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Terrorism in
Aquila...

THE TRANSINIUM CHALLENGE

An unprovoked hit and run attack on unarmed civilians, and two people
are dead. Three others are lost and presumed dead. Five more are injured.
An unknown group of terrorists takes responsibility for this act, and the
ENTERPRISE is sent to investigate.

Aboard the ENTERPRISE, in orbit around the third planet in the Aquila star
system, the crew begins its evaluation of the evidence. Litile is known about
Aquila, primarily because it's been considered a “junk system”. Its scant
commercial value resides in the larger asteroids in the belt between the
third and fourth of its seven uninhabited worlds. The primary endeavor on
these asteroids has been the mining of the mineral transinium, a low-grade
power supply sometimes called the “poor man’s dilithium crystal.”
Transinium has been mostly used to power life support systems in the
poorer colonies on the galaxy’s rim.

The ENTERPRISE’s Operations Manager, Lieutenant Commander Data,
looks up from his computer console. “Most unusual,” he says. “There is an
anomalous energy field emanating from the asteroid belt. It is certainly
related to the presence of fransinium, but its profile is not what | would
have expected, given the information available on this substance.”

He turns to Commander Will Riker. “Sir, | would like to examine this
phenomenon in depth.”

Riker considers this for a moment. | could use Data in the Away Team
when we transport down fo Gamma Base. But perhaps it would be more
sensible to allow him fo stay aboard the ENTERPRISE and pursue this

matter as he sees fit.
“Agreed, Data,” Riker says crisply. “Follow your instincts on this one.”

The android regards Riker quizzically. “My...instincts, Commander..2”
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Challenge

Changing the
Subject
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The Transinium Challenge is a unique merger of simulation and narrative
that places you in control of a potentially deadly mission aboard the
ENTERPRISE. Unlike in other adventures, you control the hero as he meets
other characters, finds out what's on their minds, and makes decisions

affecting their futures and the future of the ENTERPRISE.

The story is presented visually, just like an episode of the television show.
And there are no arcane commands to learn. Everything you can do is
available at the push of a button, and complex animated sequences are
set into motion as you try different approaches to the completion of

your mission.

In The Transinium Challenge, First Officer Will Riker has been placed in
evaluative command of the ENTERPRISE, a necessary step in the training of

any aspiring starship captain. As you move Riker around the ENTERPRISE,
and down fo the planets and asteroids in the Aquila system, the story’s

subject changes. When he enters a room, he and the crew consider that
room, and you can see their thoughts as Riker consults the crew, or
ponders things for himself.

The same is true when Riker turns to look at an object or person in the
room. He and the crew consider that entity, and may even have proposals
regarding it. Proposals become even more important when you encounter
someone who is not a member of the ENTERPRISE's crew. These characters
have opinions and proposals, and the subject changes as they voice them.
How you respond to their proposals directly affects the mission’s outcome.

The Transinium Challenge is unlike any computer simulation you've
encountered before. It simulates the behavior and objectives of both
humans and aliens, and plunges you into a world of peril and opportunity,
where the motivations of and relationships between characters are of
prime importance.

Space, the final frontier. These are the voyages of the Starship
ENTERPRISE. lts continuing mission: To explore strange new worlds... To
seek out new life and new civilizations... To boldly go where no one has
gone beforel

The following pages will help you to undertake your mission in The
Transinium Challenge. Each page features a screen from the simulation,
and a description of the controllers and what they do.

There are three kinds of controllers:

lcons: small pictograms representing their function
Buttons: a rectangular controller containing one or more words
Hotspots: some area on a screen image which can be selected

To issue an order in The Transinium Challenge, you will select one of these
kinds of controllers. The way you select the controller will depend upon the
computer you are using. See the Quick Reference Card for details.

Note that when it doesn’t make sense to use a controller, it will be
“dimmed.” That is, it will be visible but it will be faded, and cannot be
used. This means that whenever a controller isn’t dimmed, it's okay to use
it. Also, in most cases you can issue an order even while an extended
animated sequence is playing. The animated sequence will stop, and be
replaced by controllers needed fo carry out your intentions. Exceptions to
this rule are dramatic sequences such as the pre<redit story opening.

Above all, when experiencing The Transinium Challenge, feel free to
experiment. Riker and the crew are ready to look where you wish to look,
think about what interests you, and go where you want to go.
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Look Around Commander William T. Riker leads the mission in this simulated episode,

but you control his movements. In The Transinium Challenge, the
characters are always located in what we call a room. In this example,
Riker is in the transporter room, aboard the ENTERPRISE.

When he first enters, Riker looks around at each object and person (or

“entity”) in the room. Following that is a text description of the room itself.

To examine each entity more closely, use the Look Around icon.

On a raised platform
across the room from an
instrument panel sits the
Transporter.

Look Around

Each entity is placed in the room in one of five positions: Far right, near
right, straight ahead, near left, or far left. Each time you use the Look
Around icon, Riker turns to the next entity and focuses on it.

Note that the examples in this manual are not drawn from The Transinium
Challenge.

A spiky, metallic nodule
from Silasia I1.

Known to be popular
playthings for Klingon
children.

Here, Riker sees an object. The description tells you something about it,
and any appropriate button controllers appear. If you use the Take button,
for example, Riker will take the object and carry it around with him until
you decide to drop it. This object has a Turn On button; other objects will
have different buttons.

Once you have found an object and taken it to the ENTERPRISE, you will
be able to analyze it (see page 15). But just as important is the fact that the
subject of the simulation changes each fime Riker focuses on something
new. Here, the subject is what Riker and the crew think of when they
examine this object. It affects the response you will get when you use the
Consult and Consider icons, which will be detailed shortly.

In this example, we will use the Look Around icon again.

“Explore off-ship locations thoroughly, and more than once. Hidden objects
will sometimes appear once conditions have changed.”
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Riker looks around fo see an alien Ambassador, and the subject changes
to what the crew thinks of when they look at this alien. The subject could

be anything, from the history of his race, to his distinctive appearance, to
the threat his presence may represent to the crew of the ENTERPRISE. Note

also that his subject can change as the episode progresses.

The Benzite Ambassador
paces nervously about
the room.

Look Around

When Riker focuses on a character, a Converse button appears. Selecting
it is the same as saying fo the character, “What's on you mind2”

Tip:
“When you use the Look icon, Riker will only turn to look at characters

who are not ENTERPRISE crewmembers. However, when he enters a room

where a crewmember is present, he will at least glance in his or her
direction fo let you know he is there. Most considerate.”

An Encounter

"Commander"”, the
ambassador begins carefully.
"For many generations, my
people have looked to the
Federation as a provider

of security. Today, | seek
that security for myself. |
Have offended our ruling
party, and for this they seek
my death.”

"Please", he says gravely.
"Grant me asylum, so that |
can effect a reconciliation
with my leaders."

Rgree

The Benzite Ambassador has something very specific on his mind, and this
has become the current subject.

This is the structure of most encounters in The Transinium Challenge. A
character will present you with an argument or opinion, and then a
proposal. Here, his argument is that the Federation has long provided

protection for his people. His proposal is equally direct: he wants you to
protect him personally by granting him asylum aboard the ENTERPRISE.

You can have Riker refuse him, or agree to his proposal as you see fit.
Better still, you can consult with your crew.

“When you're in an encounter with someone, certain icons will be
dimmed. You'll have to come to some decision before you can move on to
other matters.”
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s

conSll"' When you use the Consult Crew icon, a new set of icons appears: one for

each member of the crew you can choose fo consult with. All vy ;E:??E:gﬁ;ﬁ:Jfriitsiisnt;l,:z:ir:aa:
crewmembers who are present can be consulted on the current subject. If danger, then by all means it is

they have nothing fo say about it, they’ll fell you so. Otherwise, they'll offer ‘ : our duty to defend him. How-

you an opinion, and sometimes even a | i L
p " counter-proposal, as we'll see. of the nature of the dispute,

Here, we'll consult with Lieutenant Worf. 1 - ' we risk offending our allies.”

- oo Worf glances at the

Ambassador. "1 suggest we
b ask him to wait here, safe
‘ aboard the Enterprise, while
we transmit a request to his
people for their side of the

=1t oo
Tranzpter

oo JX Agree JW Encounter

The Enterprize iz
Orbiting =ilazia ||

Consult Crew

Worf recommends a cautious approach. If you like, you can have Riker
agree with Worf right now. To do this, use the Agree bution.

Note, however, that frequently crewmembers will offer no specific counter-
proposal. Instead, they will present their perspective on the current subject,
and no Agree button will appear.

Note also that at fimes you can use the “Go fo...” button to beam Worf to

Tip: some other location. (See also page 17.) Here, that button is dimmed
o because Worf is part of taking part in the encounter, and cannot leave
.When a crewmember's Icon is dimmed, it means the crewmember is not until it has been completed.

in the room right now. This can be important. For example, sometimes my

advice will be more valuable than someone else’s.” ( Though Riker is the star of The Transinium Challenge, he is also a

character. As such, he may have his own opinions and counter-proposals.
Use the Consider icon to see what they may be.

Tip:

“My crew is made up of experienced spacefarers. Consult with them often.
Their perspectives will offer you valuable insight into the events unfolding
around you.”

L 1L
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"Whatever the nature
E of the dispute, an
experienced Ambassadot
dniet would not lightly ask for
asylum, the act itself
considered treasonous

by many cultures..."

Consider
Options

Consider

Riker's thoughts are visible in the textbox, as are three new icons
on the left.

The top lcon, Use Object, allows you to choose from any objects Riker
may be carrying, and ultimately brings forth a screen similar to the one on
page 7. This icon is dimmed if Riker has no objects, or if he is in an
encounter.

The Consider Object icon can be used to see Riker's thoughts on any
object he has seen, whether or not it's currently in his possession.

Use the bottom one, Consider Options, to cycle through up to three
different thoughts Riker may have on this subject. Any of those three
opinions he may be harboring may contain counter-proposals.

Finally, we use the Encounter button to return Riker’s attention to the
Ambassador.

THE TRANSINIUM CHALLENGE

When you return fo the character Riker is encountering, you will again see
his or her proposal. If you like, you can also use any of the other icons that
are available. The Transinium Challenge will keep track of your actions,
and make sure that unsuitable icons are dimmed.

In this case, we will agree to grant the Benzite Ambassador asylum aboard
the ENTERPRISE.

"Please", the Ambassador
says gravely. "Grant me
asylum, so that I can
effect a reeonciliation
with my leaders."

“Riker's command style is up to you. You can choose your advisors and
examine all opinions and proposals carefully, or make snap decisions.
Remember: in space, appearances can be deceiving...”
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The Ambassador nods
enthusiastically. "The
human spirit is both
generous, and wise.
Truly | believe this."

Obviously pleased, the Ambassador reacts to your decision, thus
completing the encounter. But what have we done in making this decision?

In The Transinium Challenge, each character is interested in a number of
subjects. A decision affecting any of those subjects will be broadcast to all
interested parties. Depending on the news they receive, they will alter their
views on the subject, and thus the episode is moved forward.

In this example, our decision to grant asylum to the Ambassador will be
broadcast to his rulers, who will not be pleased. In fact, in a forced
encounter called an “Interrupt,” they may threaten the ENTERPRISE with
direct military action should you refuse fo turn the Ambassador over

to them. ;

Whatever your decision, be aware that there are consequences for Riker
and his crew.

Analyze

THE TRANSINIUM CHALLENGE

Use the Analyze Icon to get more information about characters, objects,
and events in The Transinium Challenge. Note that the data available
through the use of each of the three Analyze functions is added to as the
episode unfolds. This data can prove extremely valuable.

For example, the spiky nodule Riker focused on earlier will be revealed
under computer analysis to be hollow, and to contain secret instructions for
a spy now lurking aboard the Enterprise.

Produces an icon for each object Riker has brought back to
the Enterprise. Select one of them for computer analysis.

Analyze
Object

Allows you to select from a list of major events that have
occurred in the episode, and review memorable animated
Logbook scenes.

Produces an icon for each crewmember, and for each
non-crewmember as yet encountered. Select one of them

Federation for Federation Archive entry.
Archives

Analyze

The log will also let you review the extended animated sequences
presented from time to time.

“I analyze whatever | can, whenever | can. You never know when an odd
fact will prove useful.”

s
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Contact Use the Contact icon to get in touch with anyone not present. Those

present will be dimmed, but you can select from the others — in this case,
LaForge and Troi.

Contact

Crewmembers not present may be in the next room or on another world,
as the case may be. As was mentioned in the section on the Consult icon,
just about any crewmember can be sent to any available location, to act

as a scout on local conditions. The only exception is Captain Picard. He
will stay aboard the ENTERPRISE, monitoring conditions and Riker's

performance.

For now, we will use the LaForge icon.

Tip:
“Sometimes characters will want fo interrupt and speak with Riker.

Generally, one of us will inform him that a communication has been
initiated. From then on, it will proceed like any other encounter.”

STAR TREK®: THE NEXT GENERATION
The Transinium Challenge
Quick-Start and

Game Reference Card

Machine Configurations and Loading

You must have 128K or 256K ROMs and 800K (double-sided) floppy drives.
Specifically, Transinium Challenge won’t run on the following Macintosh machines:
original 128K Mac
original 512K Mac
internal or external 400K floppy drives
machines with a System file before version 3.2

In addition to the correct ROMs, you will need the following amounts of memory,
depending on how many disk drives you have.

If you have: You will need at least:
one floppy drive 1.5 megabytes of memory
two floppy drives 512K of memory
a hard drive 512K of memory
This table applies to any Macintosh model, from the 512KE to the llcx.

To install the program on a hard drive, copy “Transinium Challenge” and
“NewGame.ST” from the Program Disk to a folder on the hard disk. Copy “Treklmage1”
from the Images Disk to the same hard disk folder. Store the original disks in a safe place.
Run Transinium Challenge from the hard disk folder.

To run the program on a one or two floppy-drive machine, make copies of the
original disks, then store the originals in a safe place. Insert the Program Disk and
double-click on “Transinium Challenge.” As the program starts up, a dialog will ask you
to locate the file of images. The drive where you should insert the Images Disk will
automatically eject any disk already in it. Insert the Images Disk and choose “Tre-
kimage1.” On a one-drive machine, you will be asked to re-insert the Program Disk at
the proper time.

If you don’t have enough memory, or if your System file is too old, Transinium
Challenge will show a dialog telling you about the problem and then quit.

Copyright © 1989 Paramount Pictures, Inc.




Scrolling Text

Some text that appears in the game is too long to fit into the displayed
box. This hidden text can be scrolled into view, but doesn’t use conven-
tional Macintosh scroll-bars. Instead, the text itself responds to clicks
and drags, and scrolls accordingly.

Move the mouse so the pointer is between the scroll-marks. Press and
hold the mouse button, then drag above and below the area between the
scroll-marks. You will see the text move away from the mouse. It moves
faster if the mouse is farther from the central area, slower if the mouse

Tosee how scrolling text works,
click the Analyze icon, then the
Federation Archivesicon. A set of
heads will appear, then click on
Captain Picard’s head. His ar-
chive entry is long enough to
need scrolling. Thefirst section of
the entry is shown in the figure to
the right.

In the middle of the box’s side
borders are two small marks
known as “scroll-marks.” The
scroll-marks indicate that the text
will scroll when clicked, and also
mark the central inactive area of
the text-box. Also notice that the
last line of text only shows the top
half of the letters. The hidden text
canbescrolled into view by click-
ing on the text itself, below the

is nearer. Scrolling stops when there is no more hidden text in one
direction, or if you drag outside the bor-

| Generation

o
["-, 5

into the headlines when a ship
under his command destroyed an
[ |attacking Ferengi patrol craft.

ders of the text-box. You can’t scroll the
text “off the end” in either direction.

By default, the text scrolls away from the
mouse, so clicking below the central area
scrolls the text up, revealing the hidden
text at the bottom. Scrolling occurs only
when the mouse-button is down, and only
when the mouse-pointer is within the text-
box. When the mouse is farther from the
central area, the text will scroll faster. You
can adjust both the sensitivity of the scroll-
ing (how fast text scrolls), and the direction
that text will move by selecting items from
the Scrolling menu. The first two menu
items control the direction that text moves
when you click in scrollable text-boxes:
towards or away from the mouse. Only

~— Scroll Mark

area between the scroll-marks. Except for this central inactive area,
mouse clicks or drags within a scrollable text-box will cause the text to

scroll, revealing hidden portions of the text. If there are no scroll-marks
in the border of a text-box, then the text won't scroll.

_ ==

one item will be checked at a time. The
bottom three menu items control how fast
the text scrolls; again, only one item will be checked at a time.
Whenever the program starts up, “Away from Mouse” and “Least
Sensitive” are checked.




Stopping the Opening Sequence

When Transinium Challenge starts up, the opening sequence and credits will loop
continuously until any key is pressed. You can do this at any time during the opening
sequence and the game will begin. The opening sequence won’t run when you double-
click on a saved game. Holding down the Option key while starting up will also prevent
the sequence fromplaying. You should continue holding the Option key down until you
see Riker first walk into the room.

To Play a New Game

If you lose, or if you want to restart a game already in progress, play the saved game
named “NewGame.ST”.

Stopping Log-Book Playbacks

When you are reviewing sequences or messages stored in the log, press any key to
stop and return control to the log-book screen.

Sounds

If you run Transinium Challenge with a System file earlier than System 6.0.2, sounds
will not be available. The Sound menu will be dim, with a dimmed menu-item that says
“Can’t Play Sounds.”

Under System 6.0.2 or later, you can toggle sounds on and off by selecting the “No
Sounds” item under the Sound menu. A check-mark in front of the item means that no
sounds will be played. Be sure you have the sound turned on (use the Control Panel) and
the volume set high enough or you won’t be able to hear the sounds being played.

RAM Cache

Transinium Challenge works better if it has at least 32K of RAM cache. You
can set this for the entire system using the Control Panel. More than 32K is better,
but you might use so much RAM cache that Transinium Challenge won't have
enough memory leftto run. Thus, you should balance the usage of RAM cache and
main program memory according to how much memory your system has. Even
on a 2-floppy 512KE, there is probably enough memory to have the minimal 32K
of RAM cache.

Note that if you change the amount of RAM cache, or turn it on or off, you must
restart your machine in order for the changes to take effect.

"I'm on Silasia II,
Commander, in the
Federation outpost.”

Contact

Geordi reports his position and awaits further instructions. Using the Go
To... button will present other locations for him to beam to. The Come Here
button will cause Geordi to beam to whatever room Riker is currently
occupying.

Report instructs Geordi to look around the room in much the same way that
Riker does, giving his appraisal of anything he finds there. If you use the
Report button repeatedly, he will cycle through each object or character he
finds, and then start over again.

Riker will also be able to contact noncrewmembers, when they are in
range. When this happens, you will be able to pick from a set of topics,
and get opinions of the character contacted. However, you won't be able
to make decisions on those topics during such contact.

“Use the Report button to keep track of characters in several different
locations at the same time. If something new appears somewhere, your
crewmember will find it and let you know about it.”

THE TRANSINIUM CHALLENGE




Navigate

STAR TREK: THE NEXT GENERATION

THE TRANSINIUM CHALLENGE

The Navigate Icon is used to move the ENTERPRISE from one location to
another. Each planet or asteroid is a hotspot controller; using one will
move the ship fo a corresponding location. This is useful because different
Away Team destinations become available each time you navigate.

Note that you can only use the Navigate icon while aboard the
ENTERPRISE. Also, any crewmembers off-ship at the time you choose to
change ship locations are automatically beamed aboard the ENTERPRISE.

S/ILaAdSId SYSTEM

Navigate

Transporter

Transport

You can use the transporter to beam Riker and his crew from one place to
another.

Using the Transport icon when aboard the ENTERPRISE will first move Riker
to the transporter room if he isn't already there. There, you can assign one
or two crewmembers to accompany Riker. Current members of the Away
Team have a small “A” at the top left corner of their icons. In this example,
Worf and Crusher are members of the Away Team. To remove a currently
assigned member, use their icon again, and the “A" will disappear. If you
try fo assign more than two, one of the existing Away Team members will
automatically be dropped.

Captain Picard is dimmed because he will not leave the ship during this
mission. In other episodes, he will indeed leave the ENTERPRISE to take

matters into his own hands.

Once you are satisfied with the composition of the Away Team, use the Go
To... button fo select a destination.

If Riker is not aboard the ENTERPRISE, no Away Team selection screen is

needed. Using the Transport icon then will move you immediately to the
destination selection screen.




Selecting a
Destination

STAR TREK: THE NEXT GENERATION
THE TRANSINIUM CHALLENGE

Whether Riker is off-ship or aboard the ENTERPRISE, each destination icon
represents a place to beam to. Notice that here the ENTERPRISE is

represented by a destination icon, but it is dimmed. That's because we are
currently aboard the Enterprise.

Enterprise Base |1 Outpost

Choose Away Team

Transport

You can select either of the other two icons to beam to Base 11 or
Outpost. Incidentally, these are the same icons that will appear after using
the Go To... bution on the Consult screen (see page 11).

When the Away Team materializes, Riker will look around the room,
showing you what he finds there.

Move Around

Computer Room

Move Around

No matter where Riker is, you can use the Move Around icon to move him
from one room to another. This eight-sided platform will wheel into view.
Each archway on the platform represents a direction for possible travel.

Buttons containing the names of rooms adjoining the one currently
occupied by Riker appear near the corresponding direction for travel. For

example, Riker will go to the Computer Room when you use the bution
located at the “east” corner.

If there are no buttons visible at all, there are no rooms adjoining the
current room. You can only beam Riker in and out of a room like that.

Tip:

“Members of the Away Team will follow Commander Riker as he moves
from room to room except aboard the ENTERPRISE, where we all have our

jobs to perform.”
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The Conference Lounge is a special location aboard the ENTERPRISE
where Riker and the crew can exchange opinions about the various topics
so far encountered.

Once you have moved Riker to the Conference Lounge, use the Look
Around icon to focus him on the table. Then use the Conference button.
You will be presented with, on the left, a button for each topic so far
encountered by Riker. (Note that more topics will be added to this list as
the mission proceeds.) On the right are the familiar crew icons.

You can set a topic for discussion by using one of the topic buttons on the
left. The topic currently under discussion is presented at bottom. Once you

have settled on a topic, use the crew icons. Each crewmember will give
you any opinion he or she may have, but no proposal. This is a general

conference, not a forum for action.

To end the conference, leave the room by using the Move Around icon.

q The Nodule
The Ambassador
| Asylum Request

Combat Icons

THE TRANSINIUM CHALLENGE

In the Transinium Challenge, the ENTERPRISE may find itself attacked by
alien vessels. If negotiation to avoid conflict is not a viable option, you can
elect to give chase and engage in batle. When you do, the eight icons at
the bottom of the screen will be replaced by these eight Combat icons.

« Impulse Retreat/Impulse Advance — Use these to
close in on your quarry, or pull back to a safer
distance.

Retreat Advance

Shields Up Shields Down

« Shields Up/Shields Down - Shields will reduce dam-
age to the ENTERPRISE when she is hit. Dropping
them, however, can serve fo lure in an aggressor.

» Phasers/Torpedoes — These fire the weapon of your
E ; choice. Your crew will report on the effectiveness of
Phasers Torpedoes your O"OCI(.

« Evade - Reduces the likelihood that the ENTERPRISE
will take a hit. But it also reduces the accuracy of
your own fire.

Evade Disengage

- Disengage — You can disengage Riker from battle ot
any fime. But Captain Picard will be watching and
judge his First Officer accordingly.

Each time you take some action during combat, the enemy will respond.
And since all combat actions are presented as they would be in a televised
episode, you can give orders in advance of their being carried out. Strategy
tip: don’t commit the ENTERPRISE too quickly to a course of action. React to
your enemy’s moves, as it reacts to yours.




Crew Profiles
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Captain Jean-Luc Picard — At the time of events depicted in
The Transinium Challenge, Picard was deeply concerned with
reports of his early promotion fo the rank of Admiral, years
ahead of his own personal schedule. Unexpected withdrawal
from active duty would be repugnant in the extreme.

Commander Will Riker — Eager for a test of his command
ability, Riker nonetheless regretted the circumstances of this
opportunity. Preventing the further loss of life is always his top
priority. His personal career objectives were, at the time,
qmckly forgotten.

Lieutenant Commander Data - Lately, Mr. Data had become
fascinated with the notion of childhood. Since he had none,
having sprung fully formed from the brow of his creator, Data
wondered if time spent with children could possibly give him
an appreciation of what he had missed, and thereby help to make him
more human.

Counselor Deanna Troi — Captain Picard urged Troi to
counsel Riker as she would counsel Picard himself in this
situation. She knew she could put her personal feelings for
Will aside as he undertook this challenge, but she wondered:
could W||| put aside his feelings for her?

Lieutenant Geordi La Forge — A recent offer by a leading
medical research university of a new technique to give him
biological sight froubled Geordi. Though their intentions were
certainly good, he always regarded his special vision to be a

gift, and not a disability.

Lieutenant Worf — The presence of a Klingon base in the
Aquila region intrigued Worf. He hoped fo be able to spend

time with a fellow Klingon in a companionable manner, and
not as guarded adversaries divided by policy.

CMO Beverly Crusher, M.D. — The inadequacy of medical
facilities in the outlying reaches of Federation space appalled
Crusher. She was convinced that the extensive loss of life in
the Aquila system could have been prevented, and regretted
that minimal standards of care had not been established throughout the
inhabited systems.

THE TRANSINIUM CHALLENGE




The Aquila
System

STAR TREK: THE NEXT GENERATION

i,
Aquila Onf___u

" Aquila Four

- Asteroid 22w

Asteroid 3015

From Earth, the star known as Aquila is a bright point in the evening sky.
But up close, its magic fails to materialize. A standard yellow dwarf circled
by worlds of thwarted potential, its main distinguishing feature is the
asteroid belt located between the third and fourth worlds.

Federation scientist Dr. Alfred Parks first discovered the relatively recent
origin of the asteroid belt; it appeared to have been created less than
eight hundred years prior to his arrival, a mere instant figured in the drift
of stars.

Though there are traces of a lost civilization among its barren worlds, who
they were, and where they've gone remained a mystery when the

ENTERPRISE began its investigation.
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Rock idiom and has performed exfensively in New York City.
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York University’s Tisch School of the Arts. She has been working with computers for
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researcher and graduate student. When not buried under mounds of computer
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or dreaming of escaping fo South America where he once lived and hopes soon to
return to.
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Coming Soonl “STAR TREK: A Hostage to Reason” The second title in Simon &
Schuster Software’s new line of simulated STAR TREK episodes. In this reakHime
hostage drama, ENTERPRISE Captain James T. Kirk falls victim to Romulan
kidnappers. Spock is forced to choose between duty, and personal loyalty to his
captain, and friend.

Don't miss itl

Important! Read Before Using Diskette
END USER LICENSE AGREEMENT

The software in this package is provided to You on the condition that You agree with SIMON & SCHUSTER,
INC. (“S&S") to the terms and conditions set forth below.

Read this End User License Agreement carefully. You will be bound by the terms of this
agreement if you use the enclosed diskette. If You do not agree to the terms contained in this End User
License Agreement, return the entire product, along with your receipt, to Simon & Schuster, Inc., Computer
Software Division, 15 Columbus Circle, 14th Floor, New York, New York, 10023, Att: Refunds, and your
purchase price will be refunded.

S&S grants, and You hereby accept, a personal, nonexclusive license to use the software program and
associated documentation in this package, or any part of it (“Licensed Product”), subject to the following terms
and conditions.

1. License
The license granted to You hereunder authorizes You fo use the Licensed Product on any single computer
system. A separate license, pursuant to a separate End User License Agreement, is required for any other
computer system on which You infend to use the Licensed Product.

2. Term
This End User License Agreement is effective from the date of purchase by You of the Licensed Product and
shall remain in force until terminated. You may terminate this End User License Agreement at any time by
destroying the Licensed Product together with all copies in any form made by You or received by You. Your
right fo use or copy the Licensed Produce will terminate if You fail to comply with any of the terms or
conditions of this End User License Agreement. Upon such termination You shall destroy the copies of the
Licensed Product in your possession.

3. Restriction Against Transfer
This End User License Agreement, and the Licensed Product, may not be assigned, sublicensed, or otherwise
transferred by You to another party unless the other party agrees o accept the terms and conditions of this
End User License Agreement. If You transfer the Licensed Product, You must at the same time either transfer
all copies whether in printed or machine- readable form to the same party or destroy any copies not
transferred.

4. Restrictions Against Copying or Modifying the Licensed Product
The Licensed Product is copyrighted and may not be further copied without the prior written approval of
S&S. Any unauthorized copying is in violation of this Agreement and may also constitute a violation of the
United States Copyright Law for which You could be liable for civil or criminal suit. You may not use,
transfer, modify, copy or otherwise reproduce the Licensed Product, or any part of it,
except as expressly permitted in this End User License Agreement.

5. Protection and Security
You shall take all reasonable steps to safeguard the Licensed Product and fo ensure that no unauthorized
person shall have access fo it and that no unauthorized copy of any part of it in any form shall be made.

6. Limited Warranty

If You are the original consumer purchaser of a diskette and it is found to be defective in materials or
workmanship (which shall not include problems relafing to the nature or operation of the Licensed Product)
under normal use, S&S will replace it free of charge (or, at S&S's option, refund your purchase price) within
30 days following the date of purchase. Following the 30-day period, and up to one year after purchase,
S&S will replace any such defective diskette upon payment of a $5 charge (or, at S&S’s option, refund your
purchase price), provided that the Limited Warranty Registration Card has been filed within 30 days



following the date of purchase. Any request for replacement of a defective diskette must be accompanied by
the original defective diskette and proof of date of purchase and purchase price. S&S shall have no
obligation to replace a diskette (or refund your purchase price) based on claims of defects in the nature or
operation of the Licensed Product.

The software program is provnded “as is” without warranty of any kmd, either
expressed or implied, i g but not limited to the implied warr of
merchantability or fitness for a pcrhculur purpose. The entire risk as to the quality and
performance of the program is entirely with You. Should the program prove defective,
You (and not $&S) assume the entire cost of all necessary servicing, repair or correction.

Some states do not allow the exclusion of implied warranties, so the above exclusion
may not apply to You. This warranty gives You specific legal rights, and You may also
have other rights which vary from state to state.

$&S does not warrant that the functions contained in the program will meet your
requirements or that the operation of the program will be uninterrupted or error free.
Neither $&S nor anyone else who has been involved in the cmhon or produchon of this
product shall be liable for any direct, indirect, incid I, special or

damages, whether arising out of the use or mabllny to use the product, or any breach of
a warranty, and S&S shall have no resp bility pt to replace the diskette pursuant
to this limited warranty (or, at is option, provide a refund of the purchase price).

No sales personnel or other representative of any party involved in the distribution of the Licensed Product is
authorized by S&S to make any warranties with respect to the diskette or the Licensed Product beyond those
contained in this Agreement. Oral statements do not constitute warranties, shall not be relied upon by You,
and are not part of this Agreement. The entire agreement between S&S and You is embodied in this
Agreement.

General
If any provision of this End User License Agreement is determined to be invalid under any applicable statute

or rule of law, it shall be deemed omitted and the remaining provisions shall continue in full force and effect.

This End User License Agreement is to be governed by and construed in accordance with the laws of the
State of New York.

TECHNICAL ASSISTANCE

Starfleet Technical Support will be happy to provide assistance to any player
who has difficulty with the technical aspects of the program. These include
any problems in booting the program disk and issues of hardware
compatibility. Such queries may be addressed by electronic voice
transmission to (212) 373-7770.

However, technical support staff members are prohibited from answering
any questions about the content of The Transinium Challenge. Information
regarding the’ mission remains classified and cannot be released.

Information about program bugs and other comments on The Transinium
Challenge should be sent to the following address: Starfleet Technical
Support Center, Simon & Schuster, Inc., 15 Columbus Circle, 14th Floor,
New York, New York, 10023.

The Transinium Challenge: Replacement Order Form

Please use this form when ordering a replacement for a defective diskette.

A. If Ordering within Thirty Days of Purchase

If a diskette is reported defective within thirty days of purchase, a replacement diskette will be provided free of charge. This card must be
totally filled out and accompanied by the defective diskette and a copy of the dated sales receipt. In addition, please complete and return
the Limited Warranty Registration Card.

B. If Ordering after Thirty Days of Purchase but within One Year.

If a diskette is reported defective after thirty days but within one year of purchase and the Warranty Regisiration Card has been properly
filed, a replacement diskette will be provided to you for a nominal fee of $5.00 (send check or money order only). This card must be
totally filled out and accompanied by the defective diskette, a copy of the dated sales receipt, and a $5.00 check or money order made
payable to Simon & Schuster, Inc.

Name Phone Number ( )
Address
City State Zip

Purchase Date

Purchase Price

Computer Brand and Model

Please send all requests to Product Support Center, Simon & Schuster, Inc., 15 Columbus Circle, 14th Floor, New York, New York,
10023.

Note: Simon & Schuster reserves the right, at its option, to refund your purchase price in lieu of providing a replacement diskette.

Cut along dotted lines

The Transinium Challenge: Limited Warranty Registration Card

In order to preserve your rights as provided for in the limited warranty, this card must be on file with Simon & Schuster within thirty days of
purchase. Please fill in the information requested:

Name Phone Number ( )

Address

City State Zip

Computer Brand and Model DOS Version: Memory: K

Where did you purchase this product?
Dealer Name
Address
City State Zip

Purchase Date

Purchase Price

How did you learn about this product? (Check as many as applicable.)
(] Store Display [Salesperson [[] Magazine Article [[] Advertisement
[ Other (please explain)

How long have you owned or used your computer?
[J Less than 30 days [ Less than 6 months  []6 months to a year []Over a year
What is your primary use for the computer?

[T] Business [IPersonal []Education []Other (Please explain )
Where is your computer located?

[JHome [JOffice [JSchool []Other (Please explain)




Put
First Class
Stamp
Here

Simon & Schuster Software
15 Columbus Circle 14th Floor
New York, New York 10023

Att: Product Registration






