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Mote 1) (Left) (Right}) before (See Note 2)
— —

NCC-1701D Wall {See Federation Symbal Wall Unused Wall Type (See
Mate 3) (See Note 4) Mote 5}

Note 1: To access this wall, use code007a in the Mapedit map definition file and name it "Red wall w/
blufyel/wht/blk stripes" or whatever you wish to call it.

Note 2: To access this wall, use code007d in the Mapedit map definition file and name it "Where no
one has gone before" or whatever you wish to call it. (This wall is only located in one place in the
game. A secret area in the SE corner of Level 2 and is only accessible using the "No Clipping" mode.)
Note 3: To access this wall, use code0®07e in the Mapedit map definition file and name it
"NCC-1701D" or whatever you wish to call it. (This wall is only located in one place in the game. A
secret area in the SE comer of Level 2 and is only accessible using the "No Clipping" mode.)
Note 4: To access this wall, use code007f in the Mapedit map definition file and name it "Federation
Symbol Wall" or whatever you wish to call it. (This wall is only located in one place in the game. A
secret area in the SE corner of Level 2 and is only accessible using the "No Clipping" mode.)
Note 5: Though this wall is in the Corridor 7 graphics file, it does not appear to have a "code" available
for it as | have been unable to locate it. If anyone knows the code for this wall, if one is available,
please e-mail me atcorridor7(@tripod.comwith the code so I can update this set.
Additional Notes: You can also access the following walls by using the accompanying codes:

000a - Activated Red Access Terminal

000c¢ - Activated Blue Access Terminal

0070 - Used Ammo Wall

Page 5



