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03I
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STAGE 3 PARTS
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03G

03L

03H

PART NUMBER

03A

03B

03C

03D

03E

03F

03G

PART NUMBER

03H

03I

03J

03K

03L

03M 

BP

PART NAME

Main deflector dish center

Reflector

Main deflector dish inner

Main deflector dish support left 

Main deflector dish support right

LED holder

Main deflector light

PART NAME

Battery box

Battery box cover

Battery box nut bracket

Battery box nut

Battery box screw

Printed circuit board (PCB)

1.7x3mm screw

QUANTITY

1

1

1

1

1

2

1

QUANTITY

1

1

1

1

1

1

9 (+2 spare)



04A

04D (clear) 04E (dark)

04H 04I

04F

04G

DM BP

04B 04C

STAGE 4 PARTS
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04J

PART NUMBER

04A

04B

04C

04D

04E

04F

PART NUMBER

04G

04H

04I

04J

DM

BP

PART NAME

Deck panel A (U3-10 L)

Deck panel B (U3-09 L)

Deck panel C (U2-05 L)

Clear window

Dark window

Escape pod cover

PART NAME

Transporter emitter pad

Reflector panel A (U3-10 AL) 

Reflector panel B (U3-09 AL) 

Panel lights

1.7x3x5mm screw

1.7x3mm screw

QUANTITY

1

1

1

40

40

15

QUANTITY

1

1

1

3

2 (+1 spare)

6 (+2 spare)



5

STAGE 5 PARTS

STAGE 6 PARTS

PART NUMBER

05A

05B

05C

05D

BM

EM

PART NAME

Deck front base

Deck right base

Deck left base

Main shuttlebay door

2x4mm screw

2.3x4mm screw

QUANTITY

1

1

1

1

 6 (+2 spare)

4 (+1 spare)

PART NAME

Upper skeleton 4 

Skeletal support U4A

Skeletal support U4B

2x4mm screw

PART NUMBER

06A

06B

06C

BM

05A

05B05C

05D

BM EM

06A

BM

06B

06C

QUANTITY

1

1

1

4 (+1 spare)



3.1  ASSEMBLING THE BATTERY BOX

PART LOCATOR

STAGE 3 ASSEMBLY

In this phase of the assembly, you assemble the main deflector as well as attaching  
it and the bridge to the battery as your U.S.S. Enterprise NCC-1701-D lights up for the first time.

KEY

The illustrations are color-coded to help you 
identify the parts as you go along.

RED is used for screws, direction arrows and 
connection points.

YELLOW is for the new part(s) in each step.

GRAY shows the assembly so far.

BLUE shows illuminated parts.

Begin by inserting 
the battery box nut 
(03K) in the round 
hole at the end of 
the battery box 
(03H).

03H

03H

03I

3L

BP

BP

03K

03JThen fix the 
battery box nut 
bracket (03J) to 
the battery box 
(03H) using two 
BP screws.

STEP 

A

MAIN DEFLECTOR

At this point, insert 
the three AAA 
batteries into the 
box as shown.  

6

03H

Next, push the two 
tabs at the end of 
the battery box 
cover (03I) into the 
slots in the end of 
the battery box 
(03H), securing  
with the battery  
box screw (3L).

03H



3.2 ASSEMBLING THE DEFLECTOR DISH

TIGHTENING SCREWS

Screws with codes ending in the 
letter M (such as BM and CM) 

drive into metal; those ending in 
the letter P (such as BP and CP) 
drive into plastic.Self-tapping 
screws for metal cut their own 

thread in the pre-drilled socket. To 
prevent the screw from jamming 

before it is fully tightened, drive the 
screw only half way in at first. Then 
unscrew it to release the shavings 

(swarf) created as the screw cuts its 
thread. Finally, drive the screw fully 

into the socket. For screws into 
plastic, do not over-tighten them. 
For screws into metal, ensure that 
they are tightened securely so that 
the head makes firm contact with 

the fixing surface.

BM

BM

BM BM

BM

03D

03C

03B

STEP 

B Take the main deflector dish 
support left (03D) and right 
(03E) parts, fixing them 
together with one BP screw. 

Put the main deflector 
dish support aside and 
place the main deflector 
dish inner (03C) in the 
center of the reflector 
(03B), securing from the 
underside using two BP 
screws.

Fasten the main deflector dish support to the rear of the reflector (03B) using 
two BP screws 
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03E

03B

BP

BP
BP

BP BP



3.3 FITTING THE LIGHTS

STEP 

C Insert the bulb from 
the main deflector 
light (03G) with the 
yellow and green 
wire into the 
corresponding space 
on the rear side of the 
reflector (03B). The 
main deflector light 
has a “D” sticker 
attached. 

Cover this with the first 
LED holder (03F), 
fastening with one BP 
screw.

Repeat this at the other 
end of the reflector with 
the remaining bulb, LED 
holder and one more 
BP screw.

03B

03G

BP

03G

03G

FITT ING THE 
ELECTRONICS 

Before plugging the lights 
into the PCB to check that 

the lights are working, check 
that the pins in the PCB 

sockets are aligned with the 
pinholes in the plugs. If you 
plug the lights into the circuit 
board without checking, you 

may damage the pins.
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03F

03F

BP



3.4 TESTING THE LIGHTS

STEP 

D

03G

At this point, you can test that 
the electronics on your model 
are working correctly. Take 
the plug at the end of the 
main deflector light (03G) 
and insert it into the socket 
marked “D” on the PCB 
(03M). Insert the plug at the 
end of the wire coming from 
the battery pack into the 
socket marked “F” on the 
PCB. This should cause the 
main deflector light to 
illuminate 

Disconnect the deflector light 
and test the next set of lights, 
inserting the plug at the end 
of the deck front window light 
(01T) into the “D” socket on 
the PCB, the deck lights 
(01U) plug into the “B” socket 
and the bridge lights (01V) 
plug into the “A” socket. 
Finally, insert the plug from 
the battery box wire into the 
“F” socket on the PCB (03M). 
This should cause all of the 
attached lights to illuminate. 

After testing, disassemble and 
keep all parts safely so they 
can be fitted later.
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03M

01T
01U

01V

03M



STAGE 4 ASSEMBLY

STEP 

A

4.1 FITTING PARTS TO DECK PANEL B

PART LOCATOR

First, push six escape pod covers 
(04F) into the rear of deck panel B 
(U3-09 L), checking which way up 
these go in figure A. 

Next, insert fifteen dark windows (04E) in the back of the deck panel, 
as well as fifteen windows (04D). We have followed the pattern of 
light and dark windows from the TV show, but you are free to choose 
which windows are lit up and which are dark as you wish.

DORSAL STARBOARD 
SAUCER SECTIONS

In this phase of the assembly, you put together the first three deck panels 
of the saucer section as well as fitting them to the lighting kit.

04B

04E (x15)

04F (x6)

10

04D (x15)



BUILD T IP

When inserting the windows, you may find it easier to slot an object under one end of the deck panel, so that the  
deck panel is at a slight gradient. You can use tweezers to fit the windows if the assembly is too fiddly.

STEP 

B

4.2 COMPLETING DECK PANEL B

Take the reflector panel B (U3-09 AL) (04I) 
and insert the two bulbs at the end of the 
first panel light (04J) into the square slots at 
the edges of the panel. 

Combine the two panels you have 
worked on so far and secure them 
together with three BP screws. 

04J
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KEEP SPARES 
This issue comes with spare windows, dark windows and escape pod covers in case any are lost or damaged in the process of 

unpacking. Keep hold of any of the spares that you do not use in this phase, as you may want to use them later.

04I

BP

BP

BP



Then, insert three bulbs from the two remaining panel lights 
(04J) into the slots at the edges of reflector panel A (U3-10 
AL) (04H). There should be one bulb from the panel lights 
that has not been fitted. 

04J

04J

04H

BP

BPBP

4.3 DECK PANEL A

STEP 

C Using the same technique as step 4.1, insert 
seventeen windows (04D), eighteen dark windows 
(04E) and two escape pod covers (04F) into deck 
panel A (U3-10 L) (04A) as shown  

Next, combine the two deck panel A parts, 
fastening with three BP screws.

Finally, slot the remaining bulb into the square groove at the 
top of the reflector panel. This bulb may come out of its 
fitting until it is permanently fixed in the next step.

04F

04D (x17)
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04E (x18)

04A



4.5 TESTING THE LIGHTS

Now you have finished building, you have the 
chance to make sure that the electronics you fitted in 
this phase are working correctly. Insert the three 
plugs from the three panel lights (04J) into the 
sockets marked “A”, “C” and “D” on the PCB 
(03M). Then plug the battery pack into the “F” 
socket on the PCB (03M). This should illuminate all 
of the lights that are plugged in.

After testing the lights, disassemble these parts and 
keep them safe so they can be fully assembled later. 

4C

4.4 DECK PANEL C

STEP 

D

Finally, ensure that the two deck 
panel parts are properly aligned, 
and secure the deck panel A parts 
to deck panel C (04C) with two 
DM screws .

Begin by removing the adhesive 
backing from the transporter emitter 
pad (04G) and sticking it in the 
corresponding recess in deck panel C 
(U2-05 L) (04C) 

Then insert five escape pod covers (04F) into the panel.

04J

04C

04G

4A

DM

DM

03M
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04F
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04F

04F

04C

4C

04J

F
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5.1 INSTALLING THE MAIN SHUTTLEBAY DOOR

PART LOCATOR

STAGE 5 ASSEMBLY

In this stage, deck two is completed as the main shuttlebay door fits into place,  
and the elegant curve of the upper saucer begins to spread out around the main bridge.

STEP 

A

MAIN SHUTTLEBAY 
AND SURROUND

14

05D 

01A 

BM

BM

Retrieve the main bridge/deck two assembly, and 
place the main shuttlebay door (05D) at the rear  
of deck two (01A). Secure with two BM screws. 



5.2 FITTING THE DECK BASE SECTIONS

15

Align the deck right base (05B) with the deck front 
base (05A) and deck two (01A), and secure with 
two BM screws.

STEP 

B

STEP 

C
STEP 

D

05B

05A

05C

01A 

BM

BM
BMBM

Next, position the deck front base (05A) along the front underside of deck two (01A), and fix in place with four EM screws.

Finally, fit the deck left base (05C) to deck two  
in the same way, fastening with two BM screws. 

EM

EM

EM

EM



6.1  FITTING THE FIRST SKELETAL SUPPORT

PART LOCATOR

STAGE 6 ASSEMBLY

The network of skeletal supports will not be visible when your Enterprise-D is complete,  
but it is an essential part of your model’s structure, which begins to take shape here...

Take upper skeleton 4 (06A) and skeletal 
support U4A (06B). Insert the two screw 
posts from skeletal support U4A into 
upper skeleton 4 as shown.

STEP 

A

16

06A

06B 

UPPER SKELETON 4



6.2  FITTING THE SECOND SKELETAL SUPPORT

Holding the two parts together,  
carefully turn the assembly over and  
fasten it using two BM screws. 

Take skeletal support U4B (06C) and  
slot the two screw posts into upper 
skeleton 4 (06A). Secure it from  
below with two BM screws. 

STEP 

C

STEP 

B
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06B 

06C 

06A

06A

BM

BM

BM

BM



SEPARATION ANXIETY
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ANXIETY
SEPARATION  

In the second part of ‘Designing the D’, concept artist Andrew Probert shares 
the secrets of saucer separation and sheds light on the ship’s many windows.

hough he didn’t officially start work  

on STAR TREK: THE NEXT GENERATION 

until December 2, 1986, concept artist 

Andrew Probert had sketched out his first ideas 

for the new series in late November (see last issue). 

Among those ideas were the first rough drawings 

of a new U.S.S. Enterprise with a detachable ‘battle 

section’ that lifted off the top of the ship’s saucer. 

Probert developed that theme on December 1, only 

now the battle section was considerably larger –  

comprising roughly half of the top of the saucer.

“The way that they originally described it to 

me,” Probert later recalled, “I thought of it like  

an auxiliary craft that goes off and fights battles.  

What I came up with was a capital letter D shape 

nestled in the saucer, with its serifs extended to 

become two warp engines.

“Early on, Gene Roddenberry had an edict  

that Starfleet ships always have engines that are 

T

A page from Probert’s 
sketchbook with the date  
December 1, 1986 shows  
a battle section separation 
concept alongside a size 
comparison with the movie 
Enterprise, and a sketch of  
a warp nacelle.



SEPARATION ANXIETY
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The engineering hull or ‘stardrive section’ of the Enterprise-D speeds away from the  
saucer in a concept rendering by Probert that likely dates from late December 1986. 

In Probert’s concept sketch from December 1, 1986, the red areas show 
where a possible battle section would connect to the rest of the ship. The 
rear fins were conceived as warp engines, which the final design lacks.
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Two views of saucer  
separation created by Probert 
on December 15, 1986. Note 
that here (and above) the main 
bridge module and warp nacelle 
extensions are still to be added 
at Gene Roddenberry’s request.

designer, who had deliberately flowed the two 

halves of the ship together much more seamlessly 

than had been the case in THE ORIGINAL SERIES. 

“I had the engineering hull sculpted into the 

saucer,” he explained. “How do you separate that 

and still make it look good both ways? It was an 

extraordinary challenge. So I started playing with  

it and I found if I left part of the saucer behind, 

then it could be a very broad mounting point  

for the saucer, as well as hopefully making the 

engineering hull look a little better.”

The result was a distinctive ‘cobra-head’ shape 

that still balanced out the stardrive section in the 

absence of the saucer, and helped the ship to  

look ‘complete’ in either configuration. 

A BREAK FROM TRADITION

The reason for having a distinct battle section  

on the Enterprise-D stemmed from one of the key 

concepts of THE NEXT GENERATION: that as well  

as serving crewmembers, there were also families 

with children on board, and these civilians could 

not be endangered every time the ship came into 

conflict. Therefore, separation was intended as  

a routine procedure that would feature regularly  

in the show (actually, after the first episode, it was 

shown just twice more on TV). However, the idea 

co-dependent – there are always two, never one  

or three. I took that a bit further in assuming that 

the engines could always see one another – there 

was never anything in between them. After I left, 

that kind of thinking disappeared, but on all the 

ships that I designed for the show, the warp 

engines could see one another.”

However, when Probert presented his idea, it 

was not what the producers had in mind at all. 

“They said, ‘No, no! What’ll happen is the [entire] 

saucer separates and the engineering hull is the 

battle section.’” This posed a problem for the 

SEPARATION ANXIETY

In this precisely drafted 
side elevation from 
December 15, 1986, 
Probert makes the 
separation line visible 
through the side  
of the saucer. 
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SEPARATION ANXIETY

was not a new one, and saucer separation was  

first mentioned in an ORIGINAL SERIES writers’ 

guide, albeit never shown on screen. 

In fact, the closest that saucer separation  

had come to being a reality before THE NEXT 

GENERATION was in 1979 – when Probert had 

suggested it himself as a possible ending for  

STAR TREK: THE MOTION PICTURE. In Probert’s  

pitch, the maneuver is an emergency one, with  

no obvious means of reconnection afterwards. 

“When THE MOTION PICTURE was being 

filmed,” he later recalled, “no ending had been 

created. So, just for fun, I wrote my own. My 

version had a Klingon strike on the Enterprise, and 

that would have given us our saucer separation. 

With the engineering hull disabled, the saucer 

would turn around and go after that Klingon  

battle cruiser. It would have ended the picture  

in a running chase, basically.”

Probert even went so far as to storyboard his 

imagined scene, but it was never used. Ironically, 

however, his drawings from the time ended up 

being closer to the separation style that was  

finally chosen for THE NEXT GENERATION than his 

other ideas for the new Enterprise’s battle mode.

FINISHING TOUCHES

With the riddle of the saucer separation solved, 

Probert completed the design of the Enterprise-D 

over the first half of 1987. As well as relocating  

Labeled ‘Enterprise components’, Probert’s sketch from December 22, 1986 shows an idea for  
large detachable sections of the saucer and engines that can be jettisoned, as well as the more 
familiar separations such as the captain’s yacht, rows of lifeboats, and the main saucer itself.

Rendered in marker in 1979, 
Probert’s earliest ideas for  
a starship saucer separation 
stemmed from his work on  
THE MOTION PICTURE.
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the main bridge module and extending the warp 

engines, he drew up deck plans and finalized the 

battle bridge, the captain’s yacht, the hull plating 

and the window placement.

“The captain’s yacht was designed as a small 

private vessel for dignitaries,” Probert has said. 

“But it was ignored throughout the show! At  

one point there was a script where Picard had  

been away somewhere and was returning to the 

ship. I suggested using the captain’s yacht, but  

they decided against it.

“A lot of people ask me about the windows  

on the ship – especially the size of the vertical ones  

on the saucer. They scale out to about three-and- 

a-half feet across, and the length varies according  

to what deck they’re on. I started out thinking of 

the circular portholes on an ocean liner, but the 

walls of the saucer slant at such a radical angle 

that you can’t have circles. You’ve got to have 

vertical windows so that people of any size and 

species can comfortably look out.”

It is this level of attention to detail that creates 

such a believable relationship between the inside 

and the outside of the Enterprise-D on screen. It 

made the ship a convincing design on screen in 

1987, and it continues to impress more than three 

decades later, in the opening moments of 2020’s 

STAR TREK: PICARD.

SEPARATION ANXIETY

Probert sketched this deck  
plan on February 10, 1987, 
when Roddenberry settled 
on ‘Galaxy’ as the starship 
class of the new Enterprise. 
Probert noted the name, as 
well as Ambassador (which 
was later used as the class 
name for the Enterprise-C 
when it appeared in the 
third season TNG episode 
‘Yesterday’s Enterprise’).  

Probert’s marker rendering of the ‘battle head’ dates from  
April 1, 1987. Its ‘cobra-head’ shape gave the stardrive section a 
character and poise of its own when the saucer was detached.
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SEPARATION ANXIETY

To demonstrate the size of 
the Enterprise-D, the art 
department overlaid it on a 
map of the Paramount lot. 
Intended as the front cover 
for the NEXT GENERATION 
writer/director’s guide, it 
was swiftly replaced for 
fear of offending size- 
conscious studio execs.

This technical drawing of the Enterprise-D with its ORIGINAL SERIES counterpart established the relative size of the newly designed ship.

A more detailed deck plan than on the facing page lists gyms, churches, two shopping areas and bachelor officer’s quarters among its facilities.

Visible underneath the saucer of the final Enterprise-D design, but never referenced on screen, the 
captain’s yacht is compared to smaller shuttles in Probert’s concept sketch from March 19, 1987.
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HANDS-ON
DECKS

y early 1987, STAR TREK: THE NEXT 

GENERATION’s senior illustrator, Andrew 

Probert, was nearing completion on his 

designs for the Enterprise-D’s main bridge and the 

exterior of the new ship itself. By this time, he had 

been joined on the show by production designer 

Herman Zimmerman, who – as head of the art 

department – had overall responsibility for the  

look of the 24th century. Zimmerman liked what 

he saw in Probert’s work and asked him to keep  

on working on the rest of the ship’s sets.

“An unexpected and pleasant thing happened 

when Herman came aboard,” Probert remembered. 

“He realized that I had been a Trekker since the 

Andrew Probert didn’t only design the bridge and the exterior of the 
Enterprise-D. His steady hand set the direction for every single deck...

HANDS-ON DECKS

B

Probert’s sketch from June 5, 
1987 provides a scale for the 
model Enterprises seen in the 
conference lounge. It echoes  
the paintings of earlier ships 
with that name seen on the  
recreation deck of the U.S.S. 
Enterprise NCC-1701 in STAR 
TREK: THE MOTION PICTURE.

Dated March 20, 1987, this drawing shows how the conference 
lounge was designed with a finished exterior wall, so that the 
interior could be filmed through the windows, as if from space.
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HANDS-ON DECKS

show’s beginning and had a lot of understanding 

of what STAR TREK was all about visually. So he 

encouraged me to continue submitting designs [to 

the producers], subject to his approvals, of course.”

Before long, the two men were collaborating on 

a design for Main Engineering. For logistical and 

budgetary reasons, this was one of several sets that 

had to be built on and around existing Enterprise 

interiors that had been made for STAR TREK: THE 

MOTION PICTURE in 1979.

“Herman wanted to move beyond THE MOTION 

PICTURE,” said Probert, “but we had to adhere to 

the layout of the old sets, because all the lighting 

catwalks were in place, and moving them would 

have been very expensive.

“Their warp core was quite different, and we 

were very concerned about showing exactly how 

the dilithium crystals came into play. So, working 

with Rick Sternbach [who had also joined the team 

as an illustrator], we came up with the concept of 

huge deuterium tanks above engineering, and an 

antimatter generator below, both of which fire 

toward the dilithium crystal chamber. The crystal 

focuses that power and send it along two conduits 

toward each warp engine, which is what you see  

in the set we designed.”

ANOTHER SHIP IN THE WALL

For the ship’s conference lounge and sickbay, there 

was room for a brand new set – albeit just the one. 

Probert designed the former, which was redressed 

as the latter when required. It included (in its guise 

as a conference lounge, at least) distinctive relief 

sculptures of previous ships named Enterprise. This 

not only included the ORIGINAL SERIES ship and its 

big-screen successor, but also starships of Probert’s 

own choosing and design.

A far looser sketch from 
around the same time as 
the drawing above, this 
view of Main Engineering 
shows how the dilithium 
crystal at the heart of the 
warp core is accessed via  
a slide-out chamber.

Headed ‘Engine core (stbd. 
side)’, this image from 
February 15, 1987 shows how 
energy conduits coming up 
through the floor and down 
from the ceiling would meet  
in Main Engineering before 
branching off through the 
walls to port and starboard.  
The set as built adhered to  
this design, but on a slightly 
larger scale than shown.
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HANDS-ON DECKS

BATTLE STATION

When Andrew Probert learned that the 

NEXT GENERATION Enterprise would 

split into two in emergencies, he suggested  

that the combat section should have a small 

command bridge of its own. To begin with,  

he envisioned this battle bridge as an entirely 

new set, but it was quickly agreed that the 

most cost-effective way to proceed would be  

to redress the existing big-screen bridge set, 

originally built for THE MOTION PICTURE.

This proved to be a good solution for two 

reasons. Firstly, the smaller and less luxurious 

movie bridge contrasted with the opulence of  

the new main bridge, emphasizing its role as  

a combat station. And secondly, as it turned  

out, the battle bridge was rarely ever used on 

screen after its first appearance.

Dated March 23, 1987, Probert’s concept 

drawing for how the movie bridge could be 

redressed showed how the forward ops and 

conn stations could also be repurposed from  

the new main bridge set, with the rear duty 

stations operated by standing personnel for  

a greater sense of ‘alertness’. Instead of the 

warm colors and curving wood of the new 

main bridge, the tone is predominantly gray  

and the shapes are utilitarian. As built, the 

finished set saw most use as the main bridge  

of other starships, including the Enterprise-C  

in the episode ‘Yesterday’s Enterprise’.

Labeled ‘Holodeck portal’, 
Probert’s marker rendering 
from July 11, 1987 shows crew 
members interacting with an 
always-visible holodeck arch  
in an otherwise simulated 
outdoor environment.

“I said, let’s make the Excelsior-class [first seen 

in STAR TREK III: THE SEARCH FOR SPOCK] the ‘B’ 

Enterprise,” Probert recalled. “But then we were 

still missing a ‘C’ version. So I took a profile of the 

Excelsior and a profile of the ‘D’, and simply drew 

lines from one to the other at various important 

points. From that, I came up with a composite ‘C’ 

which showed evidence of the new Enterprise 

growing out of those earlier ships.” 

(Though different designs of the Enterprise-B and 

C were eventually shown on screen, both clearly 

owed a debt to Probert’s imagined lineage.) 

ARCH OF INFINITY

Probert’s other designs for the interiors of the ship 

included crew quarters and recreational areas – 

such as the rarely seen holodeck interface arch.

“The arch was something I conceived,” he said. 

“You go into a room and the walls totally dissolve 

in a holographic environment. How do you find the 

door? My solution was this unobtrusive arch. You 

know the door is on the other side of it, and it has 

built-in controls. But then they came up with the 

idea of a voice command to make the door visible, 

so the arch was really unnecessary. But it was built, 

and it was finally used exactly as I imagined in [the 

1994 film] STAR TREK GENERATIONS.”

Indeed, though Probert moved on from THE 

NEXT GENERATION at the end of its first year, his 

designs and influence can be seen all through its 

seven TV seasons and four big-screen outings. And 

though that era of STAR TREK is now in the past, 

he remains the man who envisioned its future.
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HANDS-ON DECKS

Dated July 6, 1987, this unrealized design for an airlock-style door within sickbay is 
headed ‘Med lab detail, environment chamber’. A humanoid figure is shown for scale.

Headed ‘Small dorsal lounge 
overlooking warp engine’, this 
concept drawing from May 26,  
1987 resembles the officers’  
lounge seen in THE MOTION 
PICTURE, which was planned to 
include a view of the starboard  
warp nacelle of the refitted  
U.S.S. Enterprise NCC-1701.

Keen to ensure that the interior sets matched the exterior shape of the Enterprise-D, 
Probert sketched out this concept for an observation deck. Seen in cutaway with a 
human profile for scale, it shows how windows (in blue) could feasibly work at the 
edges of the saucer section. This kind of observation deck was never built, however.

Labeled ‘Sickbay service corridor’, this colorful set design from February 22, 1987 
shows the anteroom that linked the main sickbay to Dr. Crusher’s office.

Drawn up by Probert on October 26, 1987, this technical drawing labeled ‘Data’s 
quarters – computer wall’ showed how Admiral Kirk’s quarters from THE MOTION 
PICTURE could be redressed to serve in the new series. 



SHIP
BUILDING

t the start of 1987, Andrew Probert’s 

ambitious designs for the Enterprise-D 

existed solely on paper. When the time 

came to realize the ship in three dimensions, the 

challenge was taken up by Hollywood’s foremost 

visual effects company.

Industrial Light & Magic (ILM) was founded in 

1975 to create the groundbreaking space battles 

seen in the Star Wars movies. The company then 

worked on three consecutive STAR TREK movies, 

starting with STAR TREK II: THE WRATH OF KHAN 

in 1982. For STAR TREK: THE NEXT GENERATION, 

the team was commissioned to build two filming 

models of the new Enterprise; one approximately 

six feet long, and one measuring just two feet.

Before starting work on the filming models, 

ILM’s Greg Jein built a clay study model and 

presented it to Probert and the show’s producers. 

On seeing his drawings rendered in clay, Probert 

realized that he had not done enough to convey 

his vision for the new ship, and he began working 

closely with ILM to refine its complex shapes. This 

Three main models were used to represent the U.S.S. Enterprise NCC-1701-D 
on screen, each one painstakingly crafted by teams at the top of their game.

SHIP BUILDING

A

The first study model for the 
Enterprise-D lacks the elegance 
of the final design, with a less 
tapered secondary hull, a more 
uniformly circular saucer, and 
squarer warp nacelles. 
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SHIP BUILDING

resulted in a second clay study, now with more 

elegant curves and a detachable saucer section.

Once the revised model was approved, ILM had 

just 12 weeks to complete their two differently 

scaled filming models. The larger, known as “the 

six-foot model,” was by far the more complex, 

requiring extensive internal lighting, a detachable 

saucer, highly detailed paintwork, and six different 

attachment points for mounting the ship on a 

metal armature for filming from different angles. 

By comparison, the smaller “two-foot model”  

was relatively straightforward, calling for less  

detail overall and no separating sections.

CRAFTING CURVES

Both models were built in the same way, starting 

with a skeleton of hand-made Plexiglass cross-

sections, establishing a framework for the ship’s 

many curves. The voids between the Plexiglass 

were then filled in with carefully sculpted polyfoam 

and sealed with automotive repair putty, which 

was sanded to a smooth finish. Relief details were 

applied using stencils and automotive paint, and 

hundreds of grooves were inscribed to mark the 

position of the vessel’s windows. These master 

models were then coated in liquid silicone,  

Curved Plexiglass sections 
formed the basis of both 
master models, serving as 
a guide for the overall 
shape of the vessel.

Sanding the master models 
down to a smooth, regular 
finish was a long, exacting 
task. Any imperfections 
would be mirrored in the 
resulting silicone molds.

The largest complete filming model of the Enterprise-D could be split apart into saucer and ‘battle’ sections. Intricate wiring ran throughout 
both hulls, powering fluorescent lighting tubes, as seen here emerging from the front of the uncapped port-side warp nacelle.
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SHIP BUILDING

Shown here in various stages 
of construction, the original 
Enterprise-D models were built 
between March and May 1987. 
The construction team included
Greg Jein, Ease Owyeung, Bill 
George, Howie Weed, Wesley 
Seeds, Bill Concannon, Sean 
Casey and Larry Tan, overseen 
by Jeff Mann. The subsequent 
four-foot model (not shown) 
was built by Jein with Bruce 
MacRae, Dana White, David 
Takemura, Michael Okuda, Ed 
Miarecki and David Merriman, 
Jr. during autumn 1989.

which solidified to make intricate, flexible molds. 

Pouring heated fiberglass resin into these molds 

created the hollow, rigid pieces from which the 

filming models were built.

Before being decorated, both fiberglass models 

were transparent, allowing light to shine through 

the unpainted areas depicting the glowing warp 

nacelles and the windows. However, for reasons  

of cost and size, the two-foot model was never 

equipped with working window lights, and was 

instead decorated with reflective tape over some  

of the window recesses. Probert specified subtle 

shades of blue and green for the hull detailing,  

but on screen these variations were smoothed out  

into a silvery gray.

ECONOMIES OF SCALE

When it came to filming with the new Enterprises 

in June 1987, it quickly became apparent that the 

six-foot version was impractically large for frequent 

reuse. It took between four and six people simply to 

move the impressive model, and setting up its 14 

separate neon light systems for a shot was a time- 

consuming process. Wherever possible, the crew 

used the two-foot model for new shots after the 

first few episodes, or repurposed beauty shots of 

the six-footer shot by ILM for the pilot episode, 

‘Encounter at Farpoint’. 

Then, in 1989, a third Enterprise-D model was 

commissioned, making its on-screen debut in the 

season three episode ‘The Defector’. Specifically 

designed to bridge the gap between the pair of 

existing ships, “the four-foot model” was built to 

include much more detail than the two-footer, but 

to be much lighter and have much simpler internal 

electronics compared to the six-foot equivalent. 

The new model was versatile enough to be used 

for close-ups and long shots, and as a result, both 

of the ILM originals went into semi-retirement from 

this point on. The four-foot model was not capable 

of saucer separation, however, and so the six-foot 

version did make one last small-screen appearance 

– in the shadow of a Borg Cube in the season four 

opener, ‘The Best of Both Worlds, Part II’.
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SHIP BUILDING

The four-foot model remained in use throughout 

the remainder of TNG’s seven-year production run, 

and underwent significant modifications to become 

the three-nacelled future Enterprise-D in the series 

finale, ‘All Good Things...’. For the Enterprise-D’s 

only big-screen appearance to date – in STAR TREK 

GENERATIONS – the six-foot model was brought 

out of retirement one last time, and used alongside 

a brand-new model of the saucer section, which 

measured almost four meters across.

Subsequent uses of the Enterprise-D on screen  

– in STAR TREK: ENTERPRISE and PICARD – have 

used computer-generated models of the vessel, 

and the same is mostly true of the Galaxy-class 

ships seen in STAR TREK: DEEP SPACE NINE and 

VOYAGER. However, the four-foot physical model 

did make two further on-screen appearances in 

DEEP SPACE NINE: as the ill-fated U.S.S. Odyssey 

NCC-71832 in season two’s ‘The Jem’Hadar’; and 

as the U.S.S. Venture NCC-71854 in the fourth 

season opener, ‘The Way of the Warrior.’ The first 

of these also used parts of a further Enterprise-D 

model, made especially to be blown apart in the 

fifth season TNG episode ‘Cause and Effect.’

Anti-clockwise from top left: Ease Owyeung and Bill George work  
on the saucer section of the six-foot model; neon light tubes in the 
upturned top half of the six-footer’s saucer; the lower half of the 
larger saucer model, complete with metal supports; the completed 
six-foot model being mounted on an armature for filming.
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