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' WELCOVE TO THE WORLD OF ULTRA-TREK !!

This is an all new concept for this type of gane and
conpares to the others about |ike checkers conpares to chess.

ULTRA- TREK is a conplex |ogical ganme intended for the serious

contestant. It is doubtful that you will ever master this
ganme, but you will certainly enjoy trying.
This programrequires a TRS-80, Level 11, 16K

Load the program as you would | oad any ot her Basic program

ULTRA-TREK is witten totally in Basic and will use about

15,500 bytes of RAM



CUNTENTS

I ntroduction and Story Line

(hj ectives -----------------
Ganme Rules and Strategy ----
Reading the Display --------
System Conditions ----------
Command Mbdes
Navi gation ------
. Ship's Conputer -
L. Def ense System --
I V. Weapons System - -
V. Ship's Log ------
VI . Di spl ay Command -

Strategy fromthe Author ---



| NTRODUCTI ON

The Starship Enterprise was on routine patrol in the
Gamma- Ophi chi sector. It was sonewhat unusual for one of the
Twelve Elite Starships to resort to boundary police action,
but the entire 49 Sector Quadrant had been the scene of
nuner ous sabotage operations by rings of Klingon agents. The
resulting arrests and interrogations revealed little
expl anation for the upsurge in the treasonous acts. It was
t herefore necessary to reinforce the existing Federation
Sector Task Forces by sending in the Enterprise. It was felt
that the presence of so powerful a force would nmake al
potential agents and provocateurs wary of further action.

Gamma- Ophi chi was an unusual Quadrant. It was surrounded
by several nebul ae and the resulting gas clouds nmade a funnel
of clear vacuum which was the only available route to ships
traveling faster than light in Hyperdrive (conmmonly called
Warp drive because of it's tinme distortion effect). Since the
gas clouds were several parsecs in radius, the funnel was a
critical route to all trans-periphery bases and planets. The
| oss of control of the Quadrant would, in fact, cause al
outlying Federation territory to be cut off from nornal
comuni cation and supply. The effect would be to cause nassive
reroute around the gas clouds, in whose magnetic anomaly nmany
ships in Federation history had been | ost.

It rem nded Kirk of the ancient Terran War, called WVII.
The Pacific Theater also had a vul nerabl e jugular, the Panam
Canal. If the Japanese coul d have captured the Canal, the
United States would have been forced to route vital supplies
around the tip of South Anerica which woul d have increased the
vul nerability of the convoys to a point where the Pacific
def ense woul d have col | apsed.



It was Kirk's opinion that nore warcraft should be
amassed and that a Scouting Sortie led by the Enterprise
should enter the trans-periphery and cross the boundary into
Klingon space to spy out possible pre-invasion build up.
Unfortunately, Starfleet Command was on the political hot seat
for sending the Enterprise into Gamra- Qphichi in the first
pl ace. Certain nmenbers of the Federation were practically
paranoi d over the power of Starfleet Command. They felt that a
police action such as Gamma- Qphi chi shoul d have been handl ed
by the Council and not the Fleet.

Regardl ess of Kirk's suspicions, Starfleet Command was in
fact ignoring requests fromhimand were not even naking his
anal ysis known to the Council. Because of this action, Klingon
synpat hi zers in the Council made known to the Klingon High
Command that the situation in Gamra- Qphichi Quadrant woul d
prove to be a sinple "seize and occupy"” operation.

Torne Varda, the Klingon Fleet Prefect, was stil
uncertain. The potential power of the nuch touted Starships
was a great unknown. In limted test engagenents ei ght Klingon
war shi ps had not been able to tactically neutralize one
Starship. He therefore made the decision to call upon the
Romul an Task Force to assist him and to their nutual
advant age destroy the Enterprise.

It was vital that Torne Varda seize Gamma - Qphi chi as soon
as possible. He was aware that Kirk m ght cross the boundary
at any time, in defiance of Starfleet orders, and broadcast
the alarm

Thus, as soon as Ronul an Task Force Delta CGossi 9
arrived, a prelimnary assault was |aunched.



Elements of the Klingon trans-periphery assault force
began to attack all sector task force | anding stations which
fol ded upon the surprise attack's swift execution.

Kirk began to receive the distress calls. The situation
was imediately clear -- total neutralization of the sector
police. Kirk sent an L-6 code nessage to Starfleet Comand.
Never before had a decision of this magnitude been thrust upon
him To | eave the Quadrant would nean the fall of the entire
trans-periphery. To remain in spite of such odds m ght nean
the 1loss of his Command, which was necessary to lead a
retaliation effort. The next Starship was a full five weeks
fromthis position. Never having faltered before in a "mght"
versus a "sure thing" situation, Kirk realized that he woul d
have to fight a guerilla type holding action. Darting
t hroughout the Quadrant, appearing in any of the 49 sectors,
destroying hostiles, and retreating. He would wal k the brink
of total annihilation. He would risk it because total retreat
woul d nean years of bloody, resource devouring, conflict to
regai n what the Federation had | ost. The foothol d gai ned by
the eneny would put the Klingon Enpire in a catapult which
woul d pierce the vitals of the Federational defense
capability. This Quadrant, if |lost, would cause the | oss of
approxi mately 42% of the Federation's econom c base.

Kirk's hastily organi zed planetary network was able to
amass the disposition of the entire conbi ned Klingon/ Romul an
Fleet. It was also reported that a new technol ogi cal tour de
force was brought in by the Romul an Task Force -- a noving
pl anet oi d of consi derable mass from which the eneny fl eet
could indefinitely resupply. It had the code nane of Val dor 2.
Val dor 2 was detected accidently by a renpote outpost which
nonitored a close beam transm ssion detailing Valdor 2's
passage through the funnel. Since then no trace had been
f ound.



OBJECTI VES

Fromthe following information, Kirk was able to
determ ne his mission as foll ows:

OBJECTIVE 1 -- Search out and destroy the Hostil e base.

OBJECTIVE 2 -- Destroy at |east 30 Klingon ships.

OBJECTIVE 3 -- Destroy at |east 15 Romul an shi ps.

OBJECTIVE 4 -- To reach all objectives by Stardate 100 in
order to prevent reinforcenment of the eneny fleet.

OBJECTIVE 5 -- Stay very nmuch alive...

YOU ARE CAPTAIN KIRK . . . STARFLEET COWAND AGREES W TH
YOUR PLAN AND W SHES YOU GOOD LUCK. ..



GARIE RULES AND STRATEGY

The first question after running that will be asked is:
"Enter read speed as (.5-5) seconds per display-?". This
determ nes how | ong you wi sh the battle displays and nessages
to remain on the screen. Three seconds is usually sufficient.
As you becone famliar with the gane, you may even w sh to use
fractions of a second.

The gane is played on a 7 X 7 grid consisting of 49
sectors (the Gamma- Ophichi Quadrant). Each sector is further
di vided into 49 coordi nates which are also arranged in a 7 X7
grid. At the beginning of the gane you are randomy placed in
one of the sectors. Each tine you enter or nove to a sector
you are placed in coordinates 4,4 which is the center position
within a sector. The sector (or short range) situation is
al ways di splayed in the upper right half of the screen. Your
present status situation is displayed in the upper left half.

The followi ng synbols are used in the sector situation
scan di splay (short range):

E -- Starship Enterprise (that's you, Mac!)

B -- Federation Bases (repair and resupply here)
S -- Supply depots (unmanned caches, supplies, no
repairs)

K -- Klingon warships (kill these guys!)

R -- Ronul an warshi ps (tougher to kill; do it anyway)
# -- Hostile Base (code nane Val dor 2)
* -- Stellar mass (star)

-- void (you know Interstellar space)



Below this display is the current Stardate and present
Alert condition. You will have until Stardate 100 (the m ssion
starts on Stardate 10.5, when Kirk becanme aware of tactical
situation) to conplete your m ssion objectives. The alert
conditions are as follows:

GREEN -- No eneny vessels in sector (Wew)

YELLOW - Eneny present and has detected you (GChm god!)

RED ---- Eneny vessels com ng down on your throat
(Quch!)

It should be noted that you cannot | eave the sector while
in condition RED. However you can nove within the sector.

The coordi nates are nunbered, beginning at the upper |eft
position of the screen which is point 1,1. As you go fromtop
to bottomthe "X' coordinate increases. As you go fromleft to
right the "Y" coordinate increases. Coordinates are read and
entered (Xx,Y).

SYSTEMS

The upper left half of the screen reflects current ship
status. The first two lines are your current position. The
first line identifies which of the 49 sectors you're currently
in. The second identifies which of the 49 coordinates within
that sector that the Enterprise is at.

Next is your present energy levels in units, followed by
your shield strength in percent of maxinmum The |ast five
| ines constitute the damage report on various systens.
Condi ti on GREEN neans everything is "comng up roses."” The
foll owi ng chart delineates damage effect for the systens:
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SYSTEM YELLOW RED

Life Support Crew in trouble Crew dying |ike
maggot s
Comput er Readout s i naccurate Use a cal cul at or
WWeapons Ei t her Phasers or Spit at the eneny
Tor pedoes out of
service
V\ar p Long travel speed Cannot | eave
now restricted to sect or

VWarp 5 maxi mum

| mpul se Travel speed with- Get out and push!
in the sector has
maxi mum of 5

Danage is repaired by your own crews over a period of
time, (therefore any systemw || eventually conme back w thout
you lifting a finger), or system damage w || be repaired
during docking with Starbase. For the sake of playability
there is also a built in repair device for certain situations.

Meanwhi | e, on the bottom of your screen is displayed the
Command Mbde. You can get to the Command Mbode by Entering
"CMD' in any of the six subroutines, except when you are being
asked for coordinates. Coordinates nust be entered first and-
then you are allowed to type "CMD' to return to the Conmand
Mode. In nost cases however, you will want to finish a
subroutine in which case the Coormand Mbde will automatically
di spl ay.
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Now you’ re probably asking yourself, "Self, how do | play
t he gane?" Fear not, pseudo-Kirk, we are about to tell you.

I : NAVI GATI ON MODE ( Conmand #1)

When you enter navigation you will be asked:

Long -1 Short -2 Your selection -?

A First we will exam ne all happenings under #1 (Long).
When you answer "Long" you will be asked the follow ng:

To call up the Long Range Scanners Enter--------------- 1

I f you know t he coordi nates of your query Enter-------- 2

If you wish to nake a Long Range nove Enter------------ 3

OPTION #1 (Long Range Scanners)

The Long Range Scan displays all 49 sectors, each with a
5 digit code nunber which indicates the contents of that
sector. The Scan is actually a conputer conposite of the
reports from the Bases, Scouts, and Qbservers, all of which
Kirk organi zed upon reaching the Quadrant. Therefore, you
know at the start of the ganme exactly where every hostile and
friendly object is |ocated except for Valdor 2 (the Hostile
Base whi ch has not been detected).

The first digit of the code is the number of the stars in
the sector. The following digits are respectively, bases,
supply pl anets, Romul ans, and |ast but not |east, Klingons.
The nunber 51134, for exanple, would indicate that 5 stars, 1
base, 1 supply planet, 3 Ronulans, and 4 Klingons are
occupyi ng that sector.
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You are then asked for a coordinate. Enter the sector to
whi ch you wish to travel. The Short Scan di splay then resunes,
but at the bottom of the screen is displayed the tine over
energy chart for Warp travel to the sector you requested. From
this you can make a choice to determ ne how fast you wish to
travel. Keep in mnd that the faster the Enterprise hauls
tail, the nore coal you burn to nmaintain that speed, but don't
go too slow or you'll run out of tine.

OPTI ON #2 (Query)

This option gives you a time over energy chart without
first going to a Long Range Scan for any coordi nates, thus
saving time and energy. For exanple, if you know what sector a
base is located at you may sinply enter the sector coordinates
to figure out how fast to get there utilizing mninmmenergy
reserves.

OPTI ON #3 (Long nove)

This option will nove you to another sector. You will be
asked for sector coordinates. You then will be asked for the
Warp factor at which you wish to travel... Renenber, the

faster you go, the nore energy you use but less tine el apses.
Finding the right trade-off in speed versus energy consunption
is one of the main factors towards victory!

B. Now for all happeni ngs under #2 (Short)
After all that, you mi ght have the desire to nove within
sector. Sinply answer the Long/ Short question with the Short

and enter the coordinates and speed of the nove desired.
PRESTO the nove occurs. You should note that you cannot nake
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a short nove out of a sector, or to any space occupi ed by
ot her mass; your navigation conputer will not permt it.

In order to dock with a base or supply planet, you use
Short nmove format. It takes TWO noves to dock with either one.
First, nove to any adjacent coordinate, then nove directly on
to the base or supply planet.

That covers the navigation section.

1. COVPUTER MODE COVWAND #2

There are four Conputer Options. Since they are al
displays it only remains to tell you what each option does:

OPTION #1 (Al sectors that have been checked)

Tells all sectors visited and in the order you visited
them so you can keep tabs on your search for the Hostile Base
(Vval dor 2).

OPTI ON #2 (Damage Control Reports)

Tell's percent of danage and estinmated tinme to return al
systens to GREEN. Also tells any systens which are totally
non-functional. (Note: if the Enterprise is 70% down, it is
consi dered destroyed).

OPTI ON #3 (Supply Status)

Tell s days of supply left and the nunber of Photon

Tor pedoes | eft on board. (If supplies run out so does your
life! A smart Captain does make sure he has enough supplies).
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OPTION #4 (Crew St at us)

Tells how nmany crew are out of action due to injury or
out and out death. You nmay not | ose nore than 175 crew nenbers
wi t hout | osing the gane.

I'1'1. DEFENSE MODE ( Conmand #3)

This node sets your Shield Strength. Bye the Bye, the
hi gher the percent of Shield Strength, the | ess susceptible
you are to attack. Danaged Shields may only all ow 50% naxi num
defl ection; in fact your Shields can go conpletely dead.
Energy stored in Shields can be reclained to the energy poo
by setting Shield Strength to 0. (Wich is not advisable in
t he presence of the eneny).

V. WEAPONS MCODE ( Conmmand #4)

The of fensi ve armanment constitutes Phaser Cannon or
Phot on Tor pedoes. In order to shoot Phasers, enter the target
coordi nat es when asked. You nust then enter an energy factor
between 1 and 10. The m nimum energy required is the unit
di stance to the target coordinate. For exanple, if you are at
4,4 and the target is at 4,5 the strength required is 1. If,
however, you are at 4,4 and your target is at 3,5 the distance
is actually 104 so you need 2 as a mninmum (Pythagorean
Theorem you see).

Phot on Tor pedoes are shot by entering a coordinate only.
If you wish to fire the sane weapon at the sanme place all you
need do is continue to press the ENTER key. The sane sequence
wi |l then happen. Al so, please note that both your weapons
systens will guarantee a kill on a Hostile ONLY if you are
directly adjacent to the craft. So, if you need a positive
kill, nmove in there and get it!!!
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One further note on the enem es' defense. Ronmul an craft
are tougher to destroy than Klingon craft.

V. SH P'S LOG MOXDE (Conmmand #5)

Tells how far along you are toward achi eving your ni ssion
obj ectives. To whit:

1 Destroy Hostile Base
2 Kill 30 KlIingons

3 Kill 15 Ronul ans

Only then do you save the Gamma- Ophi chi Quadrant .

VI . DI SPLAY MCDE ( Conmmand #6)

Redraws the display. If you are in alert condition GREEN
and you need repairs, you will gain two days of repair tinme by
entering Cormand Mode #6. (It's as if you sat still and
repaired for two days).
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A WORD OF STRATEGIC CUNSIDERATIGN

1 It takes two Stardates to resupply at Starbase.
2 It takes one Stardate to resupply at a Supply Pl anet.

3 You will be fully repaired, fueled and supplied with
Tor pedoes and 15 days of crews supplies at a Starbase.

4 Froma Supply Planet you will receive only 1000, 2000, or
3000 units of energy and 2. 4, or 6 Torpedoes, and 15 days
of crew supplies.

5 Also, the Supply Planet has no defense and once you have
used it the hostiles will know where it is by your
presence, and will destroy it. Starbases remain intact for
future use.

6 As you travel throughout Gama- Ophi chi on your search and
destroy m ssion, you will devel op your own strategies to
acconplish your objectives. The best way to command t he
Enterprise is to experience its capabilities.

Any correspondence in regard to this programcan be sent to:

GALACTI C SOFTWARE, LTD.
11520 N. Port Washi ngton Road
Mequon, W 53092
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