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Star Trekis one gigantic tapestry, and this but one finy thread.

The USS Stargazer. Amagical thread to be sure, but it was an afterthought. Animaginative piece of set dressing created by the art department, No more, no less, but as is S often the case with Star Trek, worlds are fumed on such thoughts.
Ir's presence n Picard's Ready Roomin Star Trek the Next Generation some 30 vears ago, silently created backstory for one of franchises most monumental characters. Enigmatic. Beautiful. Powerful Infriguing. So many unfold stories. A life-
time ago. Star Trek: Picard is all about coming full circle. Riding wave after wave of ime displacement, all while hanging onfo your life's trajectory. This is @ very personal journey for Jean Luc Picard, and it s for me foo. f'm meant to be here.
Whatburst of genius prompted the producers to look fo Stargazer to commence the pulling of heart strings? Thar's exactly what | was thinking when Production Designer Dave Blass asked if | wanted o be involved with restyling this legend-
ary ship for anext generaion. In the words of Harry Mugd...Oh you Beauriful Galaxy.

Notice that| use the term “restyle". For those of us foolish enough fo believe we've actually designed a Federation Starship, of whom which | am one, allow me fo reel i in amillicochrane. The desion has been here via the genius of Star Trek's
original art director, Matt Jefferies since 1964 Everything since then has been spun off of the original Enterprise. Every ship since 1964 has been arestyling of his masterpiece.This is nothing to be dismissed oo easily. There are a thousand dif-
ferent ways fodlie when adapting this exalted design. Ir's nor Star Wars, and if you approachir thar way you could ger a leg blown off. Theres alanguage. Thereis an aesthetic. | often see what | call “Sci-Fi-Scar”. Whichis akind of sickly sweer
cotton candy coating that peaple who don't love science fiction, guess is science fiction, much less Star Trek.

IFyou don't understand it you won't see the mistake. If you do understandit,andif's wrong, you can't unsee it and you've blown te frust. Of course nofeveryone cares, butif you are in the business of desian, if's the people who do care, that
you are duty bound to appeal to. Logical right? Thank you, Spock. The proofis inthe eating. Stargazer was mef with almost universal giddiness. Ithad a sense of reality that fans had not seen in quite afew years. Trek Core said . The exciting
revealis accompanied by aVFX shot thar might be the cleanest, most visuially anpealing angle of a starshipin this new era of ive-action Trek. The overhead fiyby is distinct and clear - and provides a crisp look at the defailin the hull that we ha-
ven'talways seensince Trek returned to television in2017. Almost asifwe planned it

Extra effort was taken to include the expected details on the surface of the Stargazer. You can look at if and locate all the stuff thar you know makes a starship. That's aphaser strip, that’s an RCS quad, that's an airlock, thereis the Warp Core
earess, all the stuff you've committed tomemary, and get hurt when ir's missing. Thatis what makes a starfleer starship so fascinaring. You can'tjust throw abunch or nemies on it If hias fomake sense, right down o the plafing, and mosaic.
If'sapuzle to take apart and figure out.

Sowhatisif thatmakes that saucer/nacelle configuration So endlessly fascinating?Is it the embodiment of humankind at its best.. the genetic need fo explore the unknown, to push that upper right hand comer of the envelope, and in so
doing, discover what it means fo be human’ It may just very wel be, after all, some of us have had our lives changed by it

-DOUG DREXLER - CONCEPT ARTIST-



THENEWEST FEDERATION SHIP T0 ADVANGE STAR TREK STARSHIP DESIGN SINCE 2002 “STAR TREK - NEMESIS”

THEL.S.5. STARGAZER
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GONGEPT DESIGN BY JOHN EAVES, DOUG DREXLER AND DAVE BLASS
It has been over 20 years since we last visited with the crew from Star Trek: The Next Generationin the feature film “Star Trek: Nemesis”, That was also the last time that Star Trek was in the 24th Century. Subsequent films
and TV Series worked in the 23rd Century o we have not seena “NEW' Starship in decades. This was the challenge af hand. We needed to update the classic U.5.S. Stargazer design that was seen briefly in the TV Serles "Star
U.5.5. STARGAZER - CONCEPT ART BY JOHN EAVES BASED ON DESIGNS AND MODEL BY DOUG DREXLER

Trek; The Next Generation”, and update the design of a Starfleet Starship info a new century. How would we update the technology to work for modern audiences while also staving true fo the original “Next Generation” fegl?




THEU.S.5. STARGAZER
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SEEN IN ONLY 2 EPISODE OF STAR TREK PICARD, THE U.5.5. STARGAZER WAS A MASSIVE UNDERTAKING AT THE HEIGHT OF COVID.




U.5.5. STARGAZER TURBOLIFT
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CONCEPT DESIGN BY DAREN DOCHTERMAN, JAMES CHUNG, IGOR KNEZEVIC, SET DESIGN BY KEVIN CROSS




CONCEPT ARTBY JAMES CHUNG

Com/ Ops

Commander

Captains

During COVID it became even more important to work with Digital Pre-Viz as everyone from

the producers to the Arf Department was in a variety of “Work From Home" models. Some
team members would work on the project for two years without interacting in person. The
digital pipline of sharing models and files became a lifeline. Team Members would work on
individual sef pieces like a chair or a console and then each piece would need fo be integrated
into the master set. A small change inthe angle of a console changed video projection,
graphics, sef design and construction so the coordination was massive. Each team member
hield an important piece of an overall design a year in the making.

ISOLINEAR CHIP INTERFACE
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LCARS 2.0

. . : . | Sl G T+ 2022 ADG Lifefime Achievement Award Honoree Mike Okuda joined the Star Trek
Ingcignce ficlion fimmaking wrephicsareapowerul L e Picard team affer over two decades away from the franchise. “When we thought of
fool for world building. Graphics help creafe the N ‘: "-:-. IO T bt b updating the famed LGARS graphic interface it was a daunting task given how iconic
environment, they help establish e culture and e - | g g the original designs that Mike did for ‘Star Trek: The Next Generation" had become. It
technology, and they help tellhestory. Graphics area . ——— al was like frying fo forge an iconic painting. There was only one choice... beg Mike fo
keypartofmaking Starfeefs e echnoogyand. % come back and update his clasic designs and bring them info a new Millenium."
e Federation's cuflwe visualycredibe andareatig I Mike collaborated with the Twisted Media the playback graphics feam who
il nmdcin Garties. umwded_un—sel graphics, and longfime Star Trek Graphic Designer Geoffrey Mandel
b s e and the final results were everything we could have hoped for,

culture visited in Star Trek's voyages.

sl ™

During Picard Year 2, we faced the challenge of 2R o T 5’9"" 8

buldngontedisincive LCARS conmolpangl = ‘ i"" J "E.E‘:

graphics style, first seenin the 1980 on Star Trek: The e S jmay [ N - - e S T
Next Generation, Our new episodes are sef years after @_:P‘ = ~ g = —

that e, sowe weaked estyleloshowhal < ; e -

Starfieer’s technology had grown. In doing So, our -

team was able o fake advanfage of the huge s

advances in computer, graphics, and display <

technologies ta have been realized since 1387. The Stes N (N CHARER G R e

new episodes reflect ourefforts tomainfainvisual
continuity with Star Trek tradition, while giving our new
Starfieer ships the exciting freshness that the show's \ E IE e
fans expect. | — e =
-MIKEOKUDA | b -, -




STANDING CONSOLES mems
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PLAN AND ELEVATION

5C 1

CONCEPT DESIGN BY TIM FLATTERY, JAMES CHUNG, IGOR KNEZEVIC, TIM EARL SET DESIGN BY KYLE COURTER

Side Consoles featured state of the art curved projection displays, stand up consoles showcased transparent OLED screens to replicate Holograms without requiring VFX



CUE PLAYBACK

Throughout the history of Star Trek, there has always

been a unique chaflenge on how o show advanced

lechnology, on a Television budget. Going all the way

back to the “flip phone” communicators of the 1960’ 3
original seres. Pushing the dea of what inerfaces wil — -2 i f‘r: x 5 ,ﬂ-l-l_
lookike in the furue s something we spen a massive e =
amount of rime on. How do we develop what was done jireas (= _-._'_
with Star Trek: The Next Generation, and continue the \'-"5]' AT

=
- =4

design continuity. Playback supervisor Todd Marksand = =

his feam brought all of the most state of the art AN g, | g 3'='£._..‘ | :'_j-""f::f' | i A3, * P _ o S———— \ sl
technology fo the show. Our Science Stations featured k - o _ _
curved rear projection screens melded to flat OLED - : = ' 2 '

SCIEENs 10 creare a unigue ergonomic interface. Standing
Consoles were created with LG's Transparent OLED
screens that give a Holographic feeling without VFX.

Out the rear windows of the Observation lounge a 60’ rear : e |
projection screen showcased the view of the Stargazer's

nacelles and upper warp core secfions, giving it a depth

never seen before. Each screen confained defailed ™14
technical information that was changed for each scene —-:_'I [-i?—_ sese iTETSTES s run
and each situafion and was adaprable fo the needs of the !.;s
story.
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The Hﬂ[lgE of the U.S.5. STET[IHIET featured 35 interactive screens, with a combination UfoﬂﬂSﬂBfﬂm OLED Screens, Rear Projection, DLED Screens, Ipads, and Iphones builr inio the seafing. Side Consoles featured state of the art curved nrojection ﬂismai‘r& stand up consoles showeased fransparent OLED screens fo mu"ca]g Humg;ams without requiring VR




OBSERVATION LOUNGE

Theconference roomon the Stargazer or“The Dbservation
Lounge” asitis know on Starfleer ships, s aunique meefing
space thatwas forlarger Crew gatherings, briefings or just
casual scenes were the Captain wants to get away from the
croweded bridge and have a private moment, Thecustom
conference fable featured a giganticintegrated OLED screen
aswell asintegrated lighting. The chairs were custom designed
toharkenback tothe Enterprise  versionof thechairs. The
highlight of the sefis the panoramic view out fa the back of the

ship with giant windows showcasing the aft of the Stargazer,
-Concep! Art by lyor Knezevic
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SET PHOTOS OF THE U.5.5. STARGAZER'S DBSERVATION LOUNGE




OBSERVATION LOUNGE —

JOHN EAVES DBSERVATION LOUNGE CHAIR WORK IN
PROGRESS DESIGN BASED ON COLLABDRATION WITH
SET DECORATOR TIMOTRY STEPECK
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- THEHISTORY OF THE STARGAZER - Mﬂﬂ[lé ONDISPLY IN THE OBSERVATION LOUNGE BY BILL KRAUSE



STARGAZER CORRIDORS

Star [rek writers LOVE walk and talk scenes. A Starfleet ship the
size of the Srargazer would have amie worth of cormidors. The
challengeis, how do you create the massive amount of square
fontage needed and different layouts needled for an episodic
series? Duranswer was fo build the hallway inmodular pieces
onwheels. Straight sections would be identical with doors and
fum secfions made toplug into gaps as needed. We worked
withthe ream of Cinematographers 1o make te units selfighting
asmuch as possible with integrated RGBLED lights and accents
that can adapt 1o any siiuafion or mood.
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SETPHOTOS OF THE U.5.5. STARGAZER'S CORRIDORS AND TURBO LIFT ENTRANCE




When i was asked to jump in on the set design of the Stargazer Bridge, it was a childhood dream SN
come frue. | think everyone that designs starships, particularly in the Star Trek Universe " ‘g
rembers their first starship. The hours put into research, conceptualization, the fiddly little bits \‘*l[ik
that make a starship not just another spaceship, but a Federation Star Ship. There is a legacy
involved with designing a Star Trek Bridge; a legacy passed down from that very first Enterprise.
There is a design language, a dedicated and passionate fan base, and a history fo respect as you
fill in the visual voids.

US.S. STAHBAZEHBHIUBE— R

Every piece of design on a Star Trek ship must have a purpose. The pieces of tech aren't just
greebles or gak. They are parts necessary for the functioning of a starship, parts that need to
have a reason for existing. It makes the design not only more challenging, but also more enjoy-
able. I'm not just throwing shapes at a wall, I'm designing a "functional” part for a starship!
When designing a space as large and technically complex as a bridge, you can starf to go
cross-eyed coming up with the little bits. (and there are SO MANY that the audience will never
know are there.) Each of them has a purpose and function, not just to fill in a visual void, but
functional starship purpose as well. And there is no way | could have done all that work on my
own. There were so many ofher artists and set designers that lent their skills and artistry to
bring this bridge into reality. Set Designers Scoft Schneider and Tim Earls sef the stage, Kevin
Cross, Rob Johnson, Kyle Gourter, and Karl Martin all shared the load of bringing this bridge to
reality, and af every step of the way were the Art Directors lead by Supervising Art Director
Mark Zuelzke, and Will Eliscu who was project lead for this set. He and Assistant Art Director
Dylan Bocanegra sourced materials and interfaced with construction fo bring this massive
undertaking to the screen.

| love working on legacy shows with a built-in fan base. You're given the opportunity to include
elements (and easter eggs) that are there not only for your joy and aesthetics, but elements that
the fans will love finding on their third, fourth, and fifth watching of the episodes. But there's
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REVISED PRELIM

OBSERVATION LOUNGE

PLAN & ELEVATIONS
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also the terror of hoping you don't get anything wrong and hoping that the fans love the ship
you've worked so hard to design. | feel like the Stargazer lives up to its legacy. And the fans
seem fo agree. As a designer, that is the highest praise | could ask for.

- Set Designer James Addink

U.5.5. STARGAZER, Set Design by James Addink, Scott Schneider, Kevin Cross, Karl Martin, Rob Johnson, Timothy Earls, Alan Farkus
Supervising Art Director: Mark Zuelzke Art Director William Eliscu, Jann Engel, Assistant Art Director Dylan.Bocanegra
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PICARD CHATEAU
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Jean Luc Picard's Chateau was the key set piece for the season. In the prime
fimeling ir's his asis, showcasing a collection of his books and mementos
from the past. Butin the past it carries echoes of his childhood trauma and in

our season it will become the battiefied for our team to fight against the Borg

400 years inthe past. The challenge with time fravelis that each look &
needed fo be able fo be used at any point. We would go from the pristine look : W
inthe year 2400, o a chateau that had been abandoned for decades, then to 3
an even more decayed versionin the year 2024. Each sef layer with decor

and nuance fo help tell the story of the fime fravel.

-Concept Art by Joe Comeau



PICARD CHATEAU
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Depth was key in the design of the Chateau. Trapped on stage for months, we didn't want it to feel like a ‘Stage’ Set. We wanted it to feel open have have lots of depth and angles to shoot. We designed a horse shoe shaped
sel that had windows on all of the interior walls. This would allow you fo look out the windows and see the other sefs beyond, seeing the outside of the building and theninto the inside of that next room. The Kitchen looked
info the Library and the Main Hallway, and the Library had views into the courtyard Kitchen and hallway. The entire set was circled with backings outside the far windows showcasing a day/night Soft-Drop from Rosco that
helped us add even more deth. The et decoration team Spent months creating the layers for the various timelines and realities. Supervising Art Director Mark Zuelzke worked with the feam of set designers making SN Lol

sure that no detail was missed and that each element blended the stage set with the variety of locations. Coordinating the vast number of locations from Santa Clarita, to Inglewood, Downtown LA and out o Malibu was a massive effort. TOP IMAGE: CONCEPT ART BY JOE COMEAU  BOTTOM: FINAL SET IMAGES




CHATEAU COURTYARD C Se——

TheCourtyard of the Chateau allwed us tohave an[xterior” ser _ . el ;!. — q
without going onlocation, and also gave us depthin all directions. ’ 4 . R A ‘ "-1"
When shooting sceens outside, rafer than e acrorsbeing ; s N R -- : _ hlj_ '1]#

hacked up againstawall they hadfextured depthinto the other " : 5'

rooms of the chateau. This alsowouldgive us the freedom J

tomove from the Inferior fo the Exterior with ease.

When we transition into the delapitated version of the chareau

this gaveus aspace fo create the overgrown foliage that would

fake over the archirecture and give f the creepy vibe tha

would be needed for the story,
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THE SOLARIUM

Part of Jean Luc Picards Chateau that played a key part of the season’s fime Iravel archis

was the Solarium. Itis seenin 4 different time periods in vastly different conditions. Due to

shoofing restrictions we were required to move from one fime period fo another and back,

sometimes within the same episodes. The Solarium’s windows were akey aspect as they

would have a mural painted on them that would be broken at some paint. The flip-flopping of

fime travel sets was built into the design. We knew we could change out windows from . sl (LT TE LR 7 . el o
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Concept Art by Joe Comeau




10 FORWARD BAR

Another set that would need to adapt for our
time-travel adventure was the 10 Forward Bar.
This was Whoopi Goldberg bar in Los Angeles in
the year 2400. Her character has been around
for hundreds of years, and in fact we have seen
her in California going back to 1893 in previous
episodes of Star Trek. Thus we wanted the bar
to be timeless, like Coles or the Tam ‘0 Shanter,
where you feel like the place hasn't changed in
decades. Of course there would be some tech,
and lighting changes, but the bones of the
place wouldn't change. To logic this out we
pulled from an episode of Star Trek Voyager
where they visit Earth in 1997 and mention a
Earthquake in LA. We made the Bar a
“historical” building, and thus would keep if's
charm, both inside and out. It was very
important that it feel connected to the culture
of the area, and Guinan, while not an African
American herself, could indentify with the
struggles she had seen throughout the years.
This history needed to be baked onto the wall
both visually and with a intense level of patina.
“If these walls could speak” they would tell an
amazing story of this woman and her life. The
bar would soon be transformed back fo the
year 2024 where we meet a younger Guinan and
see the challenges she is wrestling with. As
with all things in TV the changes had fo be done
quickly and boldly in order to make the show’s
schedule work.

The Set Decoration team delved into the past and future with the 10 Forward Bar, custom building
illuminated booths and bar table tops with integrated RGB LED lights fo give & wide variety of color looks to
the bar, Futuristic wall sculptures were created with custom vacuform designs that were backlit and
integrated into the lighting designer. There was no “off the rack” lights, everything had fo be custom. To
give the look of the futuristic bar taps, et Decorator Timothy Stepeck found “French Drains” use for
irrigation that were re-painted and augmented to become part of the bar-back. Each piece of artwork was
chosen fo showcase the evolution of Los Angeles from 2024 - 2400, with custom pieces added to bridge
the gapt between present day and the future. The “Arcanis Lager” nean was custom made to replicate
asign seeninthe 1984 Star Trek Il film. Set Decoration Buyers Leighanne Haddock, Gisoo Javadi, Armen
Khechoumian, and Rebecca Keeling scoured the galaxy for just the right bits of Trek to bring it to life.
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10 FORWARD BAR STAGE SET
Concept Art by Igor Knezevic
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SET DESIGN BY KYLE COURTER




THE GRAPHIC DESIGN OF STARFLEET

Graphic Designer Geoffrey Mandel took his years
of experience working with the Star Trek fran-
cise and elevated each scene with authentic de-
signs that we knew would be the focus of the
rabid fanswho would freeze-frame each one and
diginto the details. Star Trek is not a fantasy
show, i's a Historical Drama sef in space with
60 years of details that need to be the basis of
everything that we did. If there was a Starchart
with Vulcan on it the defails had fo correct,




PROPS

Whenyour show fakes place 400 years into the future, every prop or hero piece of decor
hecomes that muchmore challenging. Our prop deparfment lead by Jeffery Lombardi,
designed hundredls of Unique pieces to bring the world of Star Trek Picard o ife.
Working with our Concept Artists, Graphic Deisgners and Fabricators each piece was a
workofart, Geoffrey Mandel lead the graphics team, creating custom books for
Picard's study, and combined with John Eaves o create Picard's Vulcan Globe. Concept
Artists Fabian Lacy, Daren Dochterman brought somuch to the prop team desianing
muchofwhatis seenin thefirst episode.
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STARFLEET ACADEMY

Picardis set todeliver aspeech af Starfleet Academy. This scene would be mirroredin the
2nd Episode whenan EVIL Picard gives aspeech at the execution of the Borg Queeninan
Aternate reality version of Picard's world. We had 3 fime periods and 2 alfemate worlds to
wrangleallinthe first episode of the season. For Starfleet Academy and Starflegt
Headguarters we used the Walt Disney Concert Hall and the new Sofi Stadium. We wanted
folet the Architecture help tell the story and give us scope. As we were limited tojust 20
exiras we needed locations and angles that could easily be augmented with people but that
could play primarily without expensive VFX in every shot. Our Graphic Design team helped
with tons of Federation and Starfleet Graphics.

With VFX Flamants
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Goncept Artby-Top: Joe Comeau , Borrom: James Chung

Picard and Elnor meet at the Wall of Honor at Starfleet Academy. The plaguest showcase a history of famous Starfleet Ships and their history.




RARITAN IV

S0jiand Jurattiattend a seminar on Raritan V. For this locafion we needed something
that was bold and alien, yer could be pulled off at the height of COVIDHY, in one of the first
scenes shot after the shutdown. Using an existing location with a water feature we built
floating platforms for the dining table and bar areas, and augmented the surrounding
space fo feel less like downtown Los Angeles. Tim Stepeck and the sef decoration feam
created a stunning other-worldly bar with giant arches fo create a focal point for the nd half of
the scene, then augmented the location with kinetic sculptures, illumenated fumniture
firepits, floating illumination and a wide varity of textures fo create the alien vibe.

| 2 T o\

?‘.\ _




