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4. Use Spock on Red
Button

a. Dialogue Response 2
5. Exit North-East Door
G. Sickbay (Room 3)
1. Exit North Door
H. Bridge (Room 5)
1. Use Spock on Controls

2. Take Doover (white
device in black triangle)

3. Exit South-West

I. Computer Library
(Room 4)

1. Use Spock on Large
Orange Spheroid

2. Use Med. Tricorder on
Large Orange Spheroid

3. Use Spock on Large
Orange Spheroid

4. Use Small Orange Orb
on Large Orange Spheroid

5. Exit East Door

J. Weapons Room (Room 2)
1. Exit South

K. Cargo Hold (Room 1)
1. Exit South

L. Engineering (Room 6)

1. Harry Talks to Kirk
(automatic)

a. Response 1 or 2
2. Use Doover on Sav-a-
Ship
3. Exit North Door
M. Cargo Hold (Room 1)
1. Exit North Door
N. Weapons Room (Room 2)

1. Exit North-East Door
O. Sickbay (Room 3)

1. Use Spock on Harry
Mudd

2. Take Vial from
Dispensary (Center pane))

3. Use Green Vial on
Console below Dispensary

4. Use Medical Bag on
Harry Mudd

5. Exit North Door
P, Bridge (Room 5)
1. Use Spock on Left
Control Chair
a. Read Sensors
b. Read Navigation
c. Read Engineering ’
d. Done .
2. Use Kirk on Right l
Control Chair ' 1
a. Read Viewscreen I
b. Read Communications
1. Response 3 "

3. Harry Talks to Kirk
(automatic)

a. Response 2 (Stella - ful |
donation to University)

4. Beam back to U.S.S.
Enterprise
(Episode End)

V. Trial and Errors

A.On U.S.S. Enterprise -
Klingon Cruiser
1. Cruiser Hails U.S.S.
Enterprise
(automatic)
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a. Response 2,1
2. Orbit Planet
3, Talk to Spock
4. Beam Down to Digifal
B. Meet Quetzecoatl
* (Room 1)
1. Use Sci. Tricorder on
Quetzecoatl

2. Use Med. Tricorder on
Quetzecoatl

3, Talk to Quetzecoatl
a.Response 1, 1,1

C. In Pit (Room 2)
1. Sci. Tricorder Pit Area
2. Get Rocks (behind Kirk)
3. Use Rock on Snake Hole
4, Take Snake
5. Use Rock on Vine Loop
(top left)
6. Use Rock on Vine Loop
(middle)

- 7. Use Kirk on Vine
8. Exit West

D. Jungle (Room 3)

- 1. Exit West

E. Txolac’s Place (Room 4)
1. Use Snake on Txolac
2. Use Snake on Kirk
3. Take Knife
4. Exit West

EJungle Path (Room 5)

L Exit North

G River with Log (Room 6)
L Use Knife on Fern (near
Iiver bank)

‘ 2. Use Fern Leaf in River

3. Exit West (across log)
H. Cavern (Room 7)

1. Use Sci. Tricordr on
Stalagmites

2. Use Knife on Red
Crystal
3. Exit West

I. Quetzecoatl’s Home
(Room 8)

1. Quetzecoatl Talks to
Kirk (automatic)
a. Response 2, 2,2
2. Beam back to Starship
Enterprise
J. On U.S.S. Enterprise

1. Vlict Talks to Kirk
(automatic)

a. Response 1, 2

2. U.S.S. Enterprise Warps
to Hrakkour (automatic)

K. Klingon Trial Room
(Room 9)

1. Kirk Walk to Center of
Room

2. Vlict Talks to Kirk
(automatic)

a. Response 2,2,2,1,3

L. Lightning Creature
Room (Room 10)

1. Use Sci. Tricorder on
Lightning Creature

2. Use Sci. Tricorder on
Floor

3. Take Wood Rod
4. Use Kill Phaser on Floor

5. Use Wood Rod on
Molten Metal (from
phaser blast)
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6. Use Metal Coated Rod
on Lightning Creature

7. Use Sci. Tricorder on
Door Lock

8. Use Communicator
a. Response 2, 1

9. Use Spock on Door
Lock

M. Gem Room (Room 11)
1. Take Three Green Gems

2. Use Three Green Gems
on Pedestal (left side of
room)

3. Kirk Walk in Yellow
Light (right side of room)

4. Kirk Talks to Vlict
(automatic)

a. Response 3

5. Beam back to Starship
Enterprise
(Episode End)

VI. That Old Devil
Moon

A. On U.S.S. Enterprise
1. Use Computer
a. Search Scythe
b. Search Lucrs
c. Search Sofs
d. Search Base 3
e. Search Base 4
2. Beam Down to Scythe
B. Scythe Surface (Room 1)

1. Use Sci. Tricorder on
Ground

2. Take Rocks (on ground)

—
—
3. Use Sci. Tricorder on

Head-like Monoliths (SE
corner)

4. Exit West Door (walk
toward door)

C. Large Door (Room 2)
1. Use Spock on Door Lock
a. Input Code: 10200
2. Exit North (through
door)
D. Security Lock (Room 3)

1. Use Spock on Left
Console

2. Use Spock on Door Lock
a. Input Code: 122

3. Exit North (through
door)

E. Corridor (Room 4)

1. Use Sci. Tricorder on
North Door Lock

2. Exit East Door
E Laser Drill Room
(Room 5)

1. Use Sci. Tricorder on

Laser Drill Control Panel
(far wall)

2. Use Spock on Laser Drill
Control Panel

a. Power Setting: 100

3. Use Rocks on Keycard
Template

4. Use Spock on Laser Dril
Control Panel

a. Power Setting: 10

5. Take Keycard (created by
laser) !

6. Use Kirk on Box

/Y
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7. Get Wire (in box)
8. Exit West Door
G. Corridor (Room 4)

1. Use Keycard on North
Door Lock (door opens)
2. Exit North Door

| H. Missile and Computer
| Room (Room 6)

1. Use Sci. Tricorder on
Missiles

2. Use Spock on Left
Computer

3. Use Spock on Right
Computer

4. Use Sci. Tricorder on
Left Computer

5. Use Sci. Tricorder on
Right Computer

6. Use Wire on Right
Computer

7. Use Spock on left
computer

8. Beam back to U.S.S.
Enterprise

(Episode End)

I. Vengeance

4. On U.S.S. Enterprise
1. Uhura Response 1

' B.Bridge of Republic

T

(Room 1)

1. Use Med. Tricorder on
Dead Man (right side of
bridge)

2. Use Med. Tricorder on
Dead Captain (by
Captain’s Chair)

3. Look Dead Captain
4. Use Sci. Tricorder on
Captain’s Chair
5. Use Sci. Tricorder on
Computer Banks
(left/right side of bridge)
6. Exit South

C. Sickbay (Room 2)

1. Use Med. Tricorder on
Dead Blue Shirt

2. Look Crew Woman

3. Use Med. Tricorder on
Crew Woman

4. Use Medical Bag on
Crew Woman

5. Talk to Crew Woman
6. Use Communicator
a. Response 1
7. Beam back to U.S.S.
Enterprise
D. On U.S.S. Enterprise

1. Use Intercept or Hail
Choices

2. Fight Enterprise-2 and
Two Elasi Ships

NOTE:

If you are playing the
CD-ROM version,
please use the
“Vengeance” walk-
through on page 97.
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I he most important ad-
vice you will receive
is from your landing party.
Talk to Spock, McCoy, and
the Security Officer. They
can give you valuable in-
sight and clues while per-

forming your current
mission.

Remember to talk to
others as well. Witnesses
can give their own per-
sonal experiences which
could help solve many puz-
zles.

Use your Science and
Medical Tricorder. If some-
thing looks suspicious,
scan it. Your tricorders will
uncover many secrets.
Spock and McCoy will
sometimes add their own
conclusions to the tricor-
der readings.

Look at everything. An
important tool could be
hidden anywhere. An in-
significant panel could
hold a crucial item.

Though not mentioned in
the manual, an inventory
item can be used on
another inventory item. To
do this, click the Use Ac-
tion, then select an inven-

Notes on
Ground Missions

tory item. While this item
is displayed, click on the in.
ventory icon and select
another item.

STAR TREK: 25th ANNIVERSARY
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ne of the most im-
portant tools to a
hip captain is the Ship
ition Monitor. This
ful device is between
Sulu and Chekov. It gives
| the position of all hostile
craft in the vicinity. It
unctions like this: The cen-
' ter dot is your forward
. A ship above you
be above the center
A ship to the left will
" be left of the center dot,
- and so on. Ships behind
yo will show up on the
. outer edge. Each hostile
ship will be displayed as a
different colored dot.
" Remember the dot color of
ach ship as you attack it.
a ship veers off the main
~ viewscreen, it can be found
~ again if you remember the
. color coding,

en this system is ac-

U.S.S. Enterprise will be

- Gisplayed. Shield strength
and system damage can be
. Viewed. The one disad-
tage to this system is
fNat the damage level of
fie Starship Enterprise

otes on Space Combat

can’t be seen while it is
functioning. A wise cap-
tain should occasionally
turn it off to verify ship’s
condition.

Remember that both of
the above systems are very
useful when used in tan-
dem. Learn to use Position
Monitor color coding and
Target Analysis to your
benefit.

Reverse Speed: The
U.S.S. Enterprise is
capable of traveling in
slow reverse speed. Use
the key to the left of the "1"
key to activate it. This fea-
ture can be used to trick
enemy ships when they are
directly astern.

Weapons Systems: The
U.S.S. Enterprise is
equipped with two for-
ward Phaser banks and
two forward Photon Tor-
pedo launchers. The
phasers have the ad-
vantage of fast recharge
rate and speed. The
Photon Torpedoes have a
much slower travel speed
but have a substantially
heavier punch. Because of
the slow loading rate of
Photon Torpedoes, it is
usually better to save them
for easy shots. When the
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vessel, a combination of
Phasers and Photon Tor-
pedoes can be devastating.

Leading your target is
one of the first things a
good starship captain must
learn. When an enemy ves-
sel is banking in a turn, the
aiming system must be
positioned in front of the
target. The amount of off-
set is based on distance
from target and angle of
turn. This will require
practice and experience.
Phasers are best for this
type of shot. Photon Tor-
pedoes are much slower
and require a greater lead
distance.

Power Allocation: When
Engine Power is reduced,
ship’s systems will go off-
line. When power is ex-
tremely low, Phasers and
Photon Torpedoes will
shutdown. Use Emergen-
cy Power to compensate.
Be careful. Emergency
Power can only be used
once during combat.

Practice makes perfect!
Though Starfleet Com-
mand frowns on such ac-
tions, it is possible to
practice space combat
before each mission. After
you are given your mission
orders, the U.S.S.
Enterprise may travel to
any other system. Aslong

—
Starship Enterprise is as the Starship Enterprise
directly behind a hostile does not Warp to its re-

qulred mission destmauon
it will encounter between
one to four enemy ships to
engage. These ships will be
either Klingon, Romulan,
or Elasi craft. These combat
practices will not affect mis.
sion score, commendation
points, or final game rating,
Klingon Ships: These
ships are the toughest ad-
versaries in the game. For-
tunately, you are not
required to defeat one to
finish all the missions. The
U.S.S. Enterprise is slight-
ly faster than the Klingon
vessels. Use this ad-
vantage when your ship
needs repair. If Engine
power is reduced, use
Emergency power to sup-
plement needed energy.

Romulan Ships: These
ships are very slow, but
can turn rapidly. When
they are not lined up for a
shot, they will generally be
cloaked. The ship will
obscure the stars when
cloaked. Watch carefully
for any visual distortions.
Because of their weak
hulls, they are easy to
destroy once they have
been detected. Be careful
of the Plasma Torpedo.
Don’t let it hit the Starship
Enterprise twice in the
same area. It can severely
cripple your ship. The
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reapon has along reload
{. e so if you have

yantage is their weak hull.
Also of note is their poor

port and starboard shields.
Attacks from their side will

ships is to rapidly reduce
speed when they are direct-
| ly behind you. They will
frequently pass by, leaving
| them vulnerable for attack.

e Final Battle: In the
last battle you must defeat
Enterprise-2, and two
i craft. The Enterprise-
- 2is identical to your U.S.S.
Enterprise except for one
thing. One of the Photon
orpedo banks was
eplaced with a Plasma Tor-
; pedo launcher. This makes
for a very dangerous adver-
sary. The two Elasi ships
| Show up about 15 seconds
after the battle begins.
Une ship is a standard one
Fhoton craft. The other is
aHeavy Cruiser, equipped
~ With three forward Photon
| Iorpedo launchers. One of
e best strategies to hand-
€ this battle is to reduce
Speed. The Enterprise-2
- Will generally circle
~@round you. This will
dllow time to center attacks

on the Elasi craft. Take out
the three Photon Cruiser
first. If you become too
badly damaged, accelerate
to high speed and attempt
to repair. Remember to
concentrate fire on one ves-
sel at a time. Spreading
you attacks will only give
each enemy ship time to
repair. Once both Elasi
ships are gone, the
Enterprise-2 should be no
problem for you and your
experienced crew!
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Available in all

Episodes
Stun Setting Phaser
Kill Setting Phaser
Communicator
Science Tricorder
Medical Tricorder
Medical Bag

Demon World
Mineral Specimen
Meteorite

Fossil Shells

Skull

Twist of Metal
Berries
Hypo-Dytoxin
Klingon Hand

Hijacked

Powerless Phaser Welder
Recharged Phaser Welder
Transmogrifier

Comb Bit

Transmogrifier with
Comb Bit attached

Metal Bits
Powerless Phasers
Wire Scraps

Spool of Wire
Bomb

Inventory Items List

Love’s Labor Jeopardizeq

Anti-Grav Unit

N2 Gas Tank

02 Gas Tank

H2 Gas Tank

Wrench

Wire Insulation

Polyberylcarbonate

TLTDH Gas Canister

Orborus Virus Culture

Orborus Cure

Orborus Cure Serum in
Hypo

Water Canister

Nitrous Oxide Canister

Ammonia Canister

Another Fine Mess
Mudd’s Miracle DeGrimer
Small Lens

Orange Orb

Doover Tool

Alien Device- DeGrimer
& Lens

Green Vial

Trial and Errors
Snake

Rocks

Knife

Fern Leaf

‘___/
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Red Crystal
Wooden Rod
Tron Coated Wooden Rod
Red Gem 1
Red Gem 2
Red Gem 3
Green Gem 1
Green Gem 2
Green Gem 3
Blue Gem 1
Blue Gem 2
Blue Gem 3

That Old Devil Moon
Rocks

Keycard

Wire with Connectors

Vengeance
(No Items)
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Star Trek®: 25th Anniversary™ CD-ROM version
This chapter is specifically for use with the CD-ROM version of
Star Trek:® 25th Anniversary™. The CD-ROM version includes a
special extended version of the “Vengeance” episode. Please use
this walkthrough for “Vengeance” instead of the one on page 85.

“Vengeance”
Step-By-Step Walkthrough

A. On U.S.S. Enterprise™
1. Uhura Response 1

B. Bridge of Republic

(Room 1)
1. Use Med. Tricorder on
Dead Man (right side of
bridge)
2. Use Med. Tricorder on
Dead Captain (by
Captain’s Chair)
3. Look Dead Captain
4. Use Sci. Tricorder on
Captain’s Chair
5. Use Sci. Tricorder on
Computer Banks
(left/right side of bridge)
6. Exit South

C. Turbolift 1
1. Select “Auxiliary
Control”

D. Auxiliary Control
Hallway (Room 2)

1. Get Molecular Saw
(left side of Hallway)

2. Exit South

E. Turbolift 1
1. Select “Bridge”

F. Bridge (Room 1)
1. Use Molecular Saw on
Support Beam (left side of
bridge)
2. Exit South

G. Turbolift 1
1. Select “Sickbay”

H. Sickbay Hallway (Rm 4)
1. Exit West

1. Sickbay (Room 5)
1. Look Crew Woman

2. Use Med. Tricorder on
Crew Woman

3. Talk to Crew Woman
4. Get Hypo (on table)

5. Get Medical Drill (on
table)

6. Exit East
J. Sickbay Hallway (Rm 4)

1. Get Gold Power Cable
(hanging from ceiling)

-~

2. Use Support Beam o1l
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Debris (blocking Turbolift
2)

3. Use Full Power Phaser
on Debris

4. Exit North

¢ Turbolift

1. Select “Engineering”

. Engineering Hallway

| (Room 8)

1. Use Full Power Phaser
on Debris (center of
TOOm)

2. Get Portable Fusion
Power Pack

3. Exit West

M. Engineering (Rm 9)

1. Use Kirk on Storage
Closet (left side of room)

2. Get Engineering
Journals

3. Use Hypo on
Multipurpose Oil

4. Exit East

N. Engineering Hallway
Room 8)

1. Exit South

). Turbolift 2

1. Select “Sickbay”

. Sickbay Hallway (Rm 4)
1. Exit South

J. Turbolift 1

1. Select “Auxiliary
Control”

MPUTER TERMINAL =

= rw
PHOTON TORP. ‘PI T
FIRE CONTROLS| [FIRE BUTTON

IMPULSE POWER CONTROILS

Auxilary Control Room (Room 3)

R. Auxiliary Control
Hallway (Room 2)

1.Use Medical Drill on
Door Maintenance Panel
2. Use Kirk on Door
Maintenance Panel
3. Use Oil Filled Hypo on
Door Mechanism
4. Get Debris in Door
Mechanism
5. Exit North

S. Auxiliary Control (Rm 3)
1. Get Record Decks
(right floor area)
2. Use Record Decks on
Science Station (right sta-
tion)

a. Repeat 4 times

3. Use Technical Journals
on Science Station
4. Use Sci. Tricorder on
Ship Computer Terminal
(forward left computer

SCIENCE STATION
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FUSION MIXTURE
REGULATOR w
CONTROLS

Engineering (Room 9)

screen)
5. Exit South

T. Auxiliary Control
Hallway (Room 2)

1. Exit South

U. Turbolift 1
1. Select “Sickbay”

V. Sickbay Hallway (Rm 4)
1. Exit North

W. Turbolift 2

1. Select “Transporter
Room”

X. Transporter Room
Hallway (Room 6)

1. Get Gold Power Cable
(hanging from ceiling)
2. Exit South
Y. Turbolift 2
1. Select “Engineering”

Z. Engineering Hallway
(Room 8)
1. Exit West

AA. Engineering (Room 9)

1. Use Gold Power Cable
on Impulse Engine
Controls (left panels)

2. Use Gold Power Cable
on Fusion Mixture
Regulator Controls (right
panels)

3. Use Spock on Junction
Box

4. Exit East
AB. Engineering Hallway
(Room 8)

1. Exit South
AC. Turbolift 2

1. Select “Sickbay”

AD. Sickbay Hallway
(Room 4)

1. Exit South
AE. Turbolift 1
1.Select “Auxiliary
Control”
AF. Auxiliary Control
Hallway (Room 2)
1. Exit North
AG. Auxiliary Control
(Room 3)
1. Use Sci. Tricorder on
Ship Computer Terminal
2. Use Med. Tricorder on
Ship Computer Terminal

(Wait for Elasi Cruiser to
Decloak on Viewscreen)

-~
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3. Use Spock on Impulse
Power Allocation
Controls (left station)
a. Computer Choice 2-
“Shields” (Wait for
Elasi Captain to contact
you)
4. Elasi Captain Dialogue
a. Kirk Choice 2
5. Look Photon Torpedo
Fire Control (left of flash-
ing red lights on helm
station)
6. Exit South
AH. Auxiliary Control
Hallway (Room 2)
1. Exit South
AL. Turbolift 1
1. Select “Sickbay”
AJ. Sickbay Hallway
Room 4)
1. Exit North
AK. Turbolift 2
1. Select “Transporter
Room”
AL. Transporter Room
allway (Room 6)
1. Exit West
AM. Transporter Room
Room 7)
1. Use Portable Fusion

Power Pack on Power
Conduits (right of

Transporter Room (Room 7)

transporter pads)

2. Use Spock on
Transporter Coordinate
Setting Controls

3. Use Spock on
Transporter Activation
Sliders

4. Exit East

AN. Transporter Room
Hallway (Room 6)

1. Exit South
AO. Turbolift 2
1. Select “Sickbay”

AP. Sickbay Hallway
(Room 4)

1.Exit South
AQ. Turbolift 1

1. Select “Auxiliary
Control”

AR. Auxiliary Control
Hallway (Room 2)

1. Exit North

AS. Auxiliary Control
(Room 3)
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1. Use Communicator
a. Kirk Choice 1- “Hail
Elasi”
b. Kirk Choice 2- “Yes,
We have...”
2. Use Spock on Impulse
Power Allocation
Controls
a. Computer Choice 1-
“Weapons”
3. Use Kirk on Photon
Torpedo Fire Button
(blinking green lights on
helm station)
4. Beam back to U.S.S.
Enterprise™
AT. On U.S.S. Enterprise
1. Use Intercept or Hail
Choices
2. Fight Enterprise-2 and
Two Elasi Ships

STAR TREK®: 25th ANNIVERSARY

I

Vengeance Map (CD-ROM version)

Bridge
(Room 1)

( Turbolift 1 )

{ Turbolift 2 )

Auxillary Control
(Room 3)

Auxillary Control
Hallway (Room 2)

( Turbolift 2 )

Sickbay Sickbay Hallway .
(Room 5) (Room 4) TtEEIaE ]
( Turbolift 1 ’
Transporter Room Transporter Room
(Room 7) Hallway (Room 6)
Engineering Engineering Turbolift 2
(Room 9) Hallway (Room 8)
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