


by James Cawley

As I complete this installment of the Captain’s Log, I’m 
about one and a half weeks away from my trip to Fed-
Con in Germany. I’m really excited about this trip and 
can’t wait to show the “rough cuts” of “Enemy: Starfleet” 
and “The Child.” By the way, when I say, “rough cut,” I mean 
about 95% done, so the European fans will get pretty 
much a finished version of the episode, with only a few 
minor tweaks left to do. FedCon is the largest Sci-Fi event 
in Europe and New Voyages / Phase II will be given a fea-
ture opportunity this year. I want to thank Peter Walker 
and Stephan Mittelstrass for their dedication to Phase II 
and the hard work they put into delivering New Voyages 
/ Phase II to the fans in Germany. 

The “Origins” shoot is scheduled for the end of May and 
the first two weeks in June. This will be a different shoot for 
me, as I have little screen time in this episode, but that will af-
ford me the opportunity to get down-n-dirty with the production. 
Even when I’m filming, sets need repair, costumes need adjusting, and 
make-up needs applying – this time I can do that and not have to be 

in front of the camera as well. I can’t wait 
to see Matthew Ewald take on the young 
Kirk, as well as the return of Finnigan and 
some of the other really great characters 
in this episode. Of course, as announced 
on the website and forum, David Gerrold, 
director of “Blood and Fire” will be return-
ing to direct this episode. We will also be 
trying something new this shoot, by hav-
ing a “dailies” or “rough-cut” editor on set. 
We did a little of this during the “Kitumba” 
shoot and it helped tremendously in post-
production. Bill Lutz, who most know as 
the crazy Lab Mouse on the forums, and il-
lustrator of the Phase II comic book, is also 
a talented editor and can push the episode 
farther down the pipe by piecing together 
a “rough-cut” as we go. This helps us get 
the episodes out to you faster.

The new “Where No Man Has Gone 
Before” era Command tunic made for 
the upcoming “Origins” shoot.



With the VFX for “Kitumba” winding down and the 
other episodes so close to completion, I usually try 
and let fans know how and when the next episode will 
be release, but this time I have to admit we are con-
sidering something very different and special. Since 
we are so far along on so many episodes, we are con-
sidering releasing the four completed episodes this 
September, one each Thursday night at 8:30PM EST, 

for four consecutive weeks so we can all watch a new 
episode of Star Trek just like it was meant to be. We haven’t 

fully decided that this is the course we’ll take, so check out the 
Federation News Service Poll on the Phase II forum and vote for 

your choice of release method. We will take the fan’s opinion into 
consideration when we make our decision, but really are leaning 
toward this “fall TV line-up” release route. 

Speaking of this fall, we are planning to shoot one of two scripts, 
but are still undecided, as both will be “landing party” missions 
and require locations shoots. “Mind-sifter” and the long lost “Harry 
Mudd” script are at the top of my list, but we are only going to do 
a location shoot that doesn’t, well, look like we shot it in our back 
yard. Both scripts require unusual and different locations and I want 
to make sure we can make it work right. The location shoots in “En-
emy: Starfleet” and “Kitumba” really stretched our skills, but made 
us much more comfortable with filming away from our nice cozy 
studio. Even with that, I’m not going to run up into the woods of the 
Adirondack mountains to film, just to do a “landing party” mission 
– I want the locations to really fit the script and give fans the feel 
of an alien planet. Who knows, we may even rent a bigger filming 
location and do a classic Trek alien planet, complete with portable 
plants, rocks and purple (or some crazy color) lit scrim sky. 

On a quick, Buck Rogers Begins note, it looks like we will be 
filming again this July. We have a significant location shoot in-
volved, but when complete will put us very close to finishing 
the first episode. There are no firm release dates or methods, 
but once the episode is completely finished, we will let every-
one know where and when they can view it.

That’s all for this issue, and don’t forget to visit me on Facebook at: 

http://www.facebook.com/profile.php?id=1530489018&ref=ts

For now, Kirk out.

Visual FX from :Enemy: Starfleet” by the DAVE School

Bobby Quinn Rice on the set of “Buck Rogers ”

McCoy, Kirk, and Spock in “Enemy: Starfleet”



by Stephan Mittelstrass
 
Dave Galanter is a well known author of Star Trek-Novels. In Germany for example, many Trekker know his 
name because his Voyager-book „Battlelines“ which he wrote with Greg Brodeur, was the last in the Voy-
ager-Series before the Heyne Publishing House in Munich stopped this bookseries. Some of his novels like 
the two-parter from TNG „Maximum Warp“ were only never published outisde the USA, so only those fans 
who are rather fluent in English could enjoy them. Dave did this interview for the German equivalent of the 
Phase 2 eMagazine, talking about his work as a writer, the shots of the Phase 2-episode “Enemy: Starfleet” 
and his latest novel “Troublesome Minds”. Here is the English original version if it.
 
STEPHAN : Dave, you already did an interview for our fans which was published on the website. Back then 
you told us that you don`t work full time as an author. How do you earn your living?

DAVE: I am a systems administator of network servers at Gallaudet university in Washington, D.C., the 
first higher educational institute for the Deaf and Hard of Hearing in the world.
 
STEPHAN: The first time I found of your books was on the internet, I think it was a TNG novel, „Maxi-
mum Warp“, which you wrote with Greg Brodeur. Was this your first professional attempt on a Star 
Trek novel?

DAVE: No. My first book was a TNG novel (number 31) called Foreign Foes. I think it came out in hard-
cover in Germany, because I have a copy. I was young when I wrote it--just out of college.

STEPHAN: How do you pick the stories you write? Or are the publishers doing this for you?

DAVE: It depends. The Voyager book was our story, but the editor at the time said “I need a Voyager story” so we gave him one. 
Sometimes when working on something the editor has asked for a story about something. Keith DeCandido askedfor a story about 
the Breen attack on the Earth in the Dominion war, and also asked me to write a Kirk-as-Admiral story for Mere Anarchy, so you get 
direction about setting often, but I’ve never been asked to write a more specific story than that.

STEPHAN: Tell us how the script for „Enemy: Starfleet“ came about. If you would have to clasify “Enemy: Starfleet”, what kind of 
“genre” would it be?

DAVE: Action/adventure is surely the genre for Enemy: Starfleet. I had written another script for Phase II that was a return to the 
Amusement Planet but some people didn’t want to go in a comedy direction for the next episode, and I wanted to see a new life-
form and civilization myself, so Greg and I came up with this idea very quickly. We just wanted to write an episode one might have 
seen in the 4th season of the show. That was my mission from James.

STEPHAN: When did you start writing Star Trek novells and do you need to be a Trekker (or Trekkie) to get a book published by Pocket 
Books Publishing?

DAVE: No, you just need to be a writer who knows how to tell a story, meet a deadline, and understands the Star Trek characters. 

STEPHAN: You were present during the shootings of the 2008 episode “Enemy: Starfleet”. Is that neccesary for the author of a script? 
What kind of feeling was it to see your characters became “alive”, being portrayed by Paul R. Sieber or BarBara Luna?

DAVE: It wasn’t necessary that I attend the shoot, but it sure was fun to see the bridge explode in sparks or Kirk and crew reading 

Stephan Mittelstrass
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things I wrote. Also, everyone on the show is fun to be around, so it was a good time even without the filming. Paul and Luna were 
WONDERFUL and the roles were written specifically for each of them, so it would have been hard to disappoint me but they exceed-
ed my dreams. Luna plays a fantastic villain, and Paul plays one of her past victims. Luna’s character Alersa is a smart, cold-hearted 
pirate in the episode, and Paul is the commander of a space fleet, really a lot like Kirk in some ways. 

STEPHAN:  Where you at the sets during the whole shoot? Please tell us a story about the shoot.

DAVE: I wasn’t there the whole time, but as much as I could be. It’s expensive to stay in a hotel for too long, and I do have a day job 
I had to take vacation from. The shoot was a real learning experience. I’d never been on the set of a TV show, and really, that’s what 
Phase II is, so I learned a lot about television production. Pretty cool for someone who has mostly written books so the sets, direc-
tion, and acting are usually all in his mind’s eye.

STEPHAN:  TNG, Voyager, TOS, you did write books for various
incarnations of Star Trek. What about those not mentioned here?
Did you ever wanted to write a Deep Space Nine book, or a Enterprise
novel? What about the series that are published in book-form only, like „Corps 
of Engineers“, „New Frontier“, „Vanguard“ or “Titan“?

DAVE: I never wrote DS9 but always thought it would be fun to do one. I did 
have some DS9 characters in the Maximum Warp series (as well as Voyager 
showed up) and I’ve written two “Corps of Engineers” stories: “Bitter Medi-
cine” and “Ambush.”

STEPHAN: What`s your opinion on the Star Trek Mangas by Tokyopop, which 
have been published since 2006?

DAVE: I think they’re a lot of fun. I like all forms of Star Trek, really. I’d go see a 
Star Trek musical!

STEPHAN: On the cover of „Troublesome Minds“, there is Leonard Nimoy as Spock. I assume, on some of the next novels, Zachary 
Quinto will be featured as Spock. Did you had any influence on the book cover?

DAVE: The editor, Marco Palmieri, suggested the cover design, and I loved the idea. Quinto might be on some of the books based on 
the movie timeline, but Classic Trek actors would continue to be on those books about the original time line, I suspect. 

STEPHAN: Ben Tolpin, who played Spock in „Blood and Fire“, was directing „Enemy: 
Starfleet“. Was Ben not supposed to play Spock in “Enemy: Starfleet”? How was Ben`s 
work as a director?

DAVE: Ben is an awesome director who really gets the best from his actors, but as many 
actors probably will tell you, directing in AND starting in a movie or show is very dif-
ficult and tiring. I completely understand wanting to do one major job on a shoot and 
not two, so I respect the decision to not play Spock this time out.

STEPHAN: If you compare your script of „Enemy: Starfleet“ to your books „Troublesome 
Minds“ or „Maximum Warp“, what`s the main difference between this script and your 
books?

DAVE: A book is far more in depth to people’s thoughts and feelings. A teleplay has to 
move the plot forward with almost every line of dialogue, and it has to leave a lot of 
emotional expression to the director and actors who specialize in showing the feelings 
behind what you’ve written on the page. 

STEPHAN:  Did your time at the sets and your work on „Enemy: Starfleet“ had any influ-
cence on your latest book „Troublesome Minds“?

Dave Galanter and Kim Stinger (Uhura)



DAVE: Yes, since I was finally able to WALK on the Enterprise and see it as the characters do. And I tried to use some Phase II used 
characters: DeSalle, Kyle, and even some of the security detail. In many ways, you could call Troublesome Minds a Phase II novel.

STEPHAN: Tell us somehing about the novel.
 
DAVE: “Troublesome Minds” is a story about unintended consequences (Kirk saving someone’s life and that becoming a big prob-
lem) and it’s also an emotional story about loneliness and loss. Loneliness is explored via three characters, one of whom is Spock.  I 
always felt the essence of Spock in the original series was as a very lonely man who escaped that “feeling” as much as he could by 
joining the Starfleet, but one can’t really run from their own feelings.
 
STEPHAN: How do you come up with the names for Aliens and their cul-
tures?
 
DAVE: How do I come up with names for aliens?  I am TERRIBLE at that.  In 
“Enemy: Starfleet” I had a great name for the Kyril character (played by Paul 
R. Sieber) if it was going to be read in a book, but Patty came up with his 
name for the show. (I had him named Shenst, I think, which is a great book 
name, but not a good name people need to say again and again on TV).  I 
stumble on words and twist them a bit to make them different.  Berlis was the 
word Burlap, twisted into a name. Other names were just gibberish names 
that sounded name-like.  Berlis and Meshu (from “Troublesome Mind) both 
had last names, but the final editor (not Marco, who was great) didn’t like last 
names for aliens and deleted them.
 
STEPHAN: Would “Troublesome Minds” have worked with any ot the other “Star Trek” series, or did you choose the original series 
Intentional?
 
DAVE: I don’t think “Troublesome Minds” would have worked with a different series.  It may have worked, in a different way, with Data 
instead of Spock, but it would have to be very different in many ways.  I could see it working, however.  But this really was a Spock 
story--and the Spock of classic Star Trek, not the movies and not the TNG era Spock.
 
STEPHAN: Who is your favourite Star Trek-Character ?
 
DAVE: My favorite Classic Trek character?  Hmmm... hard to say.  Probably Spock, though I’m really a Kirk and Spock and McCoy fan 
equally.  My favorite Trek quote comes from Spock, so I’ll say him.  I love the quote Spock says to Trelane in “Squire of Gothos”: “I 
object to you. I object to intellect without discipline. I object to power without constructive purpose.”
 
STEPHAN: Who had you in your mind, for Kirk when you wrote the book - William Shatner, Chris Pine or James Cawley?
 
DAVE: As for who I had in mind for Kirk when writing the book?  Usually Shatner--certainly NOT Pine as the movie had not been out 
yet and to me this book wasn’t about that timeline.  But there are also times when James Cawley’s Kirk is in there, because I was on 
his ship, and hanging out with his Kirk, as I was writing the book.  There are some specific scenes where the Kirk in the book is the 
Cawley Kirk.  I’ll let readers judge where they are.  In many ways, this is perhaps a Phase II novel.  Probably the only one to every be 
published.
 
STEPHAN: Did you know that „Battlelines“ was the last of the „Voyager“ novels to be published in Germany? How does an author get 
information wether his book is successfull or not, in the United States and abroad?
 
DAVE: I didn’t know it was the last. I have a copy of that, sent to me by the translator, whom I have sadly lost touch with but would 
love to hear from again. I don’t get much information on foreign sales. It may be in the paperwork about royalties and sales, but I 
must admit I don’t look that closely. I’m sorry they don’t do well enough to continue publishing them.

STEPHAN:  Dave, thank you very much fort this interview. I really hope, “Troublesome Minds” will be translated and published in 
other languages some day, so the international Trekkers can read your latest book, too – in their respective languages.
 
 DAVE: So do I!!! Thanks!

Dave on the Phase II set.



Phase II eMagazine (STP2): Juve, how did you get involved with Star 
Trek: Phase II?

Juve Vique (JV): In the Phase II Universe, I think it’s more of becom-
ing a fan first before you get involved. That was certainly true in my 
case. I first became aware of Phase II, back then New Voyages, from 
a friend who directed me to the site. Shortly after I attended Vulkon 
in Orlando and met one of the instructors at the DAVE School who 
prompted me to take a tour of the school to learn if VFX was for 
me. I didn’t go because I figured I could never afford it. That same 
year I attended the Vulkon again in November and the DAVE School 
was showcasing the VFX work they had done for “World Enough 
and Time.” There was no doubt that in my mind that VFX was in my 
blood and this is the type of work I wanted to do. After I enrolled I 
kept thinking how cool it would be if my graduating class was to get 
another New Voyages project, but that wasn’t the case. After gradu-
ating in December of 2008, I stuck around for another final project, 
3 additional months, just to be able to work on “Enemy: Starfleet.” It 
was during this class’ graduation that I got to meet James [Cawley]. 
Within minutes we were wrapped around Trek fandom discussions 
that seemed to go on and on and on.

I gave James and Joel [Bellucci] my contact information and offered 
my services to Phase II for anything they might need. A month after 
moving to Los Angeles I got a call from James about helping out 
with some of the shots for “Blood and Fire” Part II. We’ve been in 
touch ever since.

STP2: James has announced that you are taking on the role as VFX 
Supervisor for the series. Can you tell readers what that means and 
what your responsibilities will be?

Star Trek: Phase II
Visual Effects Supervisor
Juve Vique



 
JV: Right off the top I can say that this means that I will have a lot of fun, but along with the fun comes the responsibility that the role 
entices. My job is to make sure the job gets done and that it gets done right.

I have gathered some talented VFX artist and still in the process of gathering other volunteers to work on these shots. It’s a great 
undertaking because we have people from all over the world contributing to make these episodes a reality. So you can imagine how 
much communication is involved in keeping track on who’s doing what and what’s gotten done and not. But the payoff is being able 
to see those shots completed for our fans to enjoy. That’s what makes this fun, the fans.

STP2: Were you a Star Trek fan? What other shows or genres do you like?

JV: I am a BIG Star Trek Geek. I can’t really call myself a fan, it would be an understatement. I love all that is Trek, but I also enjoy several 
other Sci-Fi shows. It’ll be hard for some people to believe but I am actually a bigger Stargate SG-1 fan than I am one of Trek. It’s true. 
I also enjoy the good ole 80’s Buck Rogers, Battlestar Galactica (both old and new), Dr. Who, Torchwood, Warehouse 13, Farscape, 
just to name a few.

STP2: What is it about Star Trek: Phase II that makes you willing to donate your talent and time?

JV: The vision. Gene Roddenberry had a vision about the future and he called it Star Trek. The show ended before its time, and Phase 
II has a unique opportunity to finish telling the stories that directly related with Gene’s vision of the show. I have an opportunity to 
help fill in the gap between the original series and the motion Picture. To help answer some of the questions people had about what 
went on in between that time, and in the process, answer some of my own.

STP2: What work have you done for STP2 already? I know you worked on “Enemy: Starfleet” while at the DAVE School, but what other 
episodes have you worked on, and what have you been the most proud of?

JV: I worked on “Blood and Fire” Part II after “Enemy: Starfleet,” which might sound odd for some people considering that “Blood and 
Fire” Part II is before “Enemy: Starfleet.” It’s something not uncommon in the industry. I am also getting some animatics ready for the 
upcoming episode “Kitumba.” I was lucky enough to have two very talented friends, Zach Fyffe and Oliver Thronton, help out with 
modeling some of the objects that will be crucial in order to tell this epic story. As for what I am most proud of? Let’s just say that I 
had a chance to add some elements to the Enterprise and I can’t wait to see it in action.

Scene from Star Trek: New Voyages / Phase II “Blood and Fire” 



STP2: We understand that you use a number of programs in concert to create the visual effects for any given project. What are some 
of those programs, what do you do with them, and which medium do you prefer to work? What is a typical work session behind the 
computer like?

JV: Great question. As a VFX artist I’ve learned that a lot of the time there is no “one” program to get the job done. VFX is actually a 
combination of several programs that work independently from each other, but as an artist one has to learn to bring each one of 
their features to work together in a common goal. Even inside a computer there has to be team work.

I use Newtek’s Lightwave 3D for modeling and animation, Photoshop to help with texturing, and for compositing I use both Fusion 
5.1 and After Effects. Certain things are easier to do with one program than with the other, so it’s always good to know several pro-
grams because one never knows when you’ll need to use them all.

STP2: Have you worked on any other fan productions, independent films, or other projects you could tell us about? Is there any place 
on the Internet where fans can see other work you have done?

JV: Two friends and I are currently working on a 6 minute introductory Pilot for a show we came up with while at school. It’s a Sci-Fi/
Fantasy/Comedy. Like a cross between The Twilight Zone and Robot Chicken. We are still a long way from main production, but as 
we get time we move this little baby along.

As for other projects, I really don’t have anything other than my personal work I’ve done to showcase my talent. I am currently work-
ing on my personal web site where I will be able to showcase not just VFX work but some of my digital modeling skills as well.

STP2: When not immersed in post-production work, what does Juve Vique do in the real world? If you could do any job, what would 
it be? What do you hope comes from your involvement in Star Trek: Phase II, both personally and professionally?

JV: When not working I’m the type of person that needs to go out in order to stay active. It is very easy to turn on the TV during the 
day and get caught on a Stargate SG-1 marathon.

I’ve learned that if I keep my mind active when not at work, I tend to perform better when I get back to work. It’s hard for some peo-
ple to understand, specially my family. Just walking around the mall gives me ideas of things I could do with my computer. I might 
look at the ceiling in the mall and how the light beams come through and I think “Wonder what I would need to do to replicate that 

An explosive scene from the upcoming “Enemy: Starfleet”  
More can be seen here: http://dod.daveschool.com/Juve-Vique



effect on the computer.” Then I go home and I do it.

I really hope I get to be a VFX supervisor one day, and years later to open my own school and pass on the knowledge that I’ve gath-
ered to new artists. And maybe, my time with Phase II will help me get there one day.

STP2: Is there anything we haven’t asked you that you would like to tell eMagazine readers?

JV: I’ve always felt that Gene Roddenberry had the right idea about the future, not that he could predict the future, but that he had 
a dream of what us, as humans, could accomplish in the centuries ahead.

It’s sad to see the conflicts and the prejudice that happen around us on a daily basis. But I can also see the good in people, the help 
we lend to our neighbors in time of need. I believe in the good nature of people, and I can see that in the cast of Phase II. If a group 
of people with different backgrounds can come together as a family to a common goal, I think we are well on our way to a bright 
and better tomorrow. 
 
“Individual science fiction stories may seem as trivial as ever to the blinded critics and philosophers of today, but the core of science 
fiction, its essence, has become crucial to our salvation, if we are to be saved at all.” - Isaac Asimov

STP2: Thanks, Juve. It is a pleasure to get to know you better and we look forward to your work in upcoming episodes.

 

Another “killer” scene from “Blood and FIre”

“Enemy: Starfleet” will be a “blast.”



Interview with the Phase II Illustrated Crew
Glenn E. Smith 

by Jeff Hayes

STP2: How did the current P2 Illustrated Adventures begin? How was 
the project developed? How did each of you get involved? 

Glenn E. Smith (GS): I’ll start with the last question first. I met Bill Lutz 
through the “Star Trek New Voyages” website sometime between the 
releases of “Come What May” and “In Harm’s Way”. We soon discovered 
that we lived very close to one another, so we arranged to meet face-to-
face and quickly became friends over a few black & tans. Fast forward a 
few years to a phone call between Bill and me sometime after I moved 
to Colorado Springs. Bill mentioned that he had been asked to illus-
trate a “Star Trek Phase-II” comic for the eMagazine and that you had 
mentioned approaching me about writing the story. You eventually did 
approach me, I said I would love to do it, and the rest is history.

As for how the current adventure began, as a military man I’d been in-
terested in the MACOs ever since they were featured on the “Star Trek: 
Enterprise” TV series, and I had often wondered what might have be-
come of them over the years after the United Federation of Planets 
was founded. I always assumed they were probably folded into Star-
fleet Security, but I also wondered what else might have happened to 
them, short of that. Were they still in service somewhere, either openly 
or in secret? What if events created a need to assign them to starships? 
Knowing the James T. Kirk character as well as I do after 40 years of be-
ing a fan, I knew he wouldn’t like it if he were forced to accept a unit 
of MACOs into the crew of the Enterprise, and I thought about how he 
might react. When the chance to write for “Star Trek Phase-II: The Illus-
trated Adventures” came my way, I saw it as an excellent opportunity 
to explore those questions in story form, and with many of the events 
that have taken place in the live action episodes providing background 
material—the collapse of several Federation world economies, the ad-
dition of Peter Kirk to the crew and the tragic loss of Peter’s love, black 
ops involving Section-31, the near destruction of the Enterprise at 
Kargh’s hand—I saw it as the perfect opportunity to delve deeper into 
the exploration of Kirk’s character. As anyone who has read my “Sol-
fleet” novel can attest to, delving deep into character development and 
exploration is something I love to do in my writing.

Project development was the easy part as far as I’m concerned. With 
me ready and raring to write the stories and letter the pages, and with 



Bill Lutz ready and raring to pencil and ink the pan-
els, all we had to do was find a color artist and then 
we’d be ready to launch. We opened that position up 
and invited any of our forum members who might 
be interested to submit samples of their work for 
consideration. The requirements were simple. First, 
the artist had to be excited about the project, and 
second, the artist had to have the time to color a lot 
of pages, because Bill and I were planning on giv-
ing Editor Jeff Hayes a whole lot more than the few 
pages per issue that he’d asked for. The three of us 
discussed the submissions as they came in—all of 
which were very good, by the way—and ultimately 
selected Rob Barnes to be our color artist. Whatever 
that extra something was that we were looking for, 
we all saw it in Rob’s work. I presented a story plot to 
Jeff, he got the approval from James Cawley, and we 
launched.

STP2: What is it about Phase II that made you want to 
expand the universe into a comic? 

GS: Clearly, James has pulled off an incredible feat with “Star Trek Phase-II”. Before its original premier as “Star Trek New Voyages” hit 
the web, who would ever have believed that a group of fans could ever create such a quality product with a budget pulled from 
their own pockets? We are producing “Star Trek” episodes. This is “Star Trek”, plain and simple. Okay, our episodes are not plain and 
producing them is certainly not simple, but you know what I mean. James and crew have recaptured the original magic and have 
returned “Star Trek” to its roots.

As wonderful as that is, there is a downside. Due to time and budgetary restrictions, there is only so much material that can be put 
into an hour long episode of a live-action television/web series without compromising the story pacing and production values. In 
addition, when the production crew is made up of men and women who pay their own way and do the work for free in their spare 
time, usually burning up their vacation time from work to do so, production is limited to one or maybe two episodes per year. On 
top of that, once principle photography of an episode is completed the raw footage goes into a long post-production process. What 
we end up with is hundreds of thousands of fans suffering through many long months and sometimes a year or more between 
episode releases.

As I mentioned earlier, our episodes provide a lot of material to use as background for other stories. Doing those stories as an il-
lustrated adventure rather than a live-action episode removes the time and budgetary restrictions while still allowing us to tell 
compelling stories, and allows us to release a new segment with every issue of the eMag—much more often than we can release 
live-action episodes at the present time. We get to create more “Star Trek” and the fans get more new “Phase-II” stories between live-
action episodes. It’s the opposite of the Kobayashi-Maru—a “win-win” scenario.

STP2: Please tell fans exactly what your responsibility is on the P2 Illustrated project.

First I outline the complete story. Then I script each segment’s scene break-down, panel requirements and/or suggestions, story 
details, and dialogue. I send that off to Bill, who is my co-plotter in addition to being the artist. We discuss any changes or additions 
he might suggest, if any, and then I make those that we ultimately agree on. From there I send the revised script to Bill so he can 
start penciling the panels.

GS: After the pages go through Bill and Rob, I get the competed versions back and do the balloons and lettering. The completed 
pages then go to Jeff.

STP2: We know that Ron Boyd wanted to do a similar project, and actually published a short story in eMag #3, but real life respon-
sibilities got in the way and he was unable to continue working on the illustrated stories. How do you make time for the creative 
process and how do you balance it with your “real life” work?

GS: That’s a very good question, and if I ever figure out the answer I’ll let you know. Seriously, I have a full time job, I go to school, I’ve 
been searching for and as I write this I am in the process of buying a new house, and I’m actively writing several other projects at the 
same time. Sometimes even I don’t know how I do it, but somehow I always seem to find the time.

Phase II Illustrated Writer Glenn E. Smith



STP2: How did each of you become aware of New Voyages/Phase II in the first place? Are you involved in other ways with the pro-
duction? 

GS: I stumbled across the “Star Trek New Voyages” name several years ago when I was reading through the list of productions at 
fanfilms.net. I checked out the website and watched “Come What May”. I thought some of the writing was a little too fan-boyish for 
my taste, but I was pretty impressed with the production values—particularly the fact that real sets were used.

Later, after watching and being much more impressed by “In Harm’s Way”, I decided I wanted to be a part of the production team. I 
contacted someone at the core of the team and forwarded my resume with an offer to help out in any way that might be of value 
to them. We communicated back and forth a few times, and then I received an invitation to attend the next shoot, which ended up 
being the shoot for “World Enough and Time”, guest starring George Takei (“To Serve All My Days” with Walter Koenig had recently 
wrapped).

Unfortunately, real life interfered and I was unable to attend that shoot—a fact that I still regret to this day. My luck changed for the 
better, however, when the time came to shoot “Blood and Fire”. I joined the crew as a general Production Assistant, but ended up 
working as a boom mike operator, a set construction worker, a temporary member of the G&E crew, a one evening temporary fill-in 
for the Security team, and even an on-screen extra with one line of dialogue—thank you for the line, David Gerrold. Apparently I 
impressed someone, because by the time I returned the following year for the filming of “Enemy: Starfleet”, I had been selected to 
be the Unit Production Manager and Second Assistant Director for that episode.

Since that time, real life has again temporarily prevented me from returning to RFS studios, but I continue to participate in every 
production by serving as the Assistant to the Line Producer—a job that I can fill from home since the Line Producer and I live only 
an hour’s drive away from each other.

Beyond all that, I’m writing or co-writing a couple of live-action episodes for the show, but whether or not they will be accepted I 
don’t know at this time.

STP2: How do you get your creativity going? Can you describe for fans a typical work session on the comic? Do you listen to music, 
read a good book, or watch an old Star Trek episode? What gets those creative juices flowing?

GS: I don’t seem to have a problem getting my creative juices flowing. The fact is I don’t think they ever stop flowing. They might not 
always create something good, but they’re always flowing.

Music, books, other movies, TV shows, and in this case old “Star Trek” episodes all have a hand in inspiring me. When I initially ap-
proached this project in particular, I watched a handful of old episodes and our episodes, both in order to avoid violating TOS and 
STP2 canon, and to help in developing the important story details—a fact that will really become evident in part four of the current 
story.

I’ve made my office as distraction-free an environment as possible, and when the time comes to actually sit down and script the 
comic, I do so in complete silence. I read over and immerse myself in whatever I wrote during the previous session in order to get a 
fresh feel for the pace of the story, and then I dive right in. After watching and reading and now helping to produce “Star Trek” for 
over 40 years all totaled, I have a pretty darn good feel for it. Yes, I add a little more character development and background than is 
generally possible in a live-action episode, and sometimes that might slow the story down a little bit, but I love these characters and 
I want to take full advantage of this opportunity to explore them as much as possible.

STP2: What programs, tools or equipment do you use to do your part of the project? Do you write, draw, and color your project in 
the traditional methods, and then finish it off in the digital realm? Describe the process and how you are involved. When do you 
pass it on to the next team member?

GS: I’ll make pen and paper notes if I’m suddenly inspired while I’m away from my computer, but for the most part I write the outline 
and script in Microsoft Word and do the bubbles and lettering in Adobe Photoshop.

I mentioned earlier that I script a segment, then send it off to Bill for his co-plotter’s input. That’s true, but I have also started sending 
him the outlines before I write the script. His input has proven valuable, and having a second pair of eyes look at the work is always 
a good thing. Often times, the writer is so close to the project that he can miss a flaw that is obvious to others.

STP2: What do you want for your project? What do you envision for it? Is this just a limited, one-time project, or is this the first of 
many comics? If there is a future project in the works, can you tell us anything about it without any spoilers? 



GS: I’m working very hard to write “Star Trek Phase-II: The Illustrated Adventures” in such a way as to ensure that the stories fit as per-
fectly as possible between our live-action episodes. For example, the current story, “Friends and Foes” takes place between “Blood 
and Fire” and “Enemy: Starfleet”. I want these stories to be seen and accepted as additional episodes of “Star Trek Phase-II”—episodes 
that we would put on film were it not for the time and budgetary restrictions that we face.

This is not a one-time project by any stretch of the imagination. As a matter of fact, we already know what the next story is going to 
be. Based on a story idea drafted by Barry Gavin (“Solfreak” in the forum), we’re going to present a story that explores terrorism and 
diplomacy, black ops and honorable service, and just as we’re doing in “Friends and Foes”, we plan to revisit a much-loved character 
or two who first appeared in the original “Star Trek” series.

In addition, we’re planning to create small comic vignettes that feature individual characters. We already have two ideas in hand—
one for Scotty, written by Charles Root, and one for Henry Prescott, written by Paul R. Sieber. We don’t have any timeframe for these 
yet, but they will appear sometime down the road.

STP2: What would you like fans to take away from your project? What would you like them to get out of the P2 Illustrated Adven-
tures?

GS: Above all else, I hope the fans thoroughly enjoy our stories. After all, we’re creating the stories for their enjoyment as much as for 
our own. Beyond that, as I alluded to above, I’d like the fans to think of “The Illustrated Adventures” as a full part of “Star Trek Phase-
II”—as additional episodes of the show that just happen to be presented in comic form.

STP2: Are you working on any other projects? Is there somewhere on the internet or another source where fans can read or see your 
work?

GS: Oh, you’ve really opened the floodgates with that question. In addition to “Star Trek Phase-II: The Illustrated adventures”, I’m cur-
rently working on two novels, three online graphic novels, and two “Star Trek Phase-II” scripts.

The first novel, “Beyond the Call”, is the second installment in my “Solfleet” series, the first of which, “The Call of Duty”, is available 
in many (but not all) branches of all major bookstores and online at such websites as Amazon.com, B&N.com, etc. It picks up right 
where “The Call of Duty” ended… sort of.

The second novel I’m currently working on—co-writing, actually—is the first in a trilogy entitled “Star Trek: Soldiers of Pawns”. Some 
of the people reading this will recognize that as the title of the original free-for-download “Star Trek” screenplay that Geoffrey Alan 
Holliday released a few Christmases ago as a free gift to fans everywhere. Not long after that release, Geoff asked me if I’d be in-
terested in helping him turn it into a novel. Since that time, the story has grown into a trilogy and dug deeper into James T. Kirk’s 
character and history than anything else I have ever seen or read. Reader, if you enjoyed that screenplay, or even just thought that 
it was okay, I promise you that you’re going to love what it has become.

The first of the online graphic novels, all of which are in various stages of planning and none of which have been scripted yet, is 
based on my Solfleet series of novels. The first issue will begin roughly five years prior to the events of “The Call of Duty”, but it won’t 
be a direct prequel. It will instead tell a different story with all new characters. The first issue will be free. If it’s accepted well, subse-
quent issues will likely be made available through my website for a $1 or $2 dollar paypal payment.

The second is “Starship Endeavour”, an original “Star Trek” TOS-era series that will take place simultaneously with “Star Trek Phase-II”. 
Obviously, all issues will be made available free of charge.

The third is a series entitled “The Legend of Khi-Mara”. This will be a series with a bit of a fantasy flair, its settings based very loosely 
on a mishmash of the 15th through 19th centuries—an ensemble epic that will be told from many different characters’ points of 
view. Like the Solfleet project, this one will begin with at least one free issue.

I can’t discuss the “Star Trek Phase-II” scripts I’m writing for a couple of reasons. First, there is of course no guarantee that they will 
ever be accepted and produced. Second, if one or both of them are accepted and produced, then it or they will forever become the 
property of RFS Studios and only James Cawley will have the authority to approve the release of any information about them.

STP2: Is there anything that I haven’t asked that you’d like to tell the fans?

GS: By now it should be very apparent that a lot of love is being put into “Star Trek Phase-II: The Illustrated Adventures”, and I sin-
cerely hope that it shows in the stories. As I answer this final question, I am aware that “Friends and Foes” part 3 will appear in the 
same issue of the eMagazine as this interview. I am also aware that some readers prefer stories that dive immediately into the action 



over stories that simmer for a little while before they really take off. That’s okay. If you haven’t read “The Illustrated Adventures” yet, 
for whatever reason, I urge you to do so now. Go ahead, read parts 1, 2, and 3, and then prepare to be blown away when part 4 is 
released.

Interview with the Phase II Illustrated Crew
Bill Lutz 
by Jeff Hayes

STP2: How did the current P2 Illustrated Adventures begin? How was the project developed? How did each of you get involved? 

Bill Lutz (BL): Well, the current series developed from an email 
from Jeff Hayes (you) to me. I had recently posted some pencil 
drawings on the P2 forum, just for fun, and the email followed 
shortly after that. You wanted to start the project up again 
and Ron Boyd’s schedule couldn’t accommodate you. So, like 
a mouse to cheese, I jumped at it. After that, you suggested a 
writer for the series, giving me a name of someone. At the time, I 
think you gave me the wrong name, but I kind of knew who you 
were talking about. Glenn Smith and I had cultivated a friend-
ship over the past six years and I was looking forward to actually 
working with him on this project. Rob Barnes joined the group 
after the original colorist backed out. Rob was selected by you, 
Glenn, and me from a search done through the P2 forum. The 
idea was to take these stories and try to place them in between 
the episodes shown on the internet. For example, “Friends and 
Foes” takes place right after “Blood and Fire”. Originally, you 
had asked for 3 to 5 pages of story and artwork. Well, after a 
couple of conversations with Glenn, we determined that wasn’t 
enough. Glenn and I agreed—I think it was Glenn who suggest-
ed more—that we should do 10 pages each issue. After issue 2, 
we decided, with input from Rob as well, that we should go the 
full 20 or so pages that a normal comic book has. As of issue 3, 
all the comics will be a standard 20 plus pages. Ironically, we had just completed issue 3’s outline when you told us you wanted to 
feature us in this issue of the eMag and asked for more pages. We literally had beaten you to the finish line and produced a full-sized 
issue 3 before you asked.

STP2: What is it about Phase II that made you want to expand the universe into a comic? 

BL: Phase II is probably the closest thing to what Star Trek actually is. It’s the template we’re using to derive these stories, and it has 
such high standards. We’re striving in our own way to match the production values of the show. I have collected many of the Star 
Trek comics in the past. I either love the artwork or love the story, but never both at the same time. That’s probably true for fans who 
read our comic, too. Some will love the artwork, some will love the story. What has driven me to draw this is a desire to pay attention 
to the detail—to try to make it look and feel like Phase II Trek. Taking Phase II to comic form is just the next logical step, as our fans 
want more Phase II. This, I hope, wets their appetites for the upcoming internet episodes, and gives them what they want—more 
Trek.

STP2: Please tell fans exactly what your responsibility is on the P2 Illustrated project. 

BL: I am the penciller and inker of the project. I am also the co-plotter of the series with the series writer Glenn Smith. Glenn sends 
me the outlines for each story and then we make changes, suggestions, references before he does the actual writing.  I also try and 
coordinate with the team. I will call Glenn out in Colorado and Rob in New Zealand once or twice a month to review our progress.

STP2: We know that Ron Boyd wanted to do a similar project, and actually published a short story in eMag #3, but real life respon-
sibilities got in the way and he was unable to continue working on the illustrated stories. How do you make time for the creative 
process and how do you balance it with your “real life” work? 

BL: No sleep and still no sleep. Actually, it’s pretty hard, but I love what I do so I will try and make the time. I have a full time job, I 
work a weekend job waiting tables, and have had some illustration work. I also write and am actively seeking publication on my first 
novel. As for the artwork, I’ll draw on my lunch hour, stay up late, get up early, and try to use the weekends as my time to ensure it 
gets done. My wife, Tricia, is very understanding about this, as she knows that doing artwork is probably my greatest thrill in life. 

Phase II Illustrated Artist Bill Lutz



There hasn’t been a day go by in over 35 years that I’ve woken up and not wanted to draw. I always want to draw, but that doesn’t 
mean I’m a slave to the table. Real life has a way of impacting on you, so sometimes a distraction is good. Going to a movie with 
the wife, meeting friends for a few beers, even walking the dog, as much of a pain that can be, are little things that help clear the 
cobwebs out of my mind before I get back to the drawing board. My real life work is as a multimedia specialist contracted for the 
Environmental Protection Agency, so I’m also actually lucky because the tools I use there are also tools I’m familiar with when I work 
on the series. I’ve been very lucky that I have a job that relates to my artwork.

STP2: How did each of you become aware of New Voyages/Phase II in the first place? Are you involved in other ways with the pro-
duction?  

BL: I first became aware of Phase II five to six years ago when I was bored one night at home and was surfing the internet for sites 
about, hardly a surprise here, Star Trek. Once I clicked on the link, I was very intrigued, but cautious. I had seen fan versions of Trek in 
the past. The problems with all those versions were that the fans who played the roles were not believable to me, the stories were 
often the kind that reminded me of a poor version of Star Wars, and the sets and SFX were ghastly, to be quite kind. Yet, here, James 
Cawley and his crew not only made a good story, but he had a believable cast and a set that was, quite frankly, astonishing. The 
bridge really was the bridge I had grown up with since I was a kid, recreated almost to exacting detail. I was even skeptical when 
“Come What May” first aired on the net. I watched it twice just to be sure it wasn’t a joke. I found that I really liked it and I found 
out the story was good. I then joined the forum and found others who agreed with me, Glenn Smith being one of them. Of course, 
my tenure on the forum has been slightly infamous, as my alter ego can be quite a … lunatic. Now I serve as a moderator on the 
P2 boards and, yes, my alter ego is still slightly insane. When the time came for a crew call, I tendered my application and was ac-
cepted by the Sarge, Andrew Greib. When I arrived in Port Henry, I was assigned to the computer crew and digital ingest for “Enemy 
Starfleet” and the pickups for “Blood and Fire”. Since then, I have been to almost every shoot and pickup and have worked in almost 
every department. I am currently a department head at the studio, in charge of digital ingest. This allows me to work on computers 
and ingest the footage into hard drives. I have also been assigned as photographer for two episodes, helped out wherever else I 
could, and when James or the producers wanted it, have even produced a rough edit of the episode we shot.

STP2: How do you get your creativity going? Can you describe for fans a typical work session on the comic? Do you listen to music, 
read a good book, or watch an old Star Trek episode? What gets those creative juices flowing? 

BL: Generally it all starts when I get the outline from Glenn and it goes from there. I’ll listen to a lot of music, watch classic Trek, and 
delve right into the artwork. I do use reference materials and have many books on human forms, locations and perspectives, as well 
as cast and set pictures. I have many, many schematics of the Enterprise, inside and out. One fan, Scotty Lorenzo, was kind enough 
to use After Effects and do 3-D cutaways of the Enterprise based on the Franz Joseph plans. We used some of those schematics in 
Issue Three. Another fan and fellow artist, Juan Baez, whose work was seen in the previous issue of the E-Mag, has designed a new 
alien starship and we’ll be using that in Issue Four. Juan has been a great sounding board for my artwork as has Jami Avalos who is 
a remarkable story boarder.  I also tend to ask questions and shoot images back and forth to Glenn and Rob. But what really gets 
the juices going is that when I’m drawing, all of reality is shut out, it’s there the moment I’m drawing. I can get so into this that I liter-
ally lose all track of time. Corny as it sounds; it’s all about the drawing. I just lose all perception and am caught up drawing. I draw 
everyday, from sketching to illustrations; I carry a drawing journal, draw everyday events, people, places, animals, things. You’d be 
surprised the material you can get out of public transportation and SEPTA. Hell, you be surprised just how humorous and interesting 
life is and we have it in abundance here.

STP2: What programs, tools or equipment do you use to do your part of the project? Do you write, draw, and color your project in 
the traditional methods, and then finish it off in the digital realm? Describe the process and how you are involved. When do you 
pass it on to the next team member? 

BL: I use Pencils, Ink pens, rulers, illustration boards, lots of reference material, a computer which contains Adobe Photoshop & Il-
lustrator. Glenn sends me the outlines for each story and then we make changes, suggestions, and double-check references before 
he does the actual writing. The writing process is similar to screenplay writing in some ways. See the script excerpt from Glenn E. 
Smith below:
 

“Friends and Foes”

Part Three

PAGE 21

SCENE 6 – EXTERIOR SPACE

Panel 1: Top one-third of page; Landscape.

Image: Repaired Enterprise inside space dock facility. The planet and starbase in background.



Text Box: U.S.S. Enterprise Captain’s Personal Log, supplemental. By order of Starfleet Command, a company of MACOs has been assigned 

to the Enterprise, replacing a large part of my regular Security Forces. As if that weren’t annoying enough…

SCENE 7 – INTERIOR ENTERPRISE TRANSPORTER ROOM

Panel 2: Middle one-third of page, left two-thirds.

Image: Establishing shot from back corner of room. Rand stands at the controls. Kirk, in green shirt, stands just ahead of the controls, 

Uhura at his shoulder. Scotty stands at Rand’s shoulder. All four look at Colonel Finnegan and his female major aid, still standing on the 

platform.

Text Box: …their commanding officer and two members of his staff have just beamed aboard, and it turns out their commanding officer is 

none other than my old nemesis from the Academy, now a colonel… Sean Gavin Finnegan.

Finnegan (with a snide grin): Permission to come aboard, sir.

Panel 3: Middle one-third of page, right one-third; Portrait.

Image: Close on a displeased Kirk.

Kirk: Permission… granted.

Panel 4: Bottom one-third of page, left half.

Image: Finnegan and his staff members stepping down off the transporter platform.

Finnegan: You don’t look very happy to see me, Jimmy.

Kirk: You and I were never exactly the best of friends, Colonel.

Panel 5: Bottom 1one-third of page, right half.

Image: (Artist’s Choice).

Finnegan: We were young then. Ancient history.

Kirk: If you say so.

PAGE 22

Panel 6: (Artist’s Choice)

Image: Finnegan indicates Major Peterson. Kirk offers his hand to her.

Finnegan: Allow me to introduce my aid, Major Peterson.

Kirk: Pleased to meet you, Major Peterson.

Panel 7: (Artist’s Choice)

Image: Kirk and the major shake hands.

Peterson: Pleased to meet you, Captain Kirk. I’ve heard a lot about you.

Kirk: I’ll bet you have.

 … and from there I derive the images. First, I sketch them out, usually talking to Glenn as a follow up, them I go and render the 
pencils. It generally takes me a day to complete and entire page dependant upon the imagery I am using. Once all the pencils are 
completed, I scan them and send the copies to Glenn who will do a rough lettering for them. I send copies to Rob so he knows what 
to expect. After that, I ink them in. (See Below)  Unfortunately, at this time, we do not have access to a non-repro blue copy machine, 
so the scans of the pencils are all I have right now. Once the pages are inked, I scan them again… (See Next Page) 



…and email them to Rob to apply his magic. Since I work on a scale of 14x17, I generally have to go to a graphics store, a Kinko’s for 
example, to get all the scans done on an oversized scanner. All the scanned images are high resolution JPEGS at 600 dpi.  With issue 
three, we are trying something a little different. We are adding certain key imagery to the comic panels. Once the fans see the issue, 
I hope they’ll like it. Once finished with the colors, - and he does an incredible job - he sends them back to me, (See below)  I look 
them over, touch up what I think needs it (I’m NEVER satisfied with my work, something the lab mouse and me have in common) 
and then I send them to Glenn for lettering. I check it one last time and then it’s emailed to you, Jeff, for installation in the E-mag as 
the final product. (See Below):



After the scans of the inks are taken, we all use computers from that point forward. Right now, this process works for us and I’m sure 
there are other processes that we can use. As I said, I’m looking into non-repro blue and the cost of using it at this time. But in a 
nutshell, that is what we do with the comic.

STP2: What do you want for your project? What do you envision for it? Is this just a limited, one-time project, or is this the first of 
many comics? If there is a future project in the works, can you tell us anything about it without any spoilers? 

BL: I want this project to be successful, to be fun, and to be taken seriously as an investment in the future of Star Trek Phase II and of 
Star Trek as a whole. This series, as far as the three of us have discussed, goes until we get tired of it. And seeing as Glenn, Rob, and I 
are diehard Star Trek fans, it could go for a while. Besides, we’ve got SO MANY stories to tell.
We have several projects in the works right now. We’ve been discussing doing a companion series about various characters in 
the P-2 / Prime Universe and we’ve received story ideas written by Charles Root (Mr. Scott himself ) Paul R. Sieber (Lt. Commander 
Prescott) and Ron Gates (Lt. Edgar Ross). Usually Ron is getting blown up or fired upon.

The next big story will involve terrorism and honor, machinations and diplomacy. It will be based on a story by Barry Gavin (Solfreak 
to forum members), tentatively titled The 11th Hour.  One of my favorite characters from the original series will be coming back, 
albeit slightly changed, and we’ll introduce new characters as we present a story that encompasses not just Captain Kirk and the 
crew of the Enterprise, but the Federation, The Klingon Empire, and the Romulan Star Empire. Barry has come up with a great plot 
and I can’t wait to see what Glenn writes.

There’s also a Captain Kargh story in the works. He’s one of my personal favorites, and so well played by John Carrigan, a true gentle-
man, that I want to see more of that honorable Klingon anytime I can.

With this series, expect some fun and maybe a few surprises as the three of us, pardon the pun, trek on this journey.

STP2: What would you like fans to take away from your project? What would you like them to get out of the P2 Illustrated Adven-
tures? 

BL: I would hope that the fans get the same sense of excitement and thrill that we are getting from doing this. It is for them. I hope 
they will come to think of “The Illustrated Adventures” as additional episodes and rank them with the P2 episodes produced for the 
internet. I want them to have fun with the series. I want them to see that this IS Star Trek—Star Trek by the fans, hopefully done right 
for the fans.

STP2: Are you working on any other projects? Is there somewhere on the internet or another source where fans can read or see your 
work? 

I recently had a change in my life that has finally allowed me to use my artwork and writing skills. An eye opener that has allowed 
me to do what I want with my artwork and storytelling, and enjoy it. I’m on some projects now that I cannot discuss and have been 
asked to work on illustrating some novels. My partner in crime, Glenn, has asked me to do some production work for him and it’s 
always a pleasure to work with him on any project.  I also wrote a novel, which as I said before, I am actively trying to get published. 
It is called, “Destiny’s Twilight”. It is a horror action adventure series—the first of five that take place in New York City. I also hope to 
have a website by the year’s end.

STP2: Is there anything that I haven’t asked that you’d like to tell the fans?

BL: Thanks to James Cawley and the Retro Films crew for letting us do this.

Thanks to Rob Barnes who can really color, and I mean color with style.  I’m glad he’s part of the team.

Thanks to Glenn Smith, a good friend and fellow black and tan drinker. Man, can he spin a tale. I’m very happy to put his words to 
picture.

And thanks to all the fans. Thanks for the support and the comments, both good and bad. If you haven’t tried it, take a gander at our 
comic book. Tell everyone and get the word out there that P2 has more stories to tell and that we are here. Hopefully, you’ll enjoy 
the third issue that is being presented here, because when issue 4 comes out, we’re kicking it into warp drive.



Interview with the Phase II Illustrated Crew
Rob Barnes 

by Jeff Hayes

STP2: How did the current P2 Illustrated Adventures begin? How was the project developed? How did each of you get involved?  

Rob Barnes (RB): The concept and development were created by Glenn and Bill. I saw an add on the forum and decided to give it a 
go and lucky for me I was brought on board.

STP2: What is it about Phase II that made you want to expand the universe into a comic?  

RB: I have always had a passion for Star Trek and the chance to be involved in expanding that universe in any shape and form was 
very appealing to me.

STP2: Please tell fans exactly what your responsibility is on the P2 Illustrated project. 

RB: I square up the pages and make sure as much of Bills work is shown. I lay down the base colours and add textures, lighting and 
shade.

STP2: We know that Ron Boyd wanted to do a similar project, and actually published a short story in eMag #3, but real life respon-
sibilities got in the way and he was unable to continue working on the illustrated stories. How do you make time for the creative 
process and how do you balance it with your “real life” work? 

RB: It is very hard juggling working almost full time and being a husband  and a dad, however when you have a passion and a un-
derstanding partner you make things work.

STP2: How did each of you become aware of New Voyages/Phase II in the first place? Are you involved in other ways with the pro-
duction? 

RB: Original I discovered Star Wars fan films, such as Revelations and Knight Quest. I then began wondering what other fan produc-
tions were out there, I came across Star Ship Exeter, and then discovered New Voyagers.  Unfortunately I have not been involved in 
any of the episodes.

STP2: How do you get your creativity going? Can you describe for fans a typical work session on the comic? Do you listen to music, 
read a good book, or watch an old Star Trek episode? What gets those creative juices flowing? 

I really don’t have a routine; I have always had a natural talent for drawing and coloring. I find coloring very relaxing .As I have to 
be creative in my job and think up new concepts and designs every day my creative juices are already flowing .I have lately though 
started reading Green Lantern comics with my morning coffee .The art work in  the latest issues is pretty impressive .  

STP2: What programs, tools or equipment do you use to do your part of the project? Do you write, draw, and color your project in 
the traditional methods, and then finish it off in the digital realm? Describe the process and how you are involved. When do you 
pass it on to the next team member? 

I work entirely in Photoshop, I use a pen and tablet. Bill and I pass the pictures back and forth until we are both happy with the end 
result, then we pass it onto Glenn. 

STP2: What do you want for your project? What do you envision for it? Is this just a limited, one-time project, or is this the first of 
many comics? If there is a future project in the works, can you tell us anything about it without any spoilers? Can you give us a few 
hints about what we can expect in the currents 

I would like to see the comic get published. Id also like it to be an ongoing series, there is a lot of stories to be told. Phase II is a fan 
production and it would be hard for James and the crew to tell them all. As for spoilers or what is to come, I think I better keeps lips 
sealed, just keep reading.



STP2: What would you like fans to take away from your project? What would you like them to get out of the P2 Illustrated Adven-
tures? 

Just enjoy reading them as much as I enjoy making them.

STP2: Are you working on any other projects? Is there somewhere on the internet or another source where fans can read or see your 
work? 

I am currently part owner of a new and upcoming gaming company called Squidjuice, we have one game out on the iPhone and 
iPod Touch called UDF (feel free to have a look) it’s a turn based tactical game. Currently we are working on a spin off game tenta-
tively called UDF arcade (to be released in the next month).  

STP2: Is there anything that I haven’t asked that you’d like to tell the fans? 

I really don’t have much else to say about myself, just read the comic and encourage other Trek fans to read and support James and 
the crew. 
 

Phase II Illustrated Colorist Rob Barnes
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