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STAR TREK II

Our new episodes portray the second five-year
mission of the U.S.S. Enterprise. Following 1ts first
mission, the starship had returned home and entered or-
bital drydocks in the naval yards high over San Francisco,
where the vessei has been completely refit. Its basic
contours, both interior and exterior, remain generally
the same. The vessel functions in basically the same way.
However, the detalls of the vessel such as instrumentation,
read-out systems, and controls are vastly more sophisti-

cated than 1in thJ original Enterprise.

To command thi% second five-year mission, Captain
James T. Kirk has refused an Admiral's star and has man-~
aged to recrult many of the original crew. An exception
to this 1s Mr. Spock, who has returned in high honor to
Vulcan to head the Science Academy there. In fact, all of
our original crew have found themselves to be very nearily
legends in their own time. Few starships have ever com-
pleted a five-year ssion, and none but the U.S.8. Enter-
prise has returned with its original crew virtually intact.
Perhaps the explanation for so many of the crew volunteer-
ing for a second five years was thelr seeking the relative
anonymity of space./ Or perhaps these men or women cannot
find satisfaction in an ordinary life after so many years
of the highest adveénture experienced by humans.

The starship's mission remains the same -- to patrol

a section of our alaxy, to represent Earth and the Federa-
tion by assistin colonists, aiding scilentific exploration,
suppressing conflict, helping those in distress, regulating
trade, engaging in diplomatic missions with other planets

and peoples.



WHAT HAS CHANGED?

The character of MR. SPOCK will be missed, and we still
hope he will return often as a guest star. In the mean-
time, a young Vulcan named XON 18 new science officer

replacement (see page 11) and is a character with dimen-

sions and qualities uniquely his own.

First Officer of the Enterprise is COMMANDER WILP DECKER,
second in command under Kirk (see page 13). At the navi-
gator's station will be LT. ILIA, a strangely beautiful

female native of Federation planet Delta V (see page 14).

CHEKOV 18 now a full lieutenant and commands the starship
security division. "BONES" McCOY, SCOTTY, UHURA and SULU
are at thelr famlliar stations. We'll also see YEOMAN

JANICE RAND again; our former head nurse is now DR.
CHRISTINE CHAPEL. |

We will still use science fiction to make comments on today
but today 1s now a dozen years later than the first STAR

| TREK. Humanity faces many new questions and puzzles which

were not obvious back in the 1960's, all of them suggesting

new stories and themes. Also, television censorship has

relaxed enormously during those same years, opening up

8t1ll more new story areas... or certainly more honesty in

some old areas.



Television has become much more sophisticated in other ways.
Older, ponderous dialogue patterns have glven way (thank

you M.A.S.H.) to more realism through the use of fragmented
sentences, overlaps and interruptions. Better camera tech-

niques, new film emulsions and exciting new optical and

tape effects all make increased realism possible.

STAR TREK will take more looks into the private and off-
duty lives of our characters. More realism here too in
very human areas such as when and what they eat, 23rd

century bathing, changing clothes, playing and relaxing.

There willl be less "battleship sterility" in the design of
the refit Enterprise. Bridge, engineering and other work
sections will still tend toward functionalism. But in
other sections of the vessel we'll see something of the

art forms appreciated and collected by inter-atellar trav-
ellers. Affection for life forms will extend to vegetation
and we'll see exotic and sometimes mysterious plant life

collected from half a hundred worlds.

The essential format will not change. Action-adventure,
entertalnment, and some fun for us too as we speculate
where we humans are, where we're going, and what it's

really all atout,.



WHAT IS A STAR TREK STORY?

While the construction and development of all television
series stories is similar, STAR TREK's attraction to both
its fans and general audience has been unique. Its attrac-
tion has also been extremely broad, ranglng from children
to college presidents and astronauts. The more successful
STAR TREK episodes have all followed five basic rules:

1. OUR STORIES ARE ABOUT PEOPLE (WHO ACT ?ELIEVABLY)

STAR TREK 18 not about science and gadgetry. All
good stories are about people and science fiction is no
exception.” The more Seiievqﬁlg the people, the better
the story. Science fiction story characters must be
written as carefully as characters in any contemporary
drama, reacting and interacting as real people behave.

Whatever gadgetry we show must be believable too -- it
must be an extension of some present science fact or theory.

2. AN OFTIMISTIC PROJECTION OF THE FUTURE

If our soclety at the time of STAR TREK has advanced
to a point of interstellar travel and co-existing with
diverse planets and life-forms -- then it must be assumed
that we have also sclved our petty squabbles and prejudices
of the twentleth century. They would have also learned an
affection for diversity; they do not Judge other worlds and
other life forms by Earth standards. However, on Earth or
on the Enterprise, life is nct dull —- the challenge of

self and self-improvement have replaced the old fears and
aggressions.

- 3. THE STORY P.0.V. IS THAT OF OUR CAPTAIN AND CREW

"These are the voyages of the starship Enterprise"...
and the adventures of 1ts captain and crew. We see and feel
our stories through the eyes and emotions of our regular
characters. Story can depart briefly to the POV of a guest
star, but always returns to indicate how this action has
affected our regular characters of the vessel they depend

~upon. It 1s not enough for our starship and crew to run
into something fascinating in space or on a strange new
world. That "something® they run into must also create a

strong Jeopardy or a need involving one or more of regular



3. THE STORY P.0.V. (Continued)

characters. A jeopardy or need involving a guest star is
not enough unless that guest star's safety and/or need has
become of paramount importance to one of our regular
characters.

4. QUR REGULARS ARE HEROES

They believe that their word and their oath is their
bond. They believe there are principles worth a 1life of
discomfort and danger and even carry the "old fashioned"
belief that there are things even worth dying for if neces-
sary. However, in most other ways they are very much 23rd
century humans and have few of the sexual, social and econ-
omie hang-ups of their 20th century ancestors. Thelr values
and ideals do not center exclusively on things affecting
only Earth and humans.

5. OQUR HOME BASE IS THE U.S.S. ENTERPRISE

OCur starship is very definitely one of the characters
in our series. It 1s the focal point of the lives of all
our regular characters. Our stories have always either
begun or ended aboard the starship, and many of our best
tales have taken place entirely aboard that vessel.



THE STAR TREX SCRIPT FORMAT

THE TEASER

We open with action, always establishing a astrong
Jeopardy, need, or other "hook."

THE ACTS

Four acts, Act One usually begins with VOICE OVER
as Captain Kirk dictates his log and tells us where
we are and what i1s going on. Any necessary back
story should be laild in here, not in the teasenr.
The Captain's Log should be succinet and crisp...
in ship commander "log" language.

Opening Act One, we need some form of orbit, estab-
lishing or other silent shot to gilve us time for
both Captain's Log and opening credits.

A fast pace, avoiding long philosophical exchanges
or tedious explanations of equipment. Our cutting
technique is to use the shortest possible time
between idea and execution of it. For example:
Kirk declides that a landing party will transport
down to a planet... HARD CUT to lights blinking on
the Transporter console, PULL BACK to REVEAL the
landing party stepping into the Transporter.

CAST AND SET LISTS

Cast and set lists with your draft.



THE U.S.S. ENTERPRISE

THE VESSEL

The U.3.S. Enterprise 1s a spaceship, official
designation "starship class,’ somewhat larger than
a present-day naval crulser, it 1s the largest and
most modern type of vessel in the Starfleet service.
It has a crew of 430, approximately one-half female.

The Enterprise provides a "home base," a familiar
and comfortable counterpoint to the bizarre and
unusual things and places we see during our episodes,
Where possible try to emphasize and play to the

gslze, complexity, and varied functions of.the Enter-
prise. This does not mean you must always use the

Enterprise but we usually start or end each story
there.

The Saucer,Sedﬁion of the vessel (at the top of
which is our command bridge) is eleven decks thick
at the mlddle. The Engineering Section (to which
the two engine nacelles are attached) 1is equally
large and complex, contains at the rear a hangar
deck large enough to hangar a whole fleet of today's
Jetliners. Turbo elevators, which can run both
vertically and horizontally, interconnect every
deck and compartment of thls huge vessel.

Included in addition to our bridge, sickbay, Cap~-
tain's cabin and other familiar atanding sets, are
the widest possible variety of labs and technical
departments, computer rooms, storage faciiitles,
passenger accommodations, and cargo facilities,

The refurbished Enterprise 1s slightly changed,
Just enough for the audience to say "Yes, it is the
Enterprise, and even }ovelier than before..."
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THE CREW

But even in this futuk century we will see some
traditlonal trapplngs;,|ornaments, and styles that
suggest the Asiatic, the Arabic, the Latin, etc.

So far, the Vulcan of{;cer has been our only crew-
man with bloodlines fyom another planet. However,
it's likely in STAR TREK II that we will find other

aliens or part allens working aboard our Starship.

International in orighf, completely multi-raclal.



THE CREW (Continued)

Be inventive! Use the crewmen (extras as well as
actors) to help suggest the enormous diversity of
our vessel. For example, playing a scene in leisure
attire as our people pass in sports gear obviously
golng to or comlng from a gymnasium or such. Life
abcard the Enterprise (believably again, as in a

present-day naval cruiser) is not all hard work and
stern devotion to duty.

SHIP'S POWER

The Enterprise engines (the two outboard nacelles)
use matter and antl-matter for propulsion, the
annihilation of dual matter creating the fantastic
power required to warp space and exceed the speed of
light.

The Enterprise has a secondary propulsion system.
These are impulse power engines (same principle as
rocket power), located at the rear of the "saucer
section."” Vessel speed, when using the impulse
engine 1s, of course, less than the speed of light.
In case of total fallure of all engine power sources,
the vessel's gravitational and 1ife support systems
can be switched to battery power, with a full-ldad
capaclty of about one week.

Hyper-light speeds or space warp speeds (the latter
is the termirology we prefer) are measured in WARP
FACTORS. Warp factor one is the speed of light --
186,000 miIes per second (or somewhat over six
hundred million miles per hour). Note: warp fact-
ors two, three and four and so on are based upon a
geometrical formula of light velocity. Warp factor
two is actually elght times the speed of light; warp
factor three is twenty-four times the speed of 1light;
warp factor four is sixty~-four times the speed of
light, and so on.

Maximum safe speed is now warp elght. At velocities
past warp eight the vessel begins to show consider-
able strain and are used only in emergencies.

SHIP'S WEAPONRY

The main weaponry of the U.S.S. Enterprise is its
banks of 'ship's phasers," which are artillery-sized
versions of the hand phaser and phaser pistol.



SHIP'S WEAPONRY (Continued)

From the Bridge, phaser power can be aimed in any
direction and our Optical Effect here is "blips" or
"squirts” of blue phaser fire, which are emitted
from the vessel's main strut. These can act
directly against target very much as hand phaser
fire, but on a much larger scale. Phaser fire can
also be set for proximity explosion and act some~
what like '“depth charges."

The Helmsman acts as weapons officer. Under the
Captain's direction, he coordinates the fire from
the phaser rooms, using the vessel's navigational
aids to lock the phasers on target and, on the
Captaln's order, engaging the circults which fire
these weapons. :
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CAPTAIN JAMES T. KIRK

A shorthand sketch of Kirk might be "a space-age Captain
Horatlo Hornblower," constantly on trial with himself,
a strong, complex personality.

With the Starship out of communication with Earth and
Starfleet bases for long periods of time, a Starship
captain has unusual broad powers over both the lives and
welfare of his crew, as well as over Earth people and
activities encountered during these voyages. FHe also
has brecad power as an Earth Ambassador may discover.
Kirk feels these responsibilities strongly and is fully

capable of letting the worry and frustration lead him
into error.

He 1s also capable of fatigue and inclined to push him-
self beyond human limits, then condemn himself because
he 1s not superhuman. The crew respects him, some almost
to the polnt of adoration. At the same time, no senior
officer aboard is . fearful of using his own intelligence
in questioning Kirk's orders and can themselves be
strongly articulate up to the point where Kirk signifies
hls decislion has been made.

Kirk i1s a veteran of hundreds of planet landings and
Space emergencies. He has a broad and highly mature
perspective on command, fellow crewmen, and even on alien
life customs, however strange or repugnant they seem when
reassessed agalnst Earth standards. ‘

On the other hand, don't play Kirk like the captain of
an 1812 frigate in which ncething or no one moves without
his command. The %:terprise crew 1s a finely-trained

o

team, well able t nticipate information and action
Kirk needs.

Aboard ship, Captain Kirk has only a few opportunities
for anything approaching friendship. One exception 1is
with ship's surgeon Dr. McCoy, who has a legitimate pro-
fesslonal need to constantly be aware of the state of

the Captain's mind and emotions. But on a "shore leave"
away from the confines of self-imposed discipline, Jim
Kirk 1s likely to play pretty hard, almost compulsively
80. It 1s not impossible he will let this-drag him at
one tlme or another into an unwise romantic liaiscn which
he will have great difficulty disentangling. He is, in
short, a strong man forced by the requlrements of his
ship and career into the often lonely role of command,
even lonelier because Starship commard is the most diffi=-
cult and demanding task of his century.
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LIEUTENANT XON

Can a twenty-two-year-old Vulcan on his first space
voyage fill the shoes of the legendary Mr. Spock? XON
(pronounced Zahn) was selected by the Vulcan Science
Academy to attempt exactly that. Kirk was stunned when
his new science officer reported aboard and found him

to be a little more than a boy. (Xon looks something
like a young Michael York wtth pointed ears.) Kirk had
assumed the replacement was someone near Spock's age.

The renorts he had read on Xon listed him as a prominent -
scientist and teacher.

The truth 1s that Xon is a genius, even by Vulcan stan-
dards. As we'll see in our episocdes, he is as competent
as Spock in all flelds of science. He lacks knowledge,
however, in'one very important aréa, -- the human equa-
tion. Unlike Spock, Xon 1s a full Vulecan. He had no
human mother to acquaint him with the Earth species, he
has no human half with which to feel and understand
human emotions.

Xon reallizes that the reason that Spock performed so

well in his tasks on board the Enterprise was that he

was half human and therefore could understand emctional
human nature. In order to perform as well as Spock, he
knows he 1s going to have {7 elimlnate his Vulcan re-
vulsion at emotional displays. He is, in fact, going

to have to reach dowmn within himself and find the emotlons
that his soclety has resprassed for thousands of years

80 that he will have some basis for fully understanding
his human assoclates.

What this means i1s: whereas Spock was engazed 1n a
econstant battle within himself to repress his emotions
in order to be more Vulcan-like, Xon will be engaged in
a constant struggle within himself to release his buried
emotions to be more human-like for the sake of doing a
good job «- his primary consideration. This will be at
least as difficult for him as it was for Spock to main-
tain his stoic pose.  Also, we'll get humor out of Xon
trying to simulate laughter, anger, fear, and other
human feelings.

The new science officer accepted the Enterprise assign-

ment with much trepidation. He has no doubt that he can

competently handle the sclentific aspects of his job,

but he fears the crew might expect him to be a dunlicate
of Spock as well as a replacement, These fears have oeen
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realized and hanging over the early episodes. So also
is the unsald comment, "Mr. Spock never did it quite

like that." Nor 1is Captain Kirk overly fair to Xon in
the beginning. Spock's friendship was a deep, important
thing to Kirk and the Captain 1s now almost arbitrarily
rejecting the possibility of a meaningful relationship
with the young Vulecan. However, the more difficult Lieu-
tenant Xon's situation, the more we'll like him and the
‘more we'll want him to succeed in this difficult assign-
ment.

As a full Vulcan, Xon 1s even stronger than Spock. He
can endure lack of water and high temperatures for very
long periods. All his senses are particularly keen.

He has strong Vulcan mind-meld abilities.

The young Vulcan lieutenant is constantly shocked by
huiman behavior. In preparing for this assignmeht, he
made himself quite an -eéxpert on.human behavior and -his-
tory. And it 1s amusing to see him try to apply this
knowledge too logically and too literally. Nothing he
studled quite prepared him for the real thing. Although
Xon tries hard to hide his surprise and discomfitures,
the crew 1s aware that 1t exists. They often go out of
thelr way to exaggerate theilr human qualitiles, further
distressing the young Vulecan. But this 1is not done in
mean spirit and never in a situation where it will
interfere with starship efficlency. We will suspect
that life among humans 1s causing Xon to begin to feel
some emotlions himself. On his planet this is, of course,
grossest of sins and the young Vulcan makes every efrfort
to hide any sign of this "weakness."

The science officer presides over a large console which
is known as the "Library-Computer Station." It is
second in importance only to ship command and is located
directly behind Captain's position.



COMMANDER WILL DECKER

In his youthful thirties, Decker 1s the ship's Executive
Officer, second in command. Kirk sometimes calls or
refers to him as "First," which is naval parlance for

‘ship's "First Lieutenant," which would have been Decker's

title in the days of sailing ships. W1ll Decker ccmes
very near to worshipping kirk and would literally rather
die than faill him. The prime responsibility of a "First"
is to provide his captain with the most efficlent crew.
and vessel possible and W1lll Decker takes this responsi-
bility seriously.

When not absorbed in his task of keeping the Enterprise
at top fitness, Will Decker is a very humorous man. He
particularly enjoys playilhg the "too perfect," spulless
marionnette of an officer. The Joke can be confusing to

~others because Will can become &aimost that kind of of=-

ficer when Kirk's welfare or the safety cf the ship 1is
involved. .

We can see that Jim Kirk is very much in the process of
training the young commander for the responsibilitiles
of Starship command someday. We will see that future
captain begin to happen during this five-year mission.

In areas of loglistics and organization, he has a keen
and analytlical mind, one upon which Kirk wilil rely
heavily. He will command some landing partles and many
decislions will be life-and-death choices.

Will's background 1s all service: his father, his
father's father were Academy graduates, Starflzet of-
ficers of flag rank. Someday, surely, he will wear a
star. Because of his heritage, and becavse he had

been groomed since nearly >irth four command. He has
friends, but tends to protect his privacy while respect-
ing others'. Bctween Kirk and Decker is a kind of
father/son relationship that each cherishes.
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. LIEUTENANT ILIA

ILIA (pronounced "Ill-ee-ah") 1s a young female of

Planet 1l4-Deita V, which has recently jJjoined the Federa-
tion. The Deltan race 18 much older than humans, with
brains much more finely evolved in areas of art and

‘mathematics. These abilities make her a superb navi-

gator and her artistic abilities are evident 1in her
sure, flowing precision at this task.

Her face 1is breathtakingly beautiful. But like all
Deltans, she is completely hairless except for the eyes.
Her smooth, slender bare head has the almost sensual
quality of delicately contoured nudity, always hildden
vefore in other women. It gives her a striking, almost
"Egyptian" look, particularly when wearing a D€ltan
jewel-band head ornament. e, S

Tlia's intelligence level 1s second only to the Science
Officer and she has also the esper ablllitles common on
her planet. Unlike the mind-meld of Vulcans, it simply

is the abllity to sense images in other minds. Never
words or emotions, only imazes... shapes, sizes, textures.
Cn her planet, sexual foreplay consists largely of lovers
placing imases in each other's minds.

Just as Vulcans have a problem with emotions, Ilia has

a problem which accompanies her aboard the starship.

On 1l4-Delta V, almost everything in life 1s sex-oriented
-- it 1s a part of ¢&jlery friendshlp, every social en-
gagement, every profession. It 1s simply the normal way
to relate with others there. Since constant sex is not
the pattern of humans and others aboard this starship,

Ilia has totally repressed this emotion drive and social
pattern.
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DR. LEONARD "BONES" McCOY

Played by DeForest Kelley, Dr. McCoy is Senior Ship's
Surgeon of the U.S.S. Enterprise, head of the Medical
Department. As such, he 18 responsible for the health
and chysical welfare of the crew of the Enterprise.

He also has broad medical science responsibilities in
arcas of space exploration.

As Senlor Ship's Surgeon, "Bones" McCoy i1s the one man .
who can approach Captain Kirk on the most intimate
personal levels relating to the Captain's physical,
mental and emotlonal well being. Indeed, he has the
absolute duty to constantly keep abreast of the Cap-
tain's condition and speak out openly to Kirk on this
matter. M¢Coy is protrayed as samething of a future-
day H.L. Mencken, a very, very outspdken character, with
mare than a little cynical bite.in hisg attitudes ang
observations on 1ife. He has an acid wit which results
in sometimes shocking statements -- statements which,

under close scrutiny, carry more than a grain of truth
about medlcine, man and soclety.

Cf all the men aboard our starship, McCoy is the least
military. He 1s fillled with 1diosyncracies which fit

the character and are his trademark. For examvle, he
loathes the Transporter and system of "beaming" personnel
from the ship to planet surfaces, and leudly proclaims
that he does not care to have his moleculeg scrambled

and beamed around as if he were a radio message.

McCoy is highly practical 1in the old "general practi-
ticner" sense, hetes pillls except when they are vitally
needed, 1s not ab,ve believing that a little suffering
is good for the soul and the maturity of the individual,
He has a great fear that perfect medicine, psypnother Py
and computers may rob manxind of hls individuallty

his divine right to wrestle a bit with life. He's a
superb physician and surgeon -- often seems to be treat-
ing thg wrong ailment ~-= but usually is proven right in
the end.

Dr. McCoy 18 the oldest crew member aboard, and as such,
subject to some ribbing. ['» was married once, something
of a mystery that ended unhappily. He is a grandfather,
but unhapplly his starship duty has prevented him form-
ing the relationship with his grandchildren he would

have desired. His years provide him wisdom and experi-
ence, and offer an interesting -- and sometimes polgnant
~-- counterpoint to the younger officers and crewmen.
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Lieutenant Xon, like Spock before him, appears to regard
McCoy as a bumbling country doctor, generally achieving
cures through luck rather than scilence. But "Bones"
McCoy, like most cynics, is at heart a bleeding humanist
and the affectionate (and humcrous) feud that was car=-

ried on between Spock and McCoy 1s continued between
McCoy and‘Xon.

‘With the considerable difference, however, that McCoy
feels the "feud" 1is a very private affair concerning
himself and Xon -- and McCoy has been known to severely
chastise (in private) those crewmen and officers who
have been guilty of unfairness to the young Vulcan in
comparing his efforts to Spock's. If you accused McCoy
of protecting Xon, he would vehemently deny it.
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OTHER RUNNING CHARACTERS

ENGINEERING OFFICER ICITT -« Montgomery Scott, rank of
Commander, Senior Engineering Officer on the U.S.S.
Enterprige, portrayed by James Doohan, he 1s known to
most as "Scotty,"” and with an accent that drips of
heather and the highlands.

Scotty came up through the ranks and his practical
education is as broad as his formal training in Engineer-
ing. He has rare mechanical capacity, many claim he can
put an engine together with baling wire and glue... and
make 1t run. He regards the U.S.S. Enterprise as his
personal property and the Engineering Section as his
private world where even Captain James Kirk is merely
a privileged trespasser. e : , o
.Engineering and spaceships are his life. His idea of a
pleasant ‘afternoon 1s tinkering in an Engineering Sec=-
tion of the vessel; he 1s totally unable to understand
why any sane man would spend reading time on anything
but technical manuals. He 1s stronz-minded, strong-
willed and not incapable of telling off even a Starfleet
Captain who intrudes into what Scotty regards as his own
private proviace and area of responsibilities.

Kirk understands his Engineering Officer's filerce love
of his vessel and his engines, will take more "guff"
off this offlcer than almost any other aboard the ship.
Regarding him, Kirk has one rule: "If it doesn't run,
take 1t to Scotty. If he can't fix 1t, it's irre-
pairable."

UHURA -~ Rank of Lieutenant Commander, Communications
Officer, played by attractive young actress Nichelle
Nichols. Uhura was born in the African Confederacy.
Quick and intelligent, she 1s a highly efficient officer.
"Her understanding of the ship's computer systems is
second only to the Vulcan Scilence Officer, and expert

in all ships systems relating to communications. Uhura
is also a warm, highly female female off duty. She is

a favorite in the Recreation Room during off duty hours,
too, because she sings -~ 0ld ballads as well as the
newer space ballads -- and she can do impersonations at
the drop of a communicator.
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OTHER RUNNING CHARACTERS (Continued)

SULU -~ Ship’'s Helsuman, played by actor George Takedl.
Mixed Oriental in ancestry, a Lieutenant Commander,
Japarese predominating, Sulu 1is very Occidental in
.8peech and manner. In fact, his attitude toward Asians
is that they seem to him rather "inscutable." Sulu
Tancles himself nore of an old-world "D'Artagnan" than
anything else. He 1s a compulsive hobbyist; like all
"collectors," he 1s forever giving his friends a thou--

sand reasons why they, too, should take on the same
hobby.

Although these bursts of enthusiasm make him something
of a chatterbox, Sulu 1s a top officer and one of the
most proficient helmsmen in the Starfleet Service, .When
the chips are down, hé immediately’ becotes another’
Character, a terse professional, whose every word and
deed relate solely to the vessel and its safety. This
pleasant and effective "dual personality" results never
intrudes on his Job., He has never had to receive the
same order from Kirk twice.

LT. CHEKOV -~ Pormerly an ensign, the youngest officer
aboard, Chekov 1s now a fuil lieutenant with years of
space adventure behind him. He commands the security
division of the U.S.S. Enterprise, and is responsible
for matters of security and discipline both aboard the
vessel and ashore. He is responsible also for the
training of the men and women who make up his security
teams. During action stations, his post 1s on the
bridge at the damage control console. The Captain's
safety 1s Lt. Chekov's responsibility, too, very much
as the Captain's health 1s McCoy's concern,

DR. CHRISTINE CHAPEL -- Introduced in STAR TREKX I.as -
Nurse Chapel, her medical degrees have been accepted

by Starfleet, and she has returned to the U.S.S. Enter-
prise to serve as McCoy's assoclate. ' She 1is second in
command of the ship's medical section, and McCoy seems
to enJoy passing on to her every duty he finds too bor-
ing, irritating or annoying to himself. Yet ou%side of
Captain Kirk, she 1s probably McCoy's closest confidante.
An expert in psychotherapy, she has unusual abillity to
teach patients how to use the healingpowers of their own
bodies.
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OTHER RUNNING CHARACTERS {Continued)

YEOMAN -- Flayed by a succession of young actresses,

- always lovely. One such character has been well-
estatlished, "YEOMAN JANICE RAND," played by the lovely
.Grace Lee Whitney. It is a traditicn of Starfleet that
yeomen are invariably female and serve ship commanders
as a combination of executive secretary-valet-military
aide. It is a much sought-after post because of the
experience gained and many yeomen go on to eventually
become senior bridge officers and Starfleet cartalns,
As in the case of all females aboard, they are treated
co-equally with males of the same rank and the same
level of efficient performance 13 expected. The yeoman
often carries an over-the-shoulder case, the TRICORDER,
which is an electronic recorder-camera~sensor combina-
tion, immediately avellable to ‘the captiin, should he be
- away from his command console. - L
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vlth a list of existing and projected U.S.S. Entere-
} sets.,

BRIDGE

A circular, platformed set where Captain Kirk -
presides over the whole ship's complex. Ac~
cess 18 achieved to this set by means of
turbo-1ift elevators which open directly into
the set. Kirk sits in his command chair in
the inner, lower elevation, facing the- large
Bridge Viewer. Directly in front of him, also
fdcing the Viewer, sit the Navigator and the

" Helmsman at their individual console. In the
outer circular elevation of the set are various
positions for Communications Officer and
various Techniclan Crewmen and other ship's
officers. Directly behind the Captain, the
Science Officer Presides over a console which
is known as the "Library-Computer Station."

TURBC~-ELEVATORS

All throvgh the ship are turbo-lifts which can
be programmed for lateral and/or vertical
movement. One can reach most any section
aboard by activating its control vocally.

SHIP'S CORRIDORS

Curved corridors with various inter-connecting
sub-corridors, Vsrious doors and hatches open
upon a varlety of areas within the Enterprise
proper. We play these as existing on the
different decks and levels of the ship and, of
course, all have connecting turbo-elevators.

TRANSPORTER ROOM

We assume there are various Transporter Rooms
through the vessel. The one we use has access
from a main corridor. The Transporter control
13 operated by the Transporter Officer and a
Technician. They, in concert or singly, can
transport up to six people at a time, "beam-
ing" them either from or to the starship. At
certain times, objects out in apace which are
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DING SETS {Centinuesd)

emall encugh and in reasonably close proximity
can be brought aboard alsc. At one end of thie
set {5 the Trangporter chamber itzelf. It is a
circular platform with several steps leading

up to its six positions. Each person tc be
transperted stands upon one of six light panels.
There 18 a 1light panel above each position sliso.
Within this chamber, people are made tc disap-
pear and appear optically as they are "beameg"
to and from vessels or planet surfaces.

SICKBAY AND DOCTOR'S OFFICE

A three-room complex. The doctor's office has
direct access to a ship's carrider. Thers iz

T access from his office to an examining rcomnm,
also a sickbay proper. Access to the sickbay
proper can alsoc be made directly from the core
ridor. Within the sickbay, there are built-in
bed posltions with a complete dilagnostic panel
above each. This medical device scans the
patlent continually, tzkes readings and
reglsters same upon the dlagnostic panel in-
strument face., Thus, blood pressure, pulse
rate, heartbeat, respirztions and various other
readings are continually recorded and displayed
for cach patient without ths necessity of
Physical contact between doctor ard patient.

ENGINEERING DECK

A section of the ship's innards, wherein we

find the basic components of the ship's motive
force and energy. This 1s a large set, the

maln province of the Engilneering Officer (Scott).
Access to the main feed of the starship's cir-
cultry 1is available here. _ ..

BRIEFING EOOM

A large set where Kirk and Xon can convene all
Department Heads aboard for briefings, dis-
cusslons and staff meetings. A large table
wilth sufflcient chair positions. There are
library-coemputer controls and viewer built in
to the table. This get can dcuble as a ward-
room. Access directly intc a main ship's
corridor.
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SETS {(Continumed)

RECHREATION ROOM

A redrags of ather sets to zive us a variety of
mess and recreaticn facilities. In tnﬂsw, crow
members can relax and enjoy their lelisure time.
Various games such as three~dimencional chees
can be played here.

CAPTAIN'S QUARTERS

Cagtein XKirk has 2 two~room complex. One rcom
contagins his working area wher he is away {rom
the bridge. There 1is &ccess {rom this rocm to

the next room wheve his gleeping quarters are.

There iz direst access to the ghip's corridor

" from either -oom. There are viewing and com-
‘municeticns devices here as in most major seta.

THE VULCAN’S CABIN

A redregs of Captain Kirk's cabin, but will
suggest something of his homeland.

FASSENGER QUARTERS

Again, a redress of Captain Kirk's quarters un-
iess a larger area 1s reguired, at which tim
e

L will be constructed out of a redress of a
brilefing room.

SHIP'S CHAPEL

Redress of Transpcrter Room,

DININQ ROGM

Redress of other sets a3 reguired.

GYMNASYTUM

A redress of other sets. It is eufficisntly
silzed to allow varicus forms of physical exer-
cise and limited area sports, such as wrestling,
fencling, etc.

SHUTTLECKLET

rull-gized mockup of a six- or seven-passenger
ship which can be sent out on intra-~solar system
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missions. This cralt can be duplicsted in
miniature. Intericr and extericr available.

HANGAR DECK

A miniaturs s2t, optiesliy created to be 2
"huge foothall field“-size area where cur
shuttlecraft or crafts are stored. It is at
the rear of the thick clgav-shaped engineer-
ing section' of our vessel and on the scale
model is vieible the huge hangar deors which
roll open when a shuttlecreft departs from or
returns to our vessel. Caution -- miniature
-gand optical work like this is expenalve and
must ve a vital element in'the story when used.

" OTHERS

Obviously, various stories may require specisl-
ized “one-time" gets. Past exampies of this
have been a botanr section, & computer bank
area, an observation deck {with stars visible
through a window) and so on. Again, completaly
new and unusual sets are costly and should be
vital in the story 1f used. If plarnet sets and
intericrs are required, then new ship nscts
should be minimized ~- the writer must use
experience and ccmmon senge in keering coin-
struction costs within a normal television
budget.



LUPORTANT
IHPoRT

EQUIPMENT A3 TERMINALOCY

DR s 3 - 4 W A+ e S RS

TRICCRDER

A portable sensar-computer-recorder, about the

glze of 3 large rectangular handhbag, carried by-

an over~akhoulder shtrap. & remarkablie ministurized
device, 1t can be used to analyze and keep records
of almost any type of data on planet surfaces, plus
sensing or ldentifying various objects. I¢ can
also give the age of an artifact, the composition
of allen iife and s¢ on. The tricorder is usually
carried by officers to meintaln records of what is
geing on or as a portable scientific tool. It can
also be identified as & "medical tricorder" snd
carriad by Dr. MeCoy.
;THE PHASERS®

>

Hand weapons. At present we have twe phasers.
{1} the "hand phaser,”" which is hardly much
larser than a king-sized package of cigareties
and {2} the "Phaser pistol" which conailsts of
the hand phaser snapped into a pistol mount, the
handle of which 1s s power-pack, which greatly
increases the range and power of the weapon.

The reason for two rhasers ~-- in some instances
such as rrilendly calls and diplomatic missions,
our landing party would not want to beam down to

a planet with the lavger phaser pistels hanging
from their belts. The hand phaser (along with

the communicater) 1s worn on a belt hidden undey
the shirt., At cther times, the story does require
that the landing party be conspilcuousiy armed and
the large phaser pistol hanpginpg visibly from a
weapens belt fulfills that requirement.

The “phaser rifle®™ consists of the phaser pistol
adapted intc a rifle mount, thus having even
gregter ranpe and power, o

Both the hard phaser and the phaser pistol have

& varlety of settings. The ones most often used
are "ctun eftect,” which can knock a man down

and render him unconsciocus withcut harming him,
and "{ull effect," which can actually cause an
object to dematerialize and disaprear. The phaser
13 alsc capable of being set to cause an object

tc explode, or to burh a clean hole through an
object. TIn some stories, we have used the phaser
as & teol, such as a cuitting torch, Phasers can



25

FQUIPHENT (sontineed)

1

alsc be gset to "overlcad,” resulting in a8 dower
pniidun and explesion which destroys the phamer
and anything in clese proximity.

COMMURICATORS

A noptable "intercem” about the size of the hand
phaser. Mot generally used aboard vessel, sirce
there are comnunicatlons panels strategically
loeated evervwhere on the ship. The principal
uge of the commnunicator is between elements of

a landing party on a plaret surface, or from tliem
te the U.3.8. Entevorise in orblt. The commurni-
cator, activated by Iifting the antenna~grid, slso
pinpolints that peruin's position on the planet
surface; 85 that the Transperter Crew abeoard the.
vessel can beawm that person or the entire landing
party up abosrrd the vessel. It can be attached
to ths tricerder to tranamli directly into the
Enterprise computer hanks.

TRANSPORTER

VIEWERS

As discussed and deseribed earlier, 1t s =gsen~
tially a device which “"beams"” crew or cargo to
ant from planet surfaces and/or other space
vensels., It converts matter Semporarily Iinte
encergy, beaming that energy to a fixed point,
thien re~converting it back into its original
matter structure. Its ranegs is limited to about
14,000 milesJ

The generic name for any kind of wviewing scoresn.
(We avoid the word screen here and use it only
when referring to force fleld screena.) The most
important is the Bridge Viewer. This is not &
window; it is an electronic viewing screen which
can be poeinted cutside ip any direction and wiih
variocug magnifications. Most often 1t 1s aimed
in the direction of ship's travel and shows the
stars passing as we make our way through space.
In certain situatlicons, helographic Iimages can be
formed on this screen.

In ac¢dition, Intercom viewers corhiect, most areas
of the vensel., For example, Eirk in his cabin

can ¢ell Suiu or Xon on the bridge, sde them and
be seen through his intercom viewing screen.  Op
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EQUIPHENT (Conbinued:)
think of it 35 sinply & video~telephone hookup.
- Fad

There is 2lso a rectangular viewer pver the
lerary-Computer Station, on which can pe {lashed
visual informwtion from the ship's record tapes.

SENSORS

Srnie of our most useful devices., YSensor™ is cur
generic term for any equipment absard the U.S.S.
Fnterprise capable of "sernsing” or "reading®
almoat any kind of information needed in our
atories. This can inelude cowpogition of an
object met in space, its dimensicng, I a vessel,
the presence and number of human or allen life

c aboard, the meslogical apge of u wmetsorold, aimost
arything. Xon 1is generally in charge of the
cship's sensors and takes most of these readings
from his hocded gcreen at his Liébrary-Computer
Statlion.

The tricorder includes small senscrs for use on

a nlanet asurface. And there are speclallzed
navigatiocnal sensors used by the men at the helm,
medicul senscrs used in sickbay, and so on. HMHever
try tc explain or describe the sengors, simply use
them -~ they're real hecause they are there ang
they work. .

DEFLECTORS

The primary "defengive shield"™ of the U.S.8.
fnterprise. It is, in effect, an invisible force
barrier around the Enterprise which protects (he
vezsel from anything but the most sophisticalred
and peowerful weapons. It 1s sutomatlically acti-
vated by the ship's eensors when an unknown
danmer approaches., HNote: The ship's Transporter
cannot be used while the dellector screen is
operating. ’

If the vessel should be under attack, the power
of the deflecter shleid can be conslderably
increased, but a8t 4 commenaurate loss in ship's
power and at maximunm shielding can only be main-
tained for a limited tinme.

The ship alco has '"navigational deflector beams”
which,. pulded vy "navigational scanners,” sweep
out far shead of the vessel®s path through space,
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Ceflecting fram the ship's course meteoroids,
asteroids, or space dehris and other objects
vhich vould cause damade should the vessel
strile them at this enormous spead. These are
all fully autamated, operater by the vessel's

TRACTOR DBrat

Somethirg of the reverse of the deflector;,s.e.

a bean that grals and palls rather than deflecting
an! mishirg sonething atmy. This beam has A maxirnm
range of albout 126,000 miler., It can ke used

to hold a fim position alongsile another vessel,

- mull a smaller vessel tovard the Trterprise or tov
another ship out of dancer. 2Alsn, the vessel's
tractor heam car ull gall space orjocts within
trancporter range, vherapon they can ke reamed
aroard into the Transporter Roam. In short, +he
“grappling oo™t andEoring line” of our fuhire
century.




COPUTER

The logical scierntific extersion of the comuters
of our evm 20th century. Deep in the heart of +he
vescel are roxrs upon ravs of “corputer hanks® in
effect a glant electronic hrain vhich runs oar
vessel, setting course on comand, autanatically
maintairing it, operating the "life support
systans® which include atmosphere and gravity, vern
and take action against unestpected] dargers ard =0
on. Also, the campiter hanl's of the M.8.8. Enter-
prise hold almost the ertire Fody of recorded lno-
ledge of the lnman race. The ship's aorputers can
Fe connected into 'y intercam station or vieving
screen and will (verally or visually) analyze
practically any knovm infrvmation in a matter of
seconds. On the hridge, the Scierce Officer's
Library-Computer Console connects most irectly

and campletely with the ship's camputers.

COmTI VOICT:

Then an intercam station on the chip is connecterd
into the boyer banl:is for a question, the answer
is given in cur COMPUTIR VOICE. This mechanical
voice cames directly fram tne vessel's "electroric
hrain” and deals only in fact -- if an amriquous
question is asked, this voice will so inform the
questioner. It can le a disconcerting ewrerience
for same, as it vill also reject lies, misinforma-
tion and so on. It has, for example, heen used ir
courts-rattial and other forms of tyial, the
CUTFUTIR VOICT sametimes interrupting the pro-
ceadirgs in order to correct a vitress vho has
given vrong age, erroneous hirthplace, or any
false statement of lilwary-record fact.

CAPTADNT'S 106G -

The Captain's YNICT VTR, a portion of his dictated
log vhich we hear over estahlishing, silent scenes.
We need not see hin dictating it, can assme ve are
hearing portions or a recorcd dictated later, VOICT
OVER is rarely used in the "TASFR, since it terds

"~ to slow dexm the action twre. lovever, it is
2most alvays uso? at the beginrirng of ACT I, recap-
ping and explaining the baclk story and situation to
that poirt. At the vriter's discretion, it can
cpen other arcts,; explaining in terse, lxg-like fashion things
vhich might cthervise require many slov pages ir
dialogue betvzen charesters. “ost gererally, it
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tells us vhere ve are and! vhat has heen qoirg on,

and sametimes it suggests the cantain's stremm of

consciousness, ary fears or Aorws he may have

at the raament. Xeep in mird VOICE OVER itself car

hecame tedicus, keep it as short and as mich to the point as possikle.

SUBSPACE RADIN

Lieutenant Ulra, Cormurications Officer, sits at
this control station. We use the tem “"subspace®
since it is necessarv that camunications frem
Interprise to its hases are a “smace varp” effect
which travels at spedls far avceeding even that of
the Interrrise. If ve Adidl not have such Ysubspace"
or "space warp” cammunications, obviously the
Imterprise.cauld wvarp off +0 a rase and returmn
facter than a message could re sert there.

BIARTIGE AD ERDIIVGS

Ohviously, space Fnows no north or south; Airections
are in tlree planes rather than tto. our system for
giving a hoadirg, hearing or Airection is for
exarplz:  “"Unidentified ol'ject ahead on a bearing
of 37 "lark 211.7 Or the comand: "Turr to a head-
irg of 112 ax’: 15.°

MEASTIRF Hme

e use the metric systen for most close and small
measurements, such as distarce of arocher vessel
lying alorgsice, its size, etc. For long measure-
ments, such as distance hetween stars, we use light
year measurements. For exarple, the closest star
to Farth is Prowima Contauri, vhick is 4.2 light
ears avay. Other stars in our galaxy are hurdreds
of thousands of light years avay. N

NOCT:  TIE WRITER MEIND T TROUDLT [TTSTLF W
CAPUTING OR STYRYINY: SUCH TTRIS — WE WVE CTT-
LI TECHIICAL PDVISORS 0 RiVIIDT ALY, &CRIPTE.

For those vho are interested, the term PARTIC is
alse used in measuring vast cdistarces —- Parsec is
3.26 light yeors of 10.2 +rillion miles -- 2n¢,2¢5
times the radiug of the Farth's ortit., (Parallax
of one second~.) Fowver, the vriter shnld Fecp in
mind that the audience often needs rore urderstands
alle measurarents and ve often vary the alave
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statements such as: "That alien ship 1s a million
miles away and we're still being probed by its
sensors!" Generally, we use the more precise
scientific measuring terms in giving and answering
bridge commands.

STARBASE

From past stories we can assume there are seventeen
Starfleet Command Centers strateglcally located
throughout our galaxy. Thelr Commanding Officer
usually has the rank of "Commodore." These bases
provide repair, supply, replacement of personnel
and so on. They can also be used for shore leave.
The .STAR TREK FORMAT 1is to use Starbases with -
Starbase Commariders only when.vital to a stggz,
preferring to ksep Kirk and the Enterprise iar

away and out of touch, $o that the dramatic deci-

sions are Kirk's. Wwnen necessary, we can establish
our dlstance from a Starfleet Base is such that 1t
takes hours or even many days for subspace radio
messages to be exchanged.

STARFLEET AND STARFLFET COMMAMD

GENERAL

Naturally, there 1s a headquarters somewhere, general
order and a whole command hierarchy. Again, we try
to stay away from it as much as possiple. The gal-~
axy 1s incredibly vast, the problems out there are
complex, and a Starship must necessarily operate as

a semi-autonomous unit. Most of our best drama comes
out of Kirk's lonely decisions. Stay away from petty
military politics... it usually comes off as unbe-
1ievable in our advanced century. Also, kee=p clear
of "space fleet maneuvers,”" '"prlivate space yachts,"
and eimilar Buck hogers concepts.

ORDER NUMBER ONE

The only Starfleet Order that concerns us 1in most
stories is a wise but often troublesome rule which
prohibits Starship interference with the normal
development of alien 1life and alien socleties. It
can be disregarded when absolutely vital to the
interests of the entire Earth Federatlon, but the
Captain who dces violate it had better be ready to
present a sound defense of hls actions. '
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ORBIT

The Enterprise usually takes up what we term
"standard orbit" around a planet. Depending on

a numbher of conditions or needs, this dilstance

can be from one to szven thousand miles high. Our
vessel was constructed in space and has never felt
the solidity of the surface of a planet.. In other
words, it doesn't land, it stays in orbit.

CLCTHING AND RELATED GEAR

Except 1n exceptional circumstances necessary to a
story, our crew 1s always dressed in "standard
uniform" or "dress uniform." Unless an important
story point, let us provide "fatigues" and lelsure
wear, as our budpet permits. . . -

t
R ‘

Never have members of the crew putting things. into
pockets: there are no pockets. When equipment is

needed, it is attached to special belts (as in the
case of the communicator and phaser).

We do not have space suits available or other forms
of environmental sults for hostile planet surfaces.
These may be obtained for spzcial scripts but keep
in mind that we generally restrict our missions to
"Class M" planets (epproximating Earth conditions).

STARDATE

We invented "Stardate" to avoid continually men-
tioning Star Trek's century (actually, two or

three hundred years from now), and getting lnto
arguments about whether this or that would have
developed by then. Pick any combination of four
numbers plus a percentage point, use 1t as ycur
story's stardate. For example, 1313.5 18 twelve
o'clock noon of one day and 13i4.5 would be noon

of the next day. Each percentage point 1s roughly
equivalent to one~tenth of one day. The progression
of stardates in your script should remain constent
but don't worry about whether or not there is a pro-
gression from other scripts. Stardates are a mathe-
matical formula which varies depending on location
in the galaxy, velocity of travel, and other fac=
tors, can vary widely from episode to episode.

LIGHT SPEED

186,000 miles per second, or approximately .
670,000,000 miles per hour. A "light year" is
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the distance which would be travelled in one year
at that speed -- or approximately 5,800,000,000,000
miles.

SOLAR SYSTEM

GALAXY

A star (such as our sun) which includes a planet or
planets circling that star. In turn, these planets
may have setelllte bodies circling them, known &s
"moons." ASTEROIDS often circle suns, too, or céan
be found in deep space, and might be generally
described as "solar debris" left over in the form-
ing and/or destruction of celestial bodies.

"

Most simply stated, this 1s a cluster of billions
of billions of solar systems, such as described
above. Our galaxy, the one which includes Earth,
is a saucer-shaped "star cluster" (we are seeing a
part of 1t when we look at the "Millky Way") and 1s
approximately 100,000 light years in dlameter and
12,000 light years in depth at the center.

Thus, to patrol only a small part of this gigantic
cluster of matter, our starship must be capahle of
travelling hundreds of times the speed of light.
Our galaxy hes not yet been fully explored by the
Federation's starships ~- there are still vast
unknown areas even in the sector assigned to the
U.8.3. Enterprise.

NOTE: Our starship will never leave our zalaxy =--
by conservative scientific estimate, 1ts uncounted
millions of suns and planets include at least
several billion planets quite like Earth -- nore
than enough adventures for even an unusually lcng
television run.

THE UNIVERSE

We won't pretend to be able to describe this, but
1imiting ourselves to the same kind of general
explanation above, 1t 1s made up of untold billlons
of billions of galaxies. If the imagination is
staggered by the dlstances between the stars of ocur
own galaxy, then the empty space between the
galaxies is almost incomprehensibtle. For this
»eason alone, our starshlp never visits other
galaxies -- at even the maximum warp speed of our

L4
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HUMAN

vessel, it would take thousands of years to even
approach near our nearest galaxy neighbor.

This term or the term "humanity" are used only
when referring to Earth man or woman. It in-
cludes, of course, any of mankind's descendants
which may have colonized other planets. An Alien,
which looks human, is generally referred to as a
humanold biped or some similar descriptive term.
Vulcans are, for example, humanoid bipeds.



34

SOME QUESTIONS AND ANSWERS

The mission of the U.S.S. Enterprise? Isn't it something
1Tke that of, say, Fnzlish warships at the turn of the

century?

Very close. As you recall, in those days vessels of the
major powers were assigned to sectors of various oceans,
where they represented their government there. Out.of
contact with the Admiralty for long periods, the cap-
tains of such vessels had broad discretionary powers 1in
regulating trade, bush wars, putting down slavery,
agssisting scientific investigations and geological sur-
veys, even to become involved in relatlively minor items
like searching for a lost explorer or school mistress.

i

Do the sclence fiction_groa hdvevaﬂy helpful hints for us?

Yes. Beware of getting too wrapped up in The Wonder
Of It All. The quality of a sf tale is usually

inversely proportionate to the pretensions a writer
brings to 1it.

Is the starship U.S.S. Enterprise a military vessel?

Yes, but only semi-military in practice -~ omitting
features which ere hecavily authoritarian. For exemple,
we are not aware of "officers"” and "enlisted men"
categories. And we avold saluting and other annoving
medieval leftovers. On the other hand, we do keep a
flavor of Naval usage and terminology to help encourage
believability and identification by the audience. After

all, our own Navy today still retains remnants of tra-
dlition known to Nelson and Drake.

I'm s8ti111 confused about Farth of the STAR TREK century.

You sald to make ioglcal projections Into the future, then
turned down my story.

Because the basis of it was an automated, regimented,
inhuman Farth Federation of the future. We must have
an optimistic projection of man and his soclety if

we are to approve of and identify with Captain Kirk,
the crew of the Enterprise, and their mission. How-
ever, Earth colonies, parallel civilizations, and ellen
cultures, can present a range of problems leading to a
story.
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But grodecting the advanced capabilities of ¥our starship,
wouldn't man by at time have drastlically altered such needs

as food, physical love, sleepn, etc.?

Then

Probably, but if we did it, it would be at the cost of
dehumanizing the STAR TREK characters that only a small
fraction of the television audience would be interested;
the great percentage of viewers might even be repulsed.

must the starship crew be perfect humans?

No, you can project too optimistically. We want
characters with a reasonable mixture of strenth, weak-
nesses, and foibles. Again, believability is the key
here. What kind of men would loglically and belilevably
man a vessel of this type? Obviously, they'd be better

, . selected and trained than the wild enlisted shore-

leave group in "MR. ROBERTS." . On’'theé other hand, they -
have not potten too stuffy to enjoy themselves and
thelr ‘senses on liberty in an exotlc allen city filled
with unique pleasures.

But what about Earth men on other planets?

We'll find them 1n colonies, scientific bases, mining
claims, trading posts, diplomatilc posts, and so on.
These space colecnles and activities can be anything
whilch results in an entertaining, bellievable story,
ractical to photograph. Don't ask us to ereate whole
cItJes or allen landscapes ~-- we can suggest them only.
However, do keep in mind the possibility of aiming
your story toward unusual local locations.

And other civilizations?

Be creative, but prasztical here, too. Remember, "Class
M" planets will often be similar to many parts of

Earth, and with socleties duplicating or intermixing
almost any era in man's development. Jungle backgrounds
exist on back lots, so what about primeval worlds? Or
a ploneer-Indian type culture? Lovely parkland exists
locally, so do unusually highly modern buildings, so do
rarms.

All right, I'll agree that with some ingenuity there may be

hundreds or cholces —-- but what about the allen life on some

.of these worlds?

Man-like creatures are the easiest, of course, some
photos in the casting books notwithstaending. Minor
modifications of form, coloring and hair distribution
can be accomplished where necessary. But keep in mind
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at the =ame time that out of the collected nest sclence
fiction stories of all time, a surprising majority of
them center on the more unigque and often more thrilling
variations in attitudes, value, morals, intellactual
power and sense,

And T suppcse, there are always stories which can be done
wholly aboard the starship

Ves. A vessel of this size and complexity, along with
a crew of 430 contrasting individuals, would have to be
a pretty sterlle place if it didn't contein many tales
with considerable entertainment value.

Bo-most stories always start aboard the U.S.S. Enterprise?

' No. We alsc 1like stories in which we pick up our main
: characters already on the surface of a planet, with

.{' " the essential elements oi' the atory already going, or,
I assuming the preceding episode involved a highly-

: { interesting planet or civilization, we may stay on that
\\\v‘ world and do a seccnd, or even third, new story there.

This can help a given story considerably, since it
allows extra time and money to be put into sets planned
for multiple use,

I understand the concept of most landings %akin lace on
Janets approximatin Eartﬁ-ﬂars conaitgona. Bul will we
never get to a 8

T fe planet where gravity or a mosphere a
ErO e

Yes, assuming the right story. Also some stories will
undoubtedly take us outeside our vessel into space for
repalr or to investigate some stranrge object there.

But generally we will avoid space helmets and weight-
lessness since such tales would more legitimately con-
cern rarth's present era of space travel. The aim of
our format 1s drama and entertainment based on charac-
ter rather than on details of technology and hardware.

What 1s Earth like in STAR TREK's century?

For one thing, we'll seldom take a story back there

and, therefore, don't expect to get into sublects which
would create great problems, technical and otherwise.
The U.S.S. on our ship stands for "United Space Ship" «-
indicating without troublesome specifics that mankind
has found some unity on Earth, perhaps at long last

even peace. :f you require a2 statement such as one

that Farth cit'es of the future are splendidly planned
with fifty-mile parkland strips around them, fine.
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I'ma little unclear about technological devices of the
future. Can we 1lnvent anything which sounds reasonablie?

Simply think of something logical, with some kind of
sclence or projected-science basis. Generally, best
are projections of things we have now or which science
is beginning to build now.

How much sclence fiction terminology do_you want?

The less you use, the better. We 1limit complex
terminology as much as possible, use 1t only where
necessary to maintain the flavor of the show and
encourage bellevability.

MPORTANT: The writer must know what he means when
e uses, sclence or projected-science terminolppy A

i scatter—gun confusion of meaningleSSJphrases only
detracts from believability.

What about comedx,and/or humor?

We hope STAR TREK and its characters are human enough
and varied enough to be capable of humor. We have no
objectlion to bellevable characters whose presence and
attitudes create legitimate opportunities for humor.

What have been the '"big problem areas” in past story and
script submissions?

a.) Again, it has been in areas of believability.
Many otherwise good writers tend to pepper their
sclence fiction with "out of left field™ ¢oin-
cidences, unexplained and illogical actions,
unmotivated character changes, things they would
never dream of perpetrating on even a kiddﬂes
show script. Y

b.) Illogical situations. For example, it is swallow-
ing qulte a bit to belleve a present day naval
cruiser like our Enterprise would be full of
renegades and mutineers. Or that our crew includes
a World War II Navy lower deck of grammar school
graduate enlisted men. Ve want the exotic, the
inexplicable, the terrifying -- but not in the
U.S.3. Enterprise, 1ts organization and mission.
The ship characters are our audience's tile to

_realitz.

c.) Intellectual rather than physical or emotional
conflict. We've received some interesting
analyses of possible alien civililzations, soclo-
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economic speculation which seemed brilliant to us.
But the characters were "sitting and talking"
rather than "feeling, moving, and doing." They
also fail our "GUNSMOKE/KILDARE/NAKED CITY" rule -~
that is, would the basic story, stripped of science
fiction aspects, make an entertaining episode for
one of those shows?

Do you have technical advice avallable to the writer?

Yes. If you are on STAR TREK story or script assign-
ment, call our office and we'll put you in touch with
the right people. If you're on your own, we suggest
you try to get help through your local NASA office, a
university, or from the aerospace research and develop-
ment industry.

AIf there is ONE MOST IMPORTANT THING, what 1s it? L

It 1s- MAINTAIN REALITY. The crucial point to remember
in doing science fiction is to keep it consistent.
Once the nature of a place has been established, it
must be invibdlable. Do not set up a rage of super
beings only to have them outsmarted by XKirk at the
end with a ploy that would barely fool Kojak. Do not
show us a super strong allen cnly to cefeat 1t at the
climax with a fist fight. If 1t 1s super smart to
begin with, it must be super smart throughout. Like-
wlse, for strength or any other gquality that an alilen
antagonist or soclety exhibits. b

Think things through. Consider the ramifications of
any attributes that are given to an allen race or
culture. Each attribute should color the entire
spectrum of activity that the allien engages in, not
Just the aspects that are needed for plot convenlence.
In this manner, the reality of our situation will not
have to be broken in order to solve whatever problem
‘we've gotten the ship into in your episode. Keep 1in
mind that the situations are far out to begin with;

if they are not consistent within the created reality,
then all credibility goes out the window -- and good
drama departs with 1t. '



