command . You may face interference from other starships. After 
completion of the mission, Starfleet will evaluate your performance. 

There ore multiple scenario outcomes, some not as optimal as others, 
so be sure to save the game at the start of each scenario if you want 
to experiment. 

STAR FLEET REVIEW 
The better you do in a given mission, the higher the rating Storfleet will 
give you . Solving puzzles, aiding others, and behaving like a 
representative of Starfleet is the key to a high rating. Violence never 
helps your rating, and may actually hurt it. After the final mission in the 
game, Storfleet will give you an overall rating for all the missions 
combined. In game terms, this is your "score." 

Commendation points are awarded based on your rating from Starfleet. 
These reflect the increased experience and morale of your bridge 
officers and will result in increased efficiency of their duties on board 
the U.S.S. ENTEAPRISpM - Mr. Sulu maneuvers the ship quicker, Mr. 
Scott coaxes more emergency power from the engines, etc. 
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THE &HIP 
U.S.S. ENTEAPAISETM 

carries a crew of over four hundred. The 
main saucer sect ion houses the crew 
quarters and scientific research areas. 
The lower section is the engineering 
area and houses the main sensor array. 

The two cylindrical pods are the warp 
drive engines and must be isolated 
from the rest of the ship becouse of the 

powerful energy fields that emanate 

from them. 
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TUTDRIHUWHLK .. THRDUGH 
WARNINGl: This section contains solutions for a small portion of the first section of the 
game. If \Iou enjol,J pJa\ling without assistance, skip this portion of the manual. 

Once Star Trek: Judgment Rites is loaded and has passed through all of the 
introductory screens, your first choice involves the skill level of your game. At 
the top of the screen you'll see three boxes: a left arrow, a right arrow, and 
a symbol representing the end of your selection phase. (We'll call that the 
"end box" - it comes up quite a lot in this game.) For now, let's keep it 
simple. Use the mouse to steer your cursor (which is represented by a 
golden hand) and the left mouse button to select; click on either arrow to 

scroll through your three difficulty choices until the words "Federation Cadet" 
appear in the text box .. Click on the end box to indicate that this is your 
decision. 

The first "episode" of Star Trek: Judgment Rites is "Federation." As it opens, you 
are on the bridge of the USS Enterprise, and your first indication that this 
isn't going to be a nice quiet journey to the Scientific Academy is the 

appearance of the battered remains of the USS Alexander. Commander Luke 
Rayner of the Alexander appears on your viewscreen, trying to warn you of a 
Federation-crushing disaster .. . which will occur eight days in the future! 

Next to Rayner's image are three boxes: an end box, an up arrow, and a 
down arrow . Click on the down arrow until you have read all of the 
commander's dire warning. (ALWAYS check and see if there's more message 
to scroll down through!) When you're done, click the end box and watch 

what happens to the Alexander ... 

Kirk reacts in shock and then presents you with a log to read. Your only choice 
is the end box. Click it only after you've carefully read the mission specs. 
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You must now trovel to Espoir Station to determine exactly what is going on 
there. Notice that your cursor has become a little gold Enterprise and) 
cannot leave the viewscreen? It steers the ship for combat maneuvers buf 
isn't very useful otherwise. Press <tab> to switch into order-giving mode. 
You'll need to set a course to Espoir Station, and the best person for the 
job is your navigator, Ensign Pavel Chekov. He's the brown-haired officer 
sitting directly in front of Kirk. Click on him and you'll be offered three 
choices: Navigation (a starchart), Weapons (a crosshair), and Weapon Lock 
(a crosshair on an enemy ship). The latter two will be useful in a fight, but 
for now you want to click on Navigation. 

'. -~ - ~ , , -

, ~' i' ~ .. \ ;-1. \ 
m -L-! - Ia 

SululChekov, Navigation /con 

This will present you with 0 starchart. Refer to your starmap at the center of 
this manual to locate the correct star you wish to warp to in order to 
investigate Espoir Station. Move the circle with the mouse until it centers 
over the correct star, and click the left mouse button. WARNING: Clicking on 
any other star will take you off-course and result in an enemy attack, and at 
this stage of the game you probably won't survive the fight. Stay on course. 

As you approach the station, Uhura relays an incoming message to you. 
Click on the end box attached to her statement; Kirk orders the message 
onscreen. Click on HIS end box. (From now on, let's just assume that to close 
any dialogue box and move on, you must click the end box.) 

Commander James Munroe of Espoir Station greets you, complaining of 
harassment by Elasi frigates; understandably, he seems quite glad to see a 
starship in dock. When he is done speaking, you choose how Kirk replies. 
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You can scroll through your three choices by clicking on the left/right arrows 
above the choice box; click on the end box when the choice you want is 
onscreen. Choice #1 is a simple request to come aboard and have a look 
around. Choice #2 is demanding - why hasn't Munroe filed a report with 
Starfleet? Choice #3 hints at disturbing reports and asks permission to check 
out Espoir Station's research. 

Let's be polite for now and go with Choice #1 - Kirk knows better than to 
spook the commander and possibly lose valuable evidence. Munroe 
promises to send coordinates and ends the transmission. 

Time to beam down: click on Kirk (in the center seat) and examine your 
three options. The picture of the Enterprise is the captain's log; the last 
symbol, the arrowhead, represents your game options. (If you want to save 
or end your game at any time, select that options button.) The man in the 
middle is the transporter option. Click on it to send Kirk, your first officer Mr. 
Spock, and Dr. Leonard "Bones" McCoy down to the station control room. 

(og Icon, Transporter /con, Options /con 

Cmdr. Munroe is pleased to see you, and he has something to show you: as he 
gestures to the viewscreen, two red beams of force lash out from the station 
pylons and lock onto the Enterprise! Munroe calmly informs you that unless 
you surrender, the modified tractor/overload beam will tear your ship apartl 

You get another "Kirk choice" to express your horror, anger, or confusion; go 
with #1 and see the mystery resolved. The white-bearded, hard-edged man 
who appears on the station viewscreen is Dr. Breddell, an old enemy. He 
casually explains the situation, and you get to choose how to respond to 
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this new threat. No matter that you say or do, however, Breddell has 
already made up his mind to have you thrown into the station brig. 

Once you are secured in the brig behind a forcefield, you have a chqnce to 
speak with your captor, a big blond man named Menao Sheme. He doesn't 
seem too fond of Dr. Breddell, but he isn't going to let you escape, either. 
The cursor is set in Walk mode (the crosshair), and Kirk will go anywhere 
you click it. However, right now you need to find a way out. To switch back 
and forth between the Walk mode and the interface, press <space> or the 
right mouse button. See that picture of a man? We've nicknamed him 
Golden Boy. He's your faithful interface - move the cursor over him to see 

your choices. 

• • Golden BoV: Wolk, Tolk, Look, Use, Get, Inventof\l 

Try clicking on his mouth. Th is activates the Talk cursor. Cl ick the cursor on 
Menao Sheme. Not in the mood for conversation, is he? However, you might 
be able to exchange a few words with Spock and McCoy - sometimes they 
have good advice for you, sometimes they're as stumped as you are. Try it. 
(You can even talk to yourself as Kirk, although of course too much of that 
can be unhealthy!) 

Okay, enough goofing off. Click on Golden Boy's eye for your Look option 
and Look around the cell. How about that open panel next to the door? 
Move the eye cursor to that spot. That wall is weaker than the others, all 
right, but it's still a wall. You'll need your strongest man to pry it apart and 
get at the forcefield circuitry. Go back to Golden Boy and click on the ball in 
his raised hand. This will give you the Use option. Click on Spock. Click on 
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the panel. Spock knows what to do ... and when Sheme gets in the way, he 
receives a Vulcan nerve pinch for his trouble, leaving the forcefield 
conveniently open for you to make your escape. 

It's a good idea to check Sheme before you go - he has something which 
could prove essential to your survival. Click on Golden Boy's lower hand and 
use that Get cursor to click on Sheme, allowing Kirk to rummage through the 
man's pockets. Aha! One passcard. It's now in your inventory, which you can 
access by clicking on the arrowhead above Golden Boy's shoulder. 

Your only way out is through the brig door, into the exterior jail. Press 
<space> or the right mouse button again to put away the interface and 
resume Walk mode. If you click the crosshair cursor on the floor outside the 
door, Kirk will walk out of the room, with Spock and McCoy close behind 
him. Once out of the cell. you'll need to figure out how to use that passcard 
to collect your confiscated equipment from the storage lockers (the controls 
are on the far wall by the exit) because you won't get very far without your 
phasers, communicators, and tricorders. 

From here on you're on your own. Good luck, Captain. The fate of the entire 
United Federation of Planets rests on your shoulders. Hope you can handle 
the pressure. 
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CAPTAIN JAMES T. KIRK 
Kirk is the current captain of the U.S.s. ENTERPRISpM, in its 
fourth year of a five-year mission in space. He Is the youngest 

Academy graduate to be assigned as a starship captain. An idealist, he 
drives himself hard and is decisive, but listens thoughtfully to his crew. 

COMMANDER SPOCK 
The ship's Science Officer. He is considered the finest First 
Officer in Starfleet. Spock is half human and half Vulcan. He 

adheres to the Vulcan discipline of logic, which seeks to control emotion. 
He is intensely loyal to the captain, implacable in the face of danger, and 
has a razor-sharp mind. 

LT. COMMANDER LEONARD "SONES" McCOY 
Dr. McCoy is the Senio'r Ship's Surgeon of the U.S.S. 
ENTERPRISETM and head of the Medical Department. 

Outspoken and cynical, he delights in battles of wit with Spock. He 
represents the reverse side of Spock's unemotionalism. For all their verbal 
sparring, he actually seems to like the Vulcan First Officer. 

LT. COMMANDER MONTGOMERY "SConY" scon 
The ever-resourceful chief engineer. The third-in-command, he 
assumes charge of the vessel when Kirk and Spock are not on 

board. He delights in his engineering and views the STARSHIP ENTERPRISE 
as his own. Scotty worked his way up through the ranks through sheer 
love of engineering. 

LIEUTENANT HIKARU SULU 
The ship's helmsman, he is the model of an efficient officer 
and never needs to be given the same order twice. Sulu is an 

excellent swordsman and has been known to fancy himself as a modern 
day D'Artagnan. 
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LIEUTENANT UHURA 
She is the ship's communication officer. In Swahili her name 
means "Freedom." Uhura is a native of the United States of 

Africa. She delights in singing during her off hours, and is an expert in 
communications when on duty. 

ENSIGN PAVEL CHEKOV 
The ship's navigation officer - he is raw material waiting to be 
honed by Kirk. Reliable, but brash and inexperienced. The 

U.s.S. ENTERPRISpM is his first space aSSignment. Chekov was born in 
Russia. 
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CREDITS 
executive Producer ................. ........... ............ Brlon Fargo 
Producers .......................................... .Jacob R. Buchert III 

Bruce Schlid<bernd 
Associate Producer . ......... ...... ....... .... ............ Scott Everts 
Art Director ...... .. ............................ .. ........ . Todd Camasta 
Main Programmers ............................ Paul Allen Edelstein 

Jayesh J. Patel 
Set Design ........................... LII' Gangster Entertainment 
Set Design for Ught ood Dorliness ................. Frank Mandlola 

Phil Hanks 
Set Cleanup and Miscellaneous Props ......... Mally Talbot 
Director 3D Imaging ............................. Rabert M. Nesler 
3D Modeling and 
Cinematographic Sequences .................. Mlchool Pad<ard 

Thomas Gllnskas 

ENHANCED CD VERSION 
Opening Mavle Aenderlng ........... .................. Tlm Wilcox 
Opening Mavle Processing .... ........ ................. BIII Stoudt 

Paul Edelstein 
Additional System Programming ........ ........ Bob He itman. 

Triton Interactive 
Additional Scripting ........ ............. ... .. .............. Matt Blair. 

Triton Interactive 
Additional Animations ............................. Katle Heitman. 

Triton Int.ractm. 
Sound Mastering ........ .................... ..... .. ...... Cralg Duman 
Sound Editing ............................................. Chrls Borders 

Sergio Bustamante 
Addit ional Sound Effects .......... ........ .......... Larrv Peacod< 

Sergio Bustamante 
Director of Quality Assurance ................ Jeremy S. Bomes 
Assistant Director of Quality Assurance .. .. David L. Simon 
15 Manager .................................. ......... Darren Monahan 
Compatibility Manager ................................ John Werner 
Lead Tester ........ ............... .. ......................... . Larrv Smith 
Assistant Lead Tester ................................... .Jeff Woods 
Testers ........ ........ Marc Duran. Savina "Cpt. Krlk" Greene. 

Daryl Guetzkow. David Hendee. 
Cory Nelson. Phuong Nguyen. 

Quinn Summers. Steve Thesken 
Very Special Thonks ......................... ........... Scott Bennie 

Scott Everts 
Producer ....... ................................... .... ... .......... Ken Allen 
Una Producer .......................................... Todd Laenhorst 

MUSIC 
Star Trek Theme Rendltlon .......................... Alchard Bond 
Star Trek Theme Campasers .............. . Alexonder Courage 

Gene Aoddenberrv 
Music from Slot Trek 5th Rnnivelsay ................. The Fat Man 

Dave Govett 
Additional Music Converslons ....................... AId< Jad<son 

SOUND 
Dlgltol Sound Effects .............................. Charles Deenen 

Clive Mlzumoto 
Greg Allen 

Sound Effects Assistonce ............................ Brlan Luzlettl 
MT·311 Sound Effects .................................... Rld< Jad<son 

TheFatman 

ORIGINAL FLOPPY DISK VERSION 
Directors of Quality Assurance ........... ....... Kerrv Garrison 

Klli<Tome 

Assistant Director of 
Quality Assurance ................................... Rodney Relosc 
Lead Tester .............. ................................ .. Floyd Grubb 
Testing Crew .. ............... .................... .... ..... Dean Schulte 

John Sramek. Michael Packard 
William Church. Raphael Goodman 

Chris Tremmel. Vun Renich 
Manual Text ................... Bruce Schlickbernd. Scott Everts. 

Scott Bennie. Jacob R. Buchert III. 
Kelly O'Gulnn 

Manual Design ...... .. ....... ...... ............ .......... Larrv Fulruoka 
Ed Rubin 

Movie and Sound Pad< Coproducers .. .... ....... Wes Yanagl 
Scott Everts 

EPISODES 
~ 
Writer ... ...................................................... Scott Bennie 
Directors .. .....•......... .. ....... .......... ..... ..... Greg Christensen 

Mali< Whittlesey 
Costumes and Special Effects ................. Gearge Almond 

Scott Bleser 

HIillMI 
Wrlter .......... .. ................. .. .. ...................... Marl< O'Green 
Director ....... .................. ....................... .... Chrls De Salvo 
Costumes and Special Effects ....... ............... Bryon Carson 

Rrlene Somers 

No Moo's Land 

W,lter ............... ... ........... .. ........ ...... .. ...... .... Scatt Bennie 
Directors .... ...... ... . .. ....... ...........•.... .. .. .. ....... .... Chrls Jones 
Costumes and 
Special Effects .. ............. .. .. ................ Bruce schli d<bernd. 

Scott Mathews. Scott Bleser. 
George Almand. Todd Comasta 

Usbt aod Padcous 

Writer .... ..... ............ ....................... . Mlchael A. Stad<pole 
Director ... .... ................. ....... .... .... .............. Chrls DeSalvo 
Costumes and Special Effects ................... Todd Camasta 

Y2Il!J 
Writer ............ ........... ............ ................. .... .5cott Bennie 
Director ..... ...... .. .. .... ......... .................... Greg Christensen 

Marl< Whittlesey 
Costumes and Special Effects ............ .... Eddie Rainwater 

Cheryl Austin 

Museum ploce 

Writer ..... ... ..................... ............... .... ....... Marl< O'Green 
Dlrector ... ............................ ....... ... .. .... ......... Wes Yanagl 
Costumes and Special Effects .............. Bruce Schllckbernd 

Jbough ThIs be Madnm 

Scott Matthews 
George Almond 

Writer ........ ...... ....... ............ .... .... ....... Elizabeth Danforth 
Director ........................................................ Wes Yanagl 
Costumes and SpeCial Effects ................ Eddle Rainwater 

Yet There Is M&!bod In It 

Cheryl Austin 
Bryon Corson 

Arlene Somers 

Writer ............................................ .... Elizabeth Danforth 
Director .......................................... ....... Marl< Whittlesey 
Costumes and Special Effects ....................... scott Bleser 

George Almond 
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VDlCE CRST 
STARRING 
William Shatner .. . ..•... . .... ... . James T. Kirk 
Leonard Nlmay .. .. . . • • .••... .. ..... . Mr. Spack 
De Farest Kelly ..... .• ... • .. . ... Leanard McCoy 

COSTARRING 
James Doohan .. . ... .. ..•... . Montgomery Scott 
George Takel ..... ... ... • ......... Hlkarv sulu 
Walter Koenig . . .. .• .. •. . . . ... . .. Pavel Chekav 
Nlchelle Nichols .....• • . ....... ... .. .. Lt. Uhura 
MaJel Barrett . . .. . .... .. .... Enterprise Computer 

GUEST STARRING 
William Campbell . . .. ... . . • ..... • ..... Trelane 

FEATURING 
Narrator ... . • • ... .. .. . .. . . Catherine Battlstone 
Admiral Richards . .. . . • ••.. .. .. Anthony de Langis 
Admiral Coin . . . . .......... . Melodee M. Spevock 

ALSO FEATURED BY EPISODE 
federation 

Eadrlc Kamend ... • .. . •... . . • .•.... Steve Bulen 
Guard 1 . ... . . .•.. . . . ... .... Ernie l. GuderJahn 
Guard 11 . • . .•. . . . •..•• . . . ...•.... Johnny Conn 
Menao Sheme ... .. ... . ... . .... ... . Roger Kern 
James Munroe ....•...•... . . . .. . . Steve Kramer 
Blvander lane ......•......... .. Simon Prescott 
les Breddell . .. .. . ... . .... . .•. Mike L. Reynolds 
Ops ... . .... . ...... . ..... Meladee M . Spevack 
Vardalne Assistant .. .. .. • . .. ..... Terrence Stone 
Capt. Luke Rayner .... ... . . ..... ... . .. Ken Allen 

~ 

Gellman ..... . ..... .. . .. .. Michael McConnohle 

Yet Jb9re Is Method In It 

Captain Klarr ....•.•....... . ... Clynell Jackson III 

Light and Darkness 

Ciclssa ........ . ...... .• ......... Doug Stone 
Azrah . ... .. •.. ...... . . . •. . ..... Steve Kramer 
Mr. Jans. . . . • . . • • . . . . . . . . . . . .. Kerrigan Mahan 
Vlzznr . ..•.•..•... • .. ' . • . ....• Mike l. Aeynolds 

~ 

Savant .......•...•...•.... Michael McCannahle 
Vurlan ... .. .. • . • • ... . ........ Clyne II Jackson III 
Lt. Walker . .. . ........ . .... . .... Douglas Caler 
Lt. Kyle ...... ... •• ... • ....... . . Eddie frierson 
Debug ...... .. •. ..•. .... . Melodee M . Spevack 

No Man's Lend 

Gerhard. Babysitter ... . .......... . . Sylvia Biller 
Frau Humperdlnk. Wolfgang ... .. Molly Brandenburg 
Nielson . . .. . ... .. ... ... .... . .• . .. Steve Bulen 
sundergard . .... .. . .. . .... . .. . .. Douglas Coler 
Schiller .......• .• ... .. . . .... . ... . Doug Stone 
Commander ... . . • .... • . • .... Anthony de Longis 
Old Man .. . . .. • .. .• ... • .... . Ernie l. GudeJjahn 
Maria ..... . .. .... • . . . .... . ..... Melora Harte 
Gellert .... . ...• . .•. • .. .. .... . Kerrigan Mahan 
Soldier 1 ... . . • ••. • .•.. .. .. M ichael McConnohle 
Ingrid .. .. ..... . . .• •. .. ........... Joyce Kurtz 
Boy •......•.... . .. . ...•........ Edle M lrman 
Solder 2 ... .. . •. . .•.... . ... . Michael G . Pender 
Uhland ..... • . .. •... •...... . ... Simon Prescott 
Eckhart .......... .. .. • .. . .... Mike l. Reynolds 
Gretel . . ....... . .... . .... . .... Madalyn Rafer 
Kapitan Hauptmann . ............. Terrence Stone 
Commander Ellis .. ......... . .. . ... . Tam Wyner 
Pupils ..... . .... .. Sylvia Biller. Mally Brandenburg 

Melara Harte. Edle Mirman 
Museum Piece 

Curator Breznla . . . . . • •.... Anthony de Longls 
Lucas .. .. .. . .. .. .... . .... .. .. Eddie Frierson 
Guard . ... ..... .. •... . ..... Michael G . Pender 
Door .... . .. .. . .. . ..... • ....... Madalyn Rafer 

Though This b. Madn.ss 

Grlnagog .. . ...........•. . ...... . Johnny Conn 
Garmagon ...•• .. . • . . ... ... ... .. Douglas Coler 
Jakesey .. .. .. .. ..... . .. . . .... .. . Doug Stone 
Rackaback ...... . •...• .. . ... Ernie l. GudeJjahn 
Console. Moll . . . . . . . . .•.......... Melora Harte 
Captain Klarr . . ... . ••... • .... . . Clyne II Jackson III 
Klingan Aide ..•.... • ... • • .. . ..... Steve Kramer 
Computer .•...... . .......... . ..... Joyce Kurtz 
Stambob ... ... .... .. .. . . ..... Kerrigan Mahan 
Voice (Xenti) .. ....•.. • • . ...... Richard Mulligan 
Rabe . •.. . .... .. •...• . ... .. Michael G . Pender 
Tuskin ......... . .. •. .. . ... • .. . Simon Prescott 
Fose ........... . ... .. .. .. Meladee M . Spevack 
Atrloll . ..... . •...••. • •.. . . . .... Terrence Stone 
Romulans . . ... .•. . .. ... •• . . . . ... . Johnny Conn 

Eddie Frierson 
Roger Kern 

SOUND ENGINEERING 
Spoken Dialog R .. ord&d at Post logic, Hollywood and 
'ntwpla\l Productions, Inc. 

Dialogue Recording Engineer . ..... .. . Bryant Arnett at 

Casting and 
Voice Direction . .. 

Post Logic Studios 

. . .. Michael McConnohle and 
Melodee M. Spevad< at 

Th. Vole.works 
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Customer Support 
If you have any questions about this, or any other Interplay product, you can reach our (ustomer Service/Technical Support 
Group at: 

Interplay, 17922 Fitch Avenue, Irvine, (A 92714 Ann: (ustomer Service. (ustomer Service is available 24 hours a day through 
our Automated (ustomer Service system, with a (ustomer Service representative available during normal business hours at (714) 
553-6678. 

Hintline 

If you need a hint about game play, you can call our hintline at 1-900-370-PLAY (1-900-451-6869 in (anada). For this service, 
the charge for the first minute is $1 .25; $.75 for each additional minute. For (anada, these charges will be in (anadian dollars. 
All hint questions must be directed to this "900" service. No hints will be given on our (ustomer Service lines. You must have a 
touchtone phone to use this service. The hintline is open 24 hours a day. All long distance charges are included in these prices. 
(oilers under the age of 18 must get parental permission before calling the hintline. The hintline is only available in the U.S. and 
(anada. Charges subject to change without notice. 

Interplay 17922 Fitch Avenue Irvine, (A 92714 Alln: (ustomer Support. Or call (714) 553-6678, Monday through Friday. 

Please have your system information available, or beller yet, try to be at your computer. The more detailed informotion you can 
provide our support personnel, the beller service we can provide you. 

If you have a modem, you can reach us at the following: 

The Interplay BBS: We have a 24-hour, 7 -day a week multiline BBS available for customer questions, support and fixes. 
The number is 714-252-2822. Modem sellings are 300-28.8k Baud, V.32bis, V.42bis, 8-N-l. You also may contact our BBS over 
the Internet. 
Telnetto bbs.interplay.com. This is a free service. 

America Online: You can E-mail Interplay (ustomer Support atIPTE(H. To reach our (ustomer Support board in the 
Industry (onnection, press CTRl-K for "Go To Keyword." Then type INTERPLAY in the Keyword window. In addition to reading 
and leaving messages, you can download fixes and demos from the "Software libraries." 

CompuServe: We are available for IBM and compatible on-line support. We are located in the Game Publishers B Forum, 
type GO GAMBPUB at any"!" prompt. Then select "Section 4" for Interplay Productions. You can leave technical support 
questions there. You can also download fixes and demos from library 4 in GAMBPUB. The best place for game play hints about 
our games is in the GAMERS forum. If you are not already a (ompuServe member, you can call (ompuServe toll-free atl-BOO-
524-33B8 and ask Representative #354 for a free introductory membership and a $15 usage credit. For game play hints look in 
the Gamer's Forum (GO GAMERS). Besides technical support for Interplay products, (ompuServe offers many other services, 
including communications, reference libraries, hardware and software support, travel, games and much more. 

GEnie: We are located in the Games RoundTable by Scorpio, type M805; 1 at any"?" prompt. Then select "(ategory 13" for 
Interplay Productions. Fixes and demos are available in the libraries. 

PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID is "PLAY99B". 

Internet: You can reach Interplay with "support@interplay.com" . Many Interplay demos and patches are available at Internet 
FTP sites. To visit our World Wide Web site, point your browser to: "hllp:/ /www.interplay.com"oryoumayftptoftp.interplay.com. 

BTAR TREK®: Judgment Rites ™ Collector's Edition 

Limited Warranty 
INTERPLRY LIMITED 90-DAY WARRANTY 

Interplay warrants to the original consumer purchaser of this compuler software product that the recording medium 
on which the software programs are recorded will be free from defects in material and workmanship for 90 days 
from the date of purchase. If the recording medium is found defective wilhin 90 days of original purchase, Interplay 
agrees to replace, free of charge, any product discovered to be defective within such period upon receipt at its 
Factory Service (enler of the product, postage paid, with proof of date of purchase. This warranty is limited to the 
recording medium containing the software program originally provided by Interplay and is not applicable to normal 
wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, 
mistreatment, or neglect. Any implied warranties applicable to this product, including warranties of merchantability 
and fitness for a particular purpose are disclaimed. Interplay disclaims all responsibility for incidental or 
consequential damages 

Some states do not allow limitations os to how long an implied warranty lasts and/or exclusions or limitations of incidental or 
consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you specific 
rights, and you may also have other rights which vary from state to state. 
Lifetime Warranty 

If the recording medium should fail after the original90-day warranty period has expired, you may return the softwore program to 
Interplay at the address noted below with a check or money order for $5.00 (U.S. currency), which includes postage and handling, 
and Interplay will mail a replacement to you. To receive a replacement, you should enclose the defective medium (including the 
original product label) in protective packaging accompanied by: (1) a $5.00 check, (2) a brief statement describing the defect, and 
(3) your return address. If you have a problem with your software, you may wish to call us first at (714) 553-6678. If your media 
is defective and a replacement is necessary, U.P.S. or registered mail is recommended for returns. Please send the defective disc(s) 
only (not the box) wHh a description of the problem and $5.00 to: 

WARRANTY REPLACEMENTS 
Interplay 17922 Fitch Ave., Irvine, CA 92714 

System Upgrades 

Interplay has a system upgrade policy. At any time after purchasing ony Interploy product, you may send us your original CD and a 
check for S25.00 (U.S. funds) and we will replace yaur CD with the version for another computer system that you specify. (This 
price is subject to change.) 

Copying Prohibited 

This software product and the manual are copyrighted and all rights are reserved by Interplay and are protected by the copyright 
laws that pertain to computer software. The CD-ROM is not copy-protected. This does not mean you may make unlimited copies. 

NOTICE: Interplay reserves the right to make modifications or improvements to the produd described in this 
manual at any time and without notice. 
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InTERPlRY'S WORLD WIDE WEB SITE 
"Welcome to the Interplay Web! As a company dedicated to providing innovative, 
high-quality interactive entertainment software, we are always striving to stay as 
close as possible to the leading edge of technology. This Web site is the latest 
example of our ongoing effort to provide a wealth of information and opportunities 
to you. 

As a company of fanatic gamers, we love the idea of gamers all over the world 
topping into cyberspace to see, touch and feel our latest games. No hype, no 
marketing campaign; just great games. To make it work, our goal is to keep this site 
fresh and new, to make it a place where you can tell US what you like about our 
games .. . and what you don't like about them. So use the feedback options on these 
pages and sound off. 

Enjoy your visit in our Web site, 
explore all the different areas 
we have to offer, and come back 
soon. Check us out in the weeks /f'~ 
and months ahead; we will be /~ Welcome 'o l a''''1'lay Productlooal 

introducing new and exciting 
areas for you to experience. 

Once again, Welcome!" 

Brion Fargo 

HOW TO 
GET THERE 

Interplay's World wide Web 

site is an Internet service 

designed to give you the 

latest information about 

Interplay and our products. 

The site features our demos, 

upgrades, product information 

and ordering information. 

From your Internet account, 

point your favorite browser to: 

http://www.interplay.com 

Cbd:.&o&'''~OIt'- llQalbo ... bt ..... 

• ~"JrlI'lw •• """'C· 1m J)or· .. I'SMnz:r~ ----• PrW:StluwdOPar [''«HIP 
' lI.l...t.IIaI "" '*- .r3tapee#Itik¥e1~ , .. 

C«amMt. or rrob~ 

ForwO:t:llUlflo .. lllt!pllrproctua..P*-.Iht' .. ad .... WfOlIi;: l:"'T\IIJu. Ofphw •• (1H)SS').6618lf 
rot'*'-Jlfllb1e: ... CVcotUW:tJ<OIUtliAIIi&out Wtb .. t¥kt.~(_i.01IO'-~ 




