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THE TERRITORY OF RIGEL

(A 5f ver to be perfomed by two voices and Vilcan harp)

First Voice

Rigel in the scanner,
blue-vhite and crystalline,
shininge Light
boyn in the corona

pours into space,

The instmments shisper,
the panel lights flickers
The stars are still and clears

Their song is deliberate,

long years %o a cadence,

Dust in their paths

moves in their wake like water,
and Rigel shiness

The stars like ancient trees,
heavy with planets, blazing with lifes

I wender the bright roads:
whom no planet claims:
live in the open Galexye

I have clarity before me,
and Rigel full of lighte

Second Voice

Dark end silent

is the field of spaces

The bridge is enpiye
The time, three hundreds

The i nstruments tell littles

The computer absorbs in silence
trivial petterns meaning nothinge

Three-twentye
The night is very longs

In the dark gulf is the ship,

in the sleeping ship is the bridge,
on the bridge am I,

silence upon silence,

as quiet as memwory,
and dark as deaths

I an far
from nmy beginning and my end.

Four hundred and the watch is changeds,
I leave the bridge and go
fron darkness into daxinesse

Gtar Trek Fandom works

-

o

This is a plece supposed to have been written by Spock,
many years ago. The idea is that he was on watch eboard some
ship or other, all alone on the bridge. It was in the middle
of the “fhight" cycle and the bridge was relatively dark ex-
cept for the instrument panels. Outside there was also dark-
ness, except for the faint light of the stars and the brighter
light of Rigel, which was nearby. The contrast of light and
darkness appealed to the duelity in Spock, and he attempted
(no one being around to interfere) to express it in a Vulcan
form called ni var.

N1l var means literally "two form", end it is basically
a plece comparing and contrasting two different things or
two aspects of the same thing, %It need not be & literary
work; a suitably-formed painting or sculpture or dance com-
position could be a ni yar,) So in this piece there are two
voices: one singing of light and the other of darkness; the
little Vulcan harp accompanies them and plays short solo
%assages. The first voice is soprano and the second voice
2SS,

Althovgh the ni~var is a purely Vulcan form, Spock
decided for reasons of his own to write the text in Terran.
This vwas perhapns his undoing; Terran languages are by their
nature more personal and less objective than Vulcan, and he
found himself writing not only about the physical surroundings
which he set out to describe, but also about himself - a
totally unVulcan thing to do. He probably looked at the com-
position the next morning, blanched, and put the piece away
for thirty years.,

~ Dorothy Jones

A STAR TREK Convention!

January 21 - 23, 1972

At The Statler Hilton
33rd St. & 7th Ave, New York City

EVERYBODY WELCOME

For Information:
STAR TREK CON
PO. Box 95 OId Chelsea Station

New York, N. Y. 10011
LATE FLASH:
early Saturday afternoon. Gene Roddenberry will speak early Saturday afternoon.



The birth of BASIC and timesharing

Dartmouth College’s Timeshare computer lah Tom Kurtz and students, 1964



The proliferation of Trek Fan games

A

Trek, from the TV series Star
Trek, was written by Steve and Phil
Gaarenstroom in the programming
language Basic. It simulates a

battle between the U.S. Starship |

Enterprise, commanded by the user,
and the Klingon Vessel, comman-
ded by the Invincible (oh really?)
Igor. Since it was introduced early
in winter term, it has been correc-
ted, modified, streamlined, or in
other ways made more enjoyable to
play. Also, Bill Greenberg trans-
lated the program into the Focarl
programming language and modi-
fied it so two people can play; one
commanding the Enterprise: the
other, the Klingon Starship. *

The Demo and game programs
serve two purposes: one is to
show various non-academic usages
for computers; the other is to
ntroduce people to computers.

Carletonian, May 20 1971

YOUR ORDE

% SHIP

G
ENTERPRIS
CKLINGON>
-468800

YOUR ORDE

-(k>- RERDY TO COMPUTE AZIMUTH AND SPEED REQUIRED.
FOR ENTERPRISE TO MOVE TO ANY DESIRED NEW LOCATION,

RS, SIR%S

BATTLE SUMMARY REPORT, SIR.

DAMAGE BEARING WARP

AME CYCLE = 1
E B 45
-Ck- NONE -Ck>- 90

RS, SIR?B

ENTER X-COORDINATE OF DESIRED LOCATION?7614@@

ENTER Y-C
R

YOUR ORDE

GtarTrek, by Col. William Luebbert, 1972-73

OORDINATE OF DESIRED LOCATION?-46
IRED AZIMUTH = 121.62182
SPEED = 447073.12
RS, SIR?
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Brief History

Many versions of Star Trek bave been kicking around
various college campuses since the late sixties. 1 recall
playing one at Carnegie-Mellon Univ. in 1867 or 68, and a
very different one at Berkeley. However, these were a far
cry from the one written by Mike Mayfield of Centerline
Engineering and/or Custom Data. This was written for an
HP2000C and completed in October 1972, It became the
“standard’’ Star Trek in February 1973 when it was put in
the HP contributed program library and onta a number of
HP Data Center machines.

In the summer of 1973, | converted the HP version 4o
BASIC-PLUS for DEC's RSTS-11 compiler and added a few
bits and pieces while | was at it, Mary Cole at DEC
contributed enormously to this task 1o, Later that year |
published it under the name SPACWR (Space War - in
retrospect, an incorrect name) in my book J07 Basic
Computer Games. 1t is difficult today 1o find an interactive
computer installation that does not have one of these
versions af Star Trek available.

David Ahl’'s recollections
BASIC Computer Games



Other Trek Fan games: Trek73
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TacTrek, Trek73 conversion to
Atari 400



Other Trek Fan games: “narrative” Trek, 1971

HASERS ARE MORE DEADLY THAN TORPEDOES.

;ROBES CAUSE TOTAL DESTRUCTION BUT ARE EFFECTIVE
PERCENT OF THE TIME.

AND PHASERS ARE MORE DEADLY WHEN THE

THE ENEMY IS CLOSE TO @, 180, AND -180

BEARING OF
DEGREES.

IF YOU KEEP YMLthgéGﬂfNT iwﬂ'ﬂﬂ' CHANGING
, DAMAGE WI CUMULA .
SHIPS' WITH THE MISSION, SIR? N

SPOCK: ARE YOU READY T0
SPOCK (IMPATIENTLY): HOW
BOB: CAPTAIN’S LOG, STAR DATE 635.239 .
WE ARE PRESENTLY ON COURSE FOR KAPPA SIRIUS 8
FEDERATION AMBASSADOR TO THAT PLANET.
UP A VESSEL ON AN ATTACK VECTOR
INDICATE THAT IT IS THE ROMULAN VESSEL
COMMAND OF CAPTAIN GRANOLT.
T. LIEUTENANT UHURA.
: AYE: .
KRULIX IS AT RANGE: 976.506 MGM., BEARING: 16.4604 DEGREES.

* WHAT ARE YOUR ORDERS, SIR? _

NOW... SIR? Y

BASTREK
Credit: Bob Rlexander



Other Trek Fan Games: The arcade one




Dur main event: Mike MayField’'s game

COMMAND: 22
LONG RANGE

COMMAND: 7?8
COURSE (1-9):72

WARP FACTOR (©@-8):71

STARDATE

CONDITION

QUADRANT

SECTOR

ENERGY

PHOTON TORPEDOES 7
SHIELDS 612

Mike MayField circa 1971 coMMAND : 2
and 20105



Inspiration: Spacewar!. ..
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But not on a machine equipped For it. . .

6§05 Sigma-7 timeshare computer ASR-33 Teletype terminal



Bpacewar! to tar Trek game
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MayField's game

COMMAND : 77

COMPUTER D

COMMAND : 78

COURSE (1-9):73

WARP FACTOR (8-8):71

COMBAT ARER CONDITION RED
SHIELDS DANGEROUSLY LOW

STARDATE

CONDITION RED
QURDRANT 6,7
SECTOR 8.8
ENERGY jBes
PHOTON TORPEDOES 18
SHIELDS 8

CoMmanD -7

GTTR1 HP2000 emulation
Credit: Michael Sternberg



Gtar Trek Lives!

1 REM **%* HP BASIC PROGRAM LIBRARY E*=ssfssfssssifisssirisssstss

2 REM

3 REM STTR1: STAR TREK

4 REM

5 REM 36243 REV B -- 18773

6 REM

7 REM **** (ONTRIBUTED PROGRAM H*##skskedshksssssdbthssshbkassshi

100 REM FHEFdttsssfhrs s s s fh ke e R Rk S SRR ARk R SR R R R T E R R R E R R R R R ER AR
118 REM *** wEE
128 REM *** STAR TREK: BY MIKE MAYFIELD, CENTERLIME ENGIMEERING wEE
13@ REM *%* wEE
148 REM *%* TOTAL INTERACTION GAME - ORIG. 28 OCT 1972

158 REM === wEE

160 REM S5Stffss st it i m sk f S R SRR R RS R AL SRR R R RN R R

170 GOSUB 5480
189 PRINT " STAR TREK "

129 PRINT "DO YOU WANT INSTRUCTIONS (THEY'RE LONG!)";
260 INPUT AZ

210 IF A$ <> "YES" THEMN 230

220 GOSUB 5820

230 REM *¥=* DROGRAM STARTS HERE *#=+*

249 13=" "
250 GOSUB 5460

260 DIM G[8,8],C[9,2],K[3,3],N[3],Z[&,5]

270 DIM C£[6],08[72],E$[24],A$[3],0Q8[72].R$[72],58[48]
280 DIN 7$[72]

280 T@=T=INT(RND(1)*28+28)*100

200 T9=30

310 DP=0

320 E@=E=3080

330 PR=P=10

340 59=200

350 S=HE=0

360 DEF FND(D)=SQR((K[I,1]-S1)*2+(K[I,2]-52)"2)

370 QL=INT(RMND(1)*8+1}

380 Q2=INT(RND(1)*3+1)

320 S1=INT(RND{1)*8+1)

488 S2=INT(RND{1)*8+1}

418 T7=TIN(@)+E60*TIM(1)

428 €[2,1]=C[3,1]=C[4,1]=C[4,2]=C[5,2]=C[6,2]=-1

438 [1,1]=C[3,2]=C[5,1]=C[7,2]=C[2,1]=2

448 [1,2]=C[2,2]=C[6,1]=C[7,1]=C[8,1]=C[8,2]=C[5,2]=1
458 MAT D=ZER

460 DE="WARP ENGINESS.R. SENSORSL.R. SENSORSPHASER CHTRL"
478 D$[45]="PHOTON TUBESDAMAGE CHTRL"

480 ES="SHIELD CNTRLCOMPUTER"

430 B9=KI=0

50 FOR I=1 TO &

518 FOR J=1 TO 8

520 R1=RND(1)

Nlustrative of HP 2100 Computer power is its use in the HP 2000F

Iime-Sharing System. Here, up to 32 users may communicate with 538 IF R1s>.98 THEN 588

the computer simultancously, in conversational BASIC language, 548 IF R1».95 THEN 618
558 IF R1».8 THEN &42
568 K3=a

578 GOTO &6@



Gpreading to DEC computers and beyond
SPACWR .o

i Description

This program is an incredibly complete version of spacewar.
You are Captain Kirk of the Starship Enterprise and have as
your mission to destroy a certain number of enemy Klingon
spaceships (generally around 24) and thus keep the galaxy safe
for democracy. You must complete your mission in 30 stardates
(measure of time in space--think of it as a day).

The galaxy is divided into 64 quadrants arranged in an 8x8 grid.
Each quadrant is in turn divided into 64 sectors, also in an

8x8 grid arrangement. It, of course, costs time and fuel to get
from one quadrant to another.

Complete playing instructions are given if you answer YES to
the question, DO YOU WANT INSTRUCTIONS?

Note: This program appears to have one or two minor bugs. It's
eminently usable, but occasionally funny little things happen.

Program Author
Slightly modified by Mary Cole from the original written by:

Mike Mayfield
Centerline Engineering

David Ahl circa 2013




The hig upgrade: Super Star Trek

Boh Leedom, circa mid-70s



TinyBASIC, Tiny Trek and on to Japan
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was written by Li-Chen Wang in his own version of Tiny
BASIC, and the STARTREK program plus the Tiny BASIC
interpreter will all fit in an 8K Altair.

“Far out” you say — but then notice that you can't read the
listing because you aren't familiar with Li-Chen’s Tiny BASIC.
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Computer Center. See page 32 for information.

| 80 onw

MicroTrek
People’s Computer Company, July 1976 Bally BASIC conversion hl MZ, Sept. 1984




Retail releases
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Gtellar Track, Atari 2600, March 1981 Pulsar no Hikari, Famicom Disk EHBtEITI, Oct. 2 1987
Vagan RAttack, ZX Spectrum, 1984



The next step: 5tar Raiders




The legacy of MayField’'s game

W, SHIELDS T\ —Enercu- - PHAseRs f STAROATE kG513
= 2 cono.
% : 5 SECTOR b-5
= . TORPEDOES 10
: : EREFCY 299k
Efar Trek P8 SHIELDS O
Pico-8, 2021 KLINGCOnS 19
ODRYS LEFT 15

sIF. WE ARE ENTERING SECTOR b-5

CAPTAIN. SHIELDS RARE ODOWN.

>>ALERT<C Fhare of fnown Gal=e L COAMANDO?
= IAP WRP LRS SHE PHR TOR OAA OCK

Energy Shields

Guper Gtar Trek 25
PC, 2023-202k4

A WN -
NN RWN -

Enterprise in quad 2-2

PHASERS MAIN UIEMWER :
=] sQ 100 KLINGON BATTLESHIF DAMAGE REPORT :
Eff M/A-M Converter failing. Now at 56%.

=] 1000 1500 e 3 X

Tenp

COMMAND
Comnand: p_

Quad 5,1 Sec 1,8

U.S.S. ENTERPRISE
NCC-1701

y = DAMAGE REPORT
Shields absorb 34 unit hit from 8-2
g 21 unit hit from Klingon at 5-1

STARFLEET COMMAND Classic Trek 80, i05, 2020-2025

DAMAGE REPORT:
M/7A-M Converter failing. Now at 31%.




Conclusions: The joy in Fanworks
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