Star Trek Universe Modpack v1.0



By Paul Heron





General Help File





Introduction



This is a modpack for use with Civilisation II from Microprose. Its purpose is to give the player a different playing environment to that presented in the regular version of the game.

This pack is based around one of the most famous and detailed SF universes : Star Trek.

The various units, techs, improvements, etc. are based around elements from the various

tv series and films. I’m a big Star Trek fan myself, so I tried to make everything as close to ST ‘reality’ as possible. Some sections of this modpack are partial re-uses of sections from my Alien Versus Predator modpack (terrain graphics for example). However, users of that modpack will

find that STU is much, much larger and far more detailed. 



Installation



The STU Modpack comes in two parts : STU1.zip and STU2.zip. Note that all vital files are contained within STU1.zip. STU2.zip only contains the less important (but still worth having) 

.wav files.

You should have already unzipped the STU1.zip and STU2.zip files. These actions should have produced the following files :		



abquad.mp, agquad.mp, aqueduct.wav, barracks.wav, biggun.wav, bldcity.wav, cathedrl.wav, cavalry.wav, cities.gif, city.gif, city.txt, civdisor.wav, debug.txt, diesel.wav, ds9.scn, ds9.txt, ds9events.txt, ds9pedia.txt, ds9.rules, ds9units.gif, elephant.wav, feedbk03.wav, feedbk04.wav, feedbkxx.wav, game.txt, help.doc, icons.gif, infantry.wav, labels.txt, largexpl.wav, mapmenu.txt, mchnguns.wav, menu.txt, menuend.wav, menuok.wav, navbttle.wav,neg1.wav, newgovt.wav, newonder.wav, people.gif, pos1.wav, rules.txt, sell.wav, spysound.wav,stgalaxy.mp, stkmarkt.wav, swordfgt.wav, swordhors.wav, terrain1.gif, terrain2.gif, tng.scn, tng.txt, tngevents.txt, tngpedia.txt, tngrules.txt, tngunits.gif, tng10sec.wav, tngoneborg.wav, torpedoes.wav, units.gif.



To install the Star Trek Universe Modpack, you can use one of two methods :



Method 1 : Manual Installation.

This method is the most time consuming and so I would advise you to use method 2 if possible. 

To begin, examine the list of files that were produced by unzipping the STU1.zip and STU2.zip files.

Most files have a corresponding file in your Civ II directory. You must rename all the corresponding files in your Civ II directory. Add a prefix such as 'org' to each one so that you will be able to identify the original files later. You will also have to rename some files in the Sound sub-directory. Next, copy the STU Modpack files into your Civ II directory. The .wav files will have to be copied into the Sound sub-directory. Note that files with a prefix of DS9 or TNG are used by the two scenarios provided. You do not need to copy these across to install the modpack. Details of the scenarios will be given later. The .mp files are also not strictly required.

Installation will then be complete. If you follow these instructions, you will successfully install the STU Modpack and back-up your original files.





Method 2 : The Civ II Modpack Manager.

This method is much quicker than method 1. if you possess a copy of this nifty little program by Matt McLeod I suggest you make use of it with the Star Trek Universe Modpack. Simply run the C2MM.exe program and follow the instructions given by the program. 

If you don't have this program but wish to obtain a copy, it is available at the following website address :



http://www.glubco.com/civ2



Having installed the STU Modpack, simply run Civ II and start playing.



Modpack Features



The STU Mod-Pack changes many of the features of the regular Civ II game. The major alterations are listed below :



Technologies :   All regular Civ II techs have been either renamed or nullified.

		

Improvements :	Both regular improvements and Wonders have been altered in this Modpack.

		However, each new improvement functions in the same way as a regular Civ II 		structure.

		Here's the list of regular improvements, along with their function :

		 

		Command Centre, requires Off-World Colonies.

		Functions as a Palace.

		Training Facility, requires no tech.

		Same function as usual.

		Food Storage, requires Off-World Colonies.

		Functions as a Granary.

		Comms. Array, requires Hailing Frequencies.

		Functions as a Temple.

		Prison Camp, requires Penal Colonies.

		Functions as a Courthouse.

		Trading Post, requires Transporters.

		Functions as a Marketplace.

		Science Lab, requires Subspace.

		Functions as a Library.

		Dilithium Refinery, requires Dilithium Crystals.

		Functions as a Factory.

		Replication Centre, requires Replicators.

		Functions as a Manufacturing Plant.

		Antimatter Power Plant, requires Tellerium.

		Functions as a Nuclear Plant.

		Deep Space Station, requires Deep Space Facilities.

		Functions as a Stock Exchange.

		Starbase, requires Tractor Beams.

		Functions as a Port Facility.

		Fortifications, requires Sensor Arrays.

		Functions as City Walls.

		Shield Generator, requires Tellerium.

		Functions as Coastal Fortress.

		Antimatter Defense, requires Computer Virus Defenses.

		Functions as an SDI improvement.



		Biosphere, requires Biofilters.

		Functions as an Aqueduct.

		Atmosphere Regulator, requires Environment Control.

		Functions as a Sewer System.	

		Commerce Centre, requires Latinum.

		Functions as a Bank.

		Space Laboratory, requiresTricorders.

		Functions as a University.

		Hydroponics Garden, requires Hydroponics.

		Functions as a Supermarket.

		Transporter Network, requires Site-To-Site Transport.

		Functions as a Superhighways.

		Medical Centre, requires Hyronalin.

		Functions as a Cathedral.

		Holo-Suite, requires Holo-Projectors.

		Functions as a Colosseum.

		Subspace Telescope, requires Positronics.

		Functions as a Research Laboratory.

		Quantum Power Plant, requires Quantum Power.

		Functions as a Solar Power Plant.

		Agriculture Station, requires Protomatter.

		Functions as a Harbour.

		Asteroid Mining Facility, requires Deep Space Mining.

		Functions as an Offshore Platform.

		Trajector Centre, requires Folded-Space Trajectors.

		Functions as an Airport.

		High Court, requires Interstellar Law.

		Functions as a Police Station.

		SS Structural, requires Intergalactic Space-Flight.

		Same functions as usual.

		SS Component, requires Transwarp Conduits.

		Same functions as usual.

		SS Module, requires Bionic Implants.

		Same functions as usual.



		Here are the new Wonders :



		Sybok’s Expedition, requires Tellerium.

		Functions as Lighthouse.

		Daystrom Institute, requires Duotronics.

		Functions as Great Library.

		Starfleet Academy, requires United Planets.

		Functions as Sun-Tzu's War Academy.

		Scotty’s Construction Yard, requires Sensor Arrays.

		Functions as King Richard’s Crusade.

		Sarek’s Embassy, requires Universal Translators.

		Functions as Marco Polo’s Embassy.

		McCoy’s Medical Institute, requires Biofilters.

		Functions as Michelangelo’s Chapel.

		Utopia Planitia Fleet Yards, requires Automated Construction.

		Functions as Leonardo’s Workshop.

		Picard’s DNA Discovery, requires Alien Genetics.

		Functions as Darwin’s Voyage.



		Kirk’s Voyage Home, requires Tractor Beams

		Functions as Eiffel Tower.

		Project Genesis, requires Protomatter.

		Functions as Isaac Newton’s College.

		Quark’s Trading Company, requires Replicators.

		Functions as Adam Smith's Trading Company.

		Android’s Equal Rights, requires Positronics.

		Functions as Women's Suffrage.

		Obsidian Project, Requires Antimatter Weapons.

		Functions as Manhattan Project.

		Spock’s Unified Worlds, requires Collective.

		Functions as United Nations. 

		

		Sisko’s Wormhole Discovery, requires Deep Space Facilties.

		Functions as SETI Program.

		Janeway’s Voyage, requires Intergalactic Space Flight.

		Functions as Apollo Program.

		Vidiian Medical Treatments, requires Transporter Surgery.

		Functions as Cure For Cancer. 	

	

Units :		All the regular Civ II units have been removed. In their place has been put a set of 		units taken from Star Trek. Here's a list along with descriptions for each :



		Colonisers, require no tech.

		Functions as a Settler.

		Terraformers, require Terraforming.

		Functions as a Engineer. Can terraform (ie. transform) terrain.

		Defenders, require no tech.

		Stop-gap defensive ground unit, rather like Civ 2's Warriors.

		Crew, require Energy Weapons.

		Enlisted Starfleet personnel from Captain Kirk’s era.

		Officers, require Communicators.

		Starfleet officers from Captain Kirk’s era. Can make transporter (ie. amphibious) 		assaults.

		Warriors, require Phase Disruptors.

		Klingon warriors.

		Leaders, require Code of Honour.

		Klingon Captains, Commanders, etc. Can make transporter assaults.

		Centurions, require Disruptors.

		Romulan rank and file soldiers.

		Commanders, require Stellar Conquest.

		Romulan Commanders. Tranporter assaults.

		Troopers, require Military Rule.

		Cardassian soldiers.

		Guls, require Obsidian Order.

		Cardassian equivalent of Captain. Transporter assaults.

		Traders, require Rules of Acquisition.

		Ferengi soldiers.

		Daimons, require Salvage Code.

		Ferengi equivalent of Captain. Transporter assaults.

		Terrorist Fighters, require Resistance Movement.

		Have functions similar to Civ 2's Partisans.

		Terrorist Leaders, require Terrorist Action.

		Ignores zones of control. Also ignores City Walls.

		Advanced Crew, require Advanced Phasers.

		Enlisted Starfleet personnel from Captain Picard’s era.

		Advanced Officers, require Advanced Phasers.

		Starfleet officers from Captain Picard’s era. Transporter assaults.

		Drones, require Cybernetic Organisms.

		Borg rank and file drones.

		Assimilators, require Assimilation.

		Borg leaders. Transporter assaults.

		Genetic Soldiers, require Genetic Soldiers.

		Dominion Jem’Hadar troopers.

		Genetic Commanders, require Drug Combat Control.

		Jem’Hadar commanders. Transporter assaults.

		Prototype Warp Ship, requires Warp Drive.

		Early transport vessel. Carries two ground units.

		Oberth-class, requires Sensor Arrays.

		Starfleet science vessels. Carries three ground units.

		Antares-class, requires Cargo Transporters.

		Widely used cargo vessels. Carries four.

		Daedalus-class, requires Laser Arrays.

		22nd century Starfleet vessels. Can carry one ground unit.

		Constitution-class, requires Phaser Banks.

		23rd century Starfleet vessels. The first Starship Enterprise and

		Enterprise-A were of this class. Carries one. 

		Miranda-class, requires Transwarp Drive.

		Late 23rd century Starfleet vessels. The USS Reliant, seen in Star Trek II,

		was a Miranda-class ship. Carries one.

		Excelsior-class, requires Transwarp Drive.

		Late 23rd century Starfleet vessels. Examples include the USS Excelsior 

		(Star Trek III) and the USS Enterprise-B (Star Trek Generations). Carries two.

		Constellation-class, requires Matter Recycling.

		Early 24th century Starfleet vessels. The USS Stargazer, Captain Picard’s first

		command, was of this class. Carries one.

		Ambasador-class, requires Matter Recycling.

		Early 24th century Starfleet vessels . The USS Enterprise-C was a ship of this 		class. Carries two, and can see two spaces.

		Nebula-class, requires Isolinear Chips.

		Late 24th century Starfleet vessels. Several Nebula-class ships have appeared

		in episodes of Star Trek: The Next Generation. Carries two, sees two.

		Galaxy-class, requires Isolinear Chips.

		Late 24th century Starfleet vessels. The USS Enterprise-D, as seen in ST:TNG,

		was a Galaxy-class Explorer. Carries three, sees two.

		Intrepid-class, requires Bio-Neural Computers.

		Late 24th century Starfleet vessels. The USS Voyager is an Intrepid-class ship.

		Carries two, sees two.

		Defiant-class, requires Bio-Neural Computers.

		Purpose-built Starfleet warships. The prototype vessel is the USS Defiant.

		Carries one, sees two, and is equipped with cloaking device. This bestows

		submarine advantages/disadvantages.

		Sovereign-class, requires Quantum Torpedoes.

		Most advanced Starfleet vessels. The recent Enterprise-E, as seen in ST: First 		Contact, is a Sovereign-class vessel. Carries three, sees two.







		Modified Galaxy-class, requires Quantum Torpedoes.

		Upgraded Galaxy-class vessels. The future Enterprise-D, as seen in the TNG 		episode ‘All Good Things’, was a Modified Galaxy-class vessel. Carries three, 		sees two.

		Bird-of-Prey, requires Cloaking Device.

		Romulan Bird-of-Prey, 23rd century vessel. Appeared in the original series

		episode ‘Balance of Terror’. Carries one and is equipped with a cloak.

		Scout Ship, requires Space Surveillance.

		Romulan Scout Ship from the 24th century. Appears in several TNG episodes.

		Carries one and has a cloak.

		D’deridex-class, requires Quantum Warp Core.

		Romulan Warbird from the late 24th century. These powerful vessels appeared

		in frequently in TNG. Carries three, sees two and has cloak.

		K’t’inga-class, requires Defense Force.

		23rd century Klingon Battle Cruiser. Appeared in the Original Series and later.

		Carries one.

		B’rel-class, requires Alternate Cloak.

		Smaller Klingon Bird-of-Prey, used as a scout. Appeared first in Star Trek III.

		Carries one, and uses cloaking device.

		K’vort-class, requires Advanced Cloak.

		Large Klingon Bird-of-Prey, used as a cruiser. Appear in numerous TNG episodes.

		Carries two, sees two. Cloaking device.

		Vor’cha-class, requires Disruptor Cannons.

		24th century Klingon Attack Cruiser. Appeared first in the TNG episode ‘Reunion’.

		Carries three, sees two. Cloaking device.

		Negh’Var-class, requires Fleet Flagship.

		Latest Klingon warships. The Negh’Var is the flagship of the Defense Force. 		Appeared in ‘All Good Things’ (TNG) and ‘Way of the Warrior’ (DS9).

		Carries three, sees two. Cloaking device.

		Galor-class, requires Anti-terrorist Vessels.

		Powerful Cardassian warships. Carries three, sees two.

		Marauder, requires Plasma Beam Weapons.

		Ferengi vessels used for trade and combat. Carries two, sees two.

		Dominion Warship, requires Dominion Starships.

		Warship of the Jem’Hadar. First seen in ‘The Jem’Hadar’ (DS9).

		Carries two, sees two. Cloaking device.

		Cube Ship, requires Decentralised Design.

		Vast Borg vessel. By far the most powerful ship in the game. First appeared in 

		‘Q Who?’ (TNG). Carries six, sees two

		Sphere Ship, requires Decentralised Design.

		Smaller Borg vessel, as seen in ST: First Contact. Carries three, sees two.

		Emissary, requires Transporters.

		Ground unit, functions as Civ 2's Diplomat.

		Agent, requires Positronics.

		Ground unit, functions as Civ 2's Spy.

		Cargo Container, requires Universal Translators.

		Ground unit, used for trading.

		Antimatter Missile, requires Automated Warp Missiles.

		‘Air’ unit, functions like Nuclear Missile but has shorter range.











Terrain :	All the terrain has been changed to represent a space-based galactic 			setting.

		Here are the details :



		Red Giant Star, resource : Carbon.

		Excellent for resource production.

		Type K Orange Star, resource : Indigenous Life.

		Some food and resource production.

		Type G Yellow Star, resource : 1 extra resource production.

		Good food with some resource production.

		Type A White Star, resource : Tritanium.

		Some trade and resource value.

		Type M Red Star, resource : Hytritium.

		Good resource production.

		White Dwarf Star, resource : Plasma.

		Good resource production, with some trade.

		Worm Hole, resource : Antimatter.

		Excellent trade value. Free movement. (link wormhole spaces together for a 		wormhole passageway)

		Black Hole, resource : Dark Matter.

		Excellent resource production. Movement penalty.

		Type B Blue Star, resource : Indigenous Life.

		Some trade value, with some food.

		Blue Giant Star, resource : Lithium.

		Good trade value, with some food.

		Deep Space, resource : Nebula.

		No value usually, but Nebula provides excellent trade value.

		

		None of the terrain types provides an extra defensive bonus.

		Also, Roads are now Shuttle Routes and divide movement costs by 2, instead of 		3.

		Irrigation and Farmland are Agriculture and Advanced Agriculture respectively.

		Mining remains unchanged, but rivers are now Transwarp Conduits. Railroads are 		not used.

		Pollution remains but the graphic has been changed.





Governments :	Governments have been renamed by the STU Modpack. Details are as follows :

		

		Anarchy, titles : Mr., Ms.

		Identical to regular Civ II Anarchy.

		National, titles : Leader, Leader.

		Functions as Despotism.

		Star Empire, titles : Emperor, Empress.

		Functions as Monarchy.

		Advanced Star Empire, titles :Grand Emperor, Grand Empress.

		Functions as Communism.

		Collective, titles : King, Queen.

		Functions as Fundamentalism.

		United Planets, titles : President, President.

		Functions as Republic.

		Advanced United Planets, titles : President, President.

		Functions as Democracy.

		

Architecture :	There are is now just one style to choose from :

		

		Star Trek

		Replaces all styles.

		The Industrial and Modern architecture styles are not used in the STU Modpack.



Civilisations : 	There are 21 different civs in the STU Modpack:

		

		Borg, led by Borg / Borg.

		Romulans, led by Tomalak / Sela.

		Ferengi  led by Quark / Ishka.

		Cardassians led by Dukat / Seska

		Humans led by Picard / Janeway.

		Klingons led by Gowron / K’Ehleyr.

		Bajorans led by Bareil / Kira.

		Vulcans, led by Spock / Saavik.

		Gorn, led by Gromos / Gammel.

		Maquis, led by Chakotay / Torres.

		Tholians, led by Thorlax / Tholis.

		Bolians, led by Rixx / Vadosia.

		Kazon, led by Culluh / Kemlar.

		Jem’Hadar, led by J’Kaal / Lesjii.

		Trills, led by Odan / Dax.

		Vorta, led by Virak’Kara / Eris.

		Andorians, led by Thelev / Shras.

		Betazoids, led by Miller / Troi.

		El-Aurians, led by Termin / Guinan.

		Changelings, led by Odo / Zamaal.

		Talaxians, led by Neelix / Matach.

		

		Each Civilisation has a set of colony names provided in the City.txt file.



Misc. Changes : Several minor items are changed by the STU Mod-Pack. These include :

		

		Trading Commodities

		These have been renamed to reflect the space-based nature of the game.

		Orders

		These have been altered to fit with the terrain changes made.

		Difficulty

		New titles have been chosen for the difficulty levels.

		Attitudes

		New terms are used to describe players attitudes to each other.

		Menus and Messages

		Content has been revised to remain consistent with the changes made to the 		game.



		The individual changes will become evident during play.



The Accompanying Scenarios



Two scenarios accompany this modpack, tng.scn and ds9.scn, based around The Next Generation and Deep Space Nine respectively. These scenarios were opptimised to run on a machine with

Civilization 2 Scenarios installed. Therefore, there are special rules.txt, events.txt, etc. files for these scenarios. 

If you have Civ 2 Scenarios you can install the STU Modpack scenarios as follows:



Go into the Scenario sub-directory of Civ 2 that was created by the Civ 2 Scenarios disc.

Create a new sub-sub-directory here and call it DS9 or TNG, depending on which scenario you wish to install first. Copy the files with a ds9 or tng prefix into this new directory. Rename all the files except those called ds9.scn, ds9.txt, tng.scn or tng.txt by removing the ds9 or tng prefix.

For the DS9 scenario, this is enough - you will then be able to play the scenario. The TNG scenario has two .wav files associated with it : tng10sec.wav and tngoneborg.wav. To hear these during play you will have to create a Sound sub-directory within the TNG directory. Move the two .wav files into this Sound sub-directory, ensuring that the tng prefix is removed. The TNG scenario is then ready to play.



If you don’t have Civ 2 Scenarios then you can still play the scenarios although you won’t get the features supported by the events.txt files. To play them, copy the ds9.scn, ds9.txt, tng.scn and tng.txt files into your Civ 2 directory. You can also temporarily replace files such as rules.txt with their scenario alternatives if you wish. The scenarios can then be played.



Modpack Tips



I tried to write this Modpack so that a normal, non-scenario game would be worthwhile to the player. I think this is what will provide any modpack with long-lasting appeal. In such a game, the

user begins in the Pre-Star Trek age (the days of Zefram Cochrane), before reaching the Classic Trek era. The game then progresses into the era of the first six trek movies and the time before TNG. Then the player comes to the Next Generation era (including DS9 and Voyager). Also

there are a few futuristic technologies that come from some time in the future of Trek. I believe

that the length and variety of a non-scenario game should ensure that the player can get plenty

of satisfaction from starting in a random galaxy and building up their intergalactic civilization through the ages. For a random galaxy I recommend the following settings:

		

		Size : Any.

		Star Density : Any.

		Star Cluster Forms : Small Clusters.

		Star Temperature : Any.

		Star Stability : Any.

		Age : 15 Billion Years.



This generally produces a more realistic galaxy in practice.

The leader attributes and tech values have been manipulated to guide each species (Human, Klingon, Romulan, etc.) down the appropriate tech path. Of course, the computer players are somewhat unpredictable and may follow a different course.



Uninstalling the STU Modpack



When you're done with the STU Modpack you'll need to uninstall it to return your Civ II game to normal.

As with installation, there are two methods to choose from : 



Method 1 : Manual Uninstallation.

Here we basically reverse the process of manual installation. To begin, move the STU files that you copied into your Civ II directory into another directory,  C:\temp for instance. Next, refer to your original Civ II files that you renamed by adding a prefix, possibly 'org' or something similar. Rename the files again, this time removing the added prefix. This will return your Civ II game to its original state, leaving you with the STU Modpack files stored somewhere, should you wish to reinstall the

Modpack at a later date.



Method 2 : The Civ II Modpack Manager.

This useful utility can be used to quickly uninstall the STU Modpack. As with installation, simply run the program and follow instructions.

By the way, many thanks again to Matt McLeod for providing this immensly useful program.



Conclusion



Star Trek Universe is my second Modpack and I hope I’ve improved upon my AVP Modpack, with which it shares similarities. However, I’m working on updating AVP to include some of the new improvments from STU. These will include many more techs and improvements, some more units and more. I think I’m addicted to being a Civ 2 modpack writer, since I’m already considering basing ones on Babylon 5 and Terminator. If anyone knows of good websites to get information and files about these two, why not send the address to me. Also, any comments regarding STU or AVP should be directed to: 



PHERON@GLAM.AC.UK



Remember that all the files contained within STU1.zip and STU2.zip are the property of me, Paul Heron, and can not be altered. They can of course be copied or transfered as the user desires.  

Finally, I hope you enjoy my work, and long live Civ 2! (at least until Civ 3 comes along, anyway).








