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1.0 Introduction

This is a re-formatted version of Last Unicorn Games’ unpublished ruleset, SpaceDock, as provided by the author Steven Long, with permission by Decipher (who took over the game license). Decipher went on to publish their own construction ruleset, but I have found this system was slightly better. 

My changes have been primarily to include some equipment systems published only by Decipher (modified to fit the SpaceDock ruleset) and to incorporate specific years for each release of new technology. Some of the dates come directly from Decipher, some were originally available through LUG’s rules and some are through extrapolation done by myself. Also, the species-specific changes for starship construction (namely, the Cardassians and Klingons) has been added into the appropriate sections. 

Hopefully, in spite of my appreciation of printed rulebooks, I will find this system much easier to follow when building my own starship designs. While I hope to come to a point where I can print these rules out and bind them, I suspect that they will truly never be ‘done.’

- Dan

2.0 Ship Classifications

2.1 Starfleet Classifications

Starfleet Command classifies vessels according to their primary (and, in some cases, secondary) mission profiles, which in turn determine the sizes, shapes, and systems of vessels in a particular category. A ship whose primary purpose is to explore distant star systems will have a different shape, and different systems, than one intended to escort merchantmen in times of conflict.

However, one of Starfleet’s primary moral and tactical principles is that of adaptability. Thus, unlike the often more mission-dedicated vessels of the Klingon Empire or Romulan Star Empire, any Starfleet ship can perform a wide variety of missions (even ones for which it is not primarily designed). For example, a Starfleet escort will have more advanced scientific and research systems than a comparative

Klingon vessel, but will not be as heavily armed. Nevertheless, Starfleet ships are best used for the primary missions for which they were created.

2.1.1 Sub-Categories

Within any given category of vessels, subcategories exist. In many cases, subcategories include Heavy, Light and Fast versions of the ship type.

Heavy vessels indicate a subtype which is more heavily armed and protected than the standard vessel of that category. Heavy subtypes often sacrifice a small amount of speed, maneuverability, or sensor capacity to compensate for the additional tactical systems.

Light vessels, conversely, are not as well armed or protected as standard vessels of that category. Instead, they typically possess more sophisticated peripheral systems, such as sensors or other scientific systems, and are intended for relatively specific mission profiles.

Fast vessels are similar to Light ones, but concentrate on speed and maneuverability (and sometimes on the capacity to perform long range or extended missions). Those built for defense or tactical missions often have heavier weaponry than Light ships, however. Most of the Fast categories, such as Fast Frigates and Fast Cruisers, are relatively new additions to Starfleet and have helped to redefine rapid deployment and response doctrines.

Strike vessels, usually restricted to the more warship-oriented categories of cruisers, destroyers and frigates, tend to fall in between the standard and heavy sub-categories. They employ the best in speed and protection available at the time of their design, and tend to load up on weaponry, though often at the expense of maneuverability. Mission-wise, the ships are assigned to Task Force sub-units which break off from the main force to quickly attack and pull away from static targets of opportunity.

The Classification Codes for these sub-categories are usually added as suffixes to the overall Class Code.

Table 2.1.1: Heavy, Light Fast Sub-Category Codes
	Sub-Category
	Classification Code

	Heavy
	H

	Light
	L

	Fast
	F

	Strike
	S


2.1.2 Explorers

Explorers are the largest, most powerful, most versatile ships fielded by Starfleet. As their classification indicates, their primary purpose is exploration. Because they can encounter virtually any situation (including many threatening ones), and because they often conduct multiyear missions far from Federation space, they contain a wide variety of systems, including ones designed to ensure the comfort of the crew during extended assignments. They are also Starfleet’s most heavily-armed vessels.

Since the earliest days of Starfleet, Explorers have served prominently in the fleet. From the early Daedalus- and Ranger-class ships, to the famous Constitution-class of James T. Kirk and his contemporaries, to the Ambassador-class developed earlier this century (now downgraded to Heavy Cruiser), each previous design has influenced the modern Explorers such as the Galaxy- and Sovereign-classes. The design style which now characterizes the Explorer ship type—primary hull (“saucer”), engineering hull, and nacelle-and-pylon—can be seen in even the earliest Explorers. Some Cruisers have also contributed design elements to the modern Explorers.

At present, Starfleet fields five classes of Explorers—Andoria, Andromeda, Galaxy,Intrepid, and Sovereign. The Andoria-class is one of the newest Explorers. It was launched in 2361, and is an “explorer” in the true sense of the word. Most Andoria-class vessels undertake multi-year deep space missions; they

are equipped with some of the most state of the art sensory and scientific equipment available to the Federation. Prior to the Dominion War, Starfleet had planned to build three Andoria class vessels per year. A re-evaluation of ship construction priorities following the War may dictate an alteration or cancellation of that plan.

The Galaxy-class, only recently displaced as the most powerful vessel fielded by the Federation, remains a mainstay of the fleet, particularly during military situations. After the initial planned production run of six vessels was completed in the early 2360s, no more were built until the early 2370s. The vessels under construction when the Dominion War broke out were rushed into production without complete

exploratory and secondary systems so that they could assist with the war effort. Most came through the War intact, albeit damaged. 

The Intrepid-class, the first of a planned line of Light Explorers which pack substantial

exploratory capability into a spaceframe much smaller than most Explorers use, has proven an able ship and a fine premiere for the line. Equipped with bioneural gel pack computer systems, powerful warp engines, and many other state of the art systems, it is one of the most advanced ships in Starfleet. The resilience of the U.S.S. Voyager, NCC-74656, which remains lost in the Delta Quadrant, testifies to the ship’s prowess.

Starfleet’s most recent efforts in this area yielded the Sovereign-class Explorers, of which only

two (the U.S.S. Sovereign and U.S.S. Enterprise-E) have been built. Designed following initial contact with the Borg, and thus reflecting the perceived need for greater defensive and tactical capabilities, the Sovereign-class features fewer exploration-oriented and more defense-oriented systems and design  elements than any Explorer ever built.
Table 2.1.2: Explorer Category Codes
	Category
	Classification Code

	Explorer
	XP

	Heavy Explorer
	XH

	Light Explorer
	XL

	Fast Explorer
	XF


2.1.3 Cruisers

Cruisers are mid- to large-sized vessels which Starfleet can optimize for a wide variety of general or specialized mission profiles, from exploration, to interdiction, to tactical/defense. Although smaller than Explorers, they are easier and less expensive to produce, and therefore more of them have been built. In many ways they could be said to form the backbone of Starfleet.

Because of this ship type’s versatility, Starfleet has created many subcategories for this classification to better designate a given ship’s primary function. The basic Cruiser is a mid-size,

multifunction vessel, able to perform many different duties well. The venerable Miranda-class ship and the somewhat younger Renaissance class vessel are representative examples. As of 2375, “standard” Cruisers are typically tasked to one of three broad duty classifications: scientific/research vessels, which usually have expanded scientific/sensor packages; military/interdiction, which usually have improved tactical

packages; and long-range patrol craft, with uprated drive systems. Miranda-class ships are an example of the first type; Renaissance-class craft of the second type. The long-range patrol Cruisers are gradually being phased out in favor of Fast Cruisers and Fast Frigates.

Exploratory Cruisers are, in essence, a “junior” version of an Explorer, similar in some ways to a Light Explorer. They are equipped with many of the same systems (though space limitations on the CEX vessels may restrict the amount of equipment which they can carry vis-a-vis an Explorer) and are expected to perform the same wide variety of duties. The Constellation-, Excelsior-, and Nebula-classes are typical Exploratory Cruisers.

Fast Cruisers, such as the Niagara-, Istanbul-, and Osaka-class vessels, are relatively new

additions to the fleet. They are intended to perform long-range diplomatic and courier missions. During the Dominion War, many also served as reconnaissance craft which performed daring behind-the-lines scouting and forward observation missions to gather information on Dominion-Cardassian alliance fleet movements.

Heavy Cruisers, which have been a part of the fleet for almost two centuries, often serve as flagships for Sector Deployment Commands or various branches of the fleet. Thanks to their heavy armament, they served at the forefront of many battle task forces during the Dominion War, and have also helped to counter recent Borg incursions. Examples include the Akira class, with its multiple torpedo launchers, and the older Wambundu-class vessels, which have often been testbeds for phaser uprating packages. Heavy Cruisers remain a favorite with the ASDB; five new CH ships, including the proposed Legacy- and Morningstar-classes, are on the ASDB drawing boards as of stardate 52372.4.

Additionally, a modification of the CH ship tentatively designated as the Strike Cruiser has been proposed. A Strike Cruiser (CS) would take advantage of recent developments in warp field theory and warp engine technology to create a Heavy Cruiser with the speed and maneuverability of a regular Cruiser. Only one design, the Falcon-class vessel, is currently under development.

The longest-lived of Starfleet’s Heavy Cruisers is the Ambassador-class, which has been in use

since 2322. As the flagship of the fleet in its day, the Ambassador-class (originally designated an Explorer, but downgraded in light of modern fleet developments) incorporated many technological innovations and paved the way for the development of the Galaxy-class vessel, which it strongly resembles. Despite their age, surviving Ambassador-class ships remain in good condition and are expected to be able to serve, with standard repairs and maintenance, for an average of another 20 years.

Last but certainly not least, Light Cruisers fulfill many functions, including diplomatic and courier duties, support for Explorers and larger Cruisers in conflict situations, reconnaissance, and patrol of outlying (but relatively quiet) sectors. Because they rarely include breakthrough or experimental technology, they can be built quickly and cheaply, making them very common. Starfleet fields many classes of CLs, including the Apollo-class (due for substantial modifications and uprating to CF status as part of the Hermes Development Program), Cheyenne class, and the proposed Odin-class.

Caveat: The term “cruiser” (lower case) is often employed in a general sense to indicate any large ship (frigate or larger) capable of extended missions and/or possessing substantial tactical “punch.” While the term is not so employed in this report, the reader should be aware of it to avoid confusion in other venues.
Table 2.1.3: Cruiser Category Codes
	Category
	Classification Code

	Cruiser
	CC

	Heavy Cruiser
	CH

	Light Cruiser
	CL

	Fast Cruiser
	CF

	Strike Cruiser
	CS


2.1.4 Destroyers

Destroyers are vessels smaller than a Cruiser, but larger than a Frigate. Designed almost entirely for military purposes, they are as heavily armed and defended as a Cruiser (or even a Light Battle Cruiser). They serve as support craft for Cruisers, Battle Cruisers and Battleships. Examples include the Klingon Sompek-class Heavy Destroyer and the Cardassian Aberaxclass Destroyer.
Experience in the Dominion War tends to suggest that Federation destroyers are closely matched with the Destroyers of potential Threat species; though less heavily armed, the quality of their tactical scanners, targeting systems, and operating personnel more than make up for the lack of pure “punch.”
Table 2.1.4: Destroyer Category Codes
	Category
	Classification Code

	Destroyer
	DD

	Heavy Destroyer
	DH

	Light Destroyer
	DL

	Fast Destroyer
	DF

	Strike Destroyer
	DS


2.1.5 Frigates

A Frigate is a medium-sized vessel designed for military, escort, patrol and rapid response missions. Although typically smaller than Cruisers, some Heavy Frigates are in fact larger than some

Cruiser categories. Due to the Frigate’s general utility, Starfleet has often had difficulty finding a “niche” for it within the fleet, leaving it simply to fill the ranks of the various fleets and Sector Command ship rosters. In fact, as of 2375, more Frigates are in active service than any other category of ship except Cruisers.

In general, Frigates are the most overtly “military” vessels fielded by Starfleet (with the exception, perhaps, of some Heavy Cruisers and Heavy Escorts). They tend to incorporate the latest technological developments, particularly in the fields of tactical systems, shields, and sensors.

The basic Frigate, such as the New Orleans or Mediterranean-class vessels, are among the oldest designs still being actively produced by Starfleet. Having proved themselves over decades, they need only basic modifications to take advantage of the latest technology to keep them up to speed with ships of more recent design. Frigates are often assigned to duties such as convoy support and defense, planetary defense, and evacuation. During the Dominion War, Frigates typically served in reserve line support positions or to anchor wings of Fast Frigates or smaller ships. Some newer Frigates, such as the Shir’Kahr-class, are optimized for specific duties (in that case, scientific research and exploration). Similarly, the upcoming Aegean Development Project refits for the Mediterranean-class will make it more suited for orbital and near-system support duties.

Fast Frigates, such as the Chimera- and Norway-class vessels, are the slightly smaller cousins of the Fast Cruiser. They typically serve as part of Starfleet’s various Perimeter Patrol and Rapid Deployment Forces, thus freeing up Escorts for the duties from which they derive their name. Thanks to the successful

record amassed by the FF category, Starfleet has plans to produce many more to help patrol the Federation’s ever-expanding borders. 

Heavy Frigates, as mentioned above, can be larger than some Cruisers. Historically, FH vessels

have filled a support role for Cruisers, but some of the newer FHs, such as the Steamrunner and El Dorado-classes, have sufficient tactical punch to anchor strike wings themselves. The proposed Oberon-class FH has the most potent tactical package ever seen on a Frigate, surpassing the almost as heavily armed El Doradoclass thanks to Dominion War technological breakthroughs.

Light Frigates, including the Springfield- and Ukora-classes, are common sights along the Federation frontiers. Designed primarily for standard patrol duties in sectors with low to medium

levels of activity, they are in many ways not very different from CLs.
Table 2.1.5: Frigate Category Codes
	Category
	Classification Code

	Frigate
	FG

	Heavy Frigate
	FH

	Light Frigate
	FL

	Fast Frigate
	FF


2.1.6 Escorts

Escorts are, as their name indicates, primarily intended to escort transports, cargo convoys, and in some cases even larger Starfleet vessels. Design and production of them has increased markedly since the mid-24th century, when the increasing number of threats to the Federation prompted Starfleet to begin creating more Escorts. As more Escorts sailed out of the shipyards, Frigates were freed up for other duties.

The standard Escort is a small, but relatively heavily armed, vessel which combines good speed with sufficient offensive power to deter many threats. Depending upon the availability of Frigates, they may also assume some Frigate duties in addition to their standard low-risk escort and patrol functions. Capella- and Polluxclass vessels are good examples of typical Escorts.

Heavy Escorts, such as the Frontier-class, are even more combat-oriented than the standard

Escort. At most times they function as part of Starfleet’s Perimeter Defense and Patrol forces. They often served as key components of attack wings during the Dominion War, and also proved their mettle during patrol of disputed regions during that conflict. The new Defiant class EH, which has served as a testbed for

numerous experimental tactical systems, was an instrumental part of the Federation’s victory in the Dominion War.

Light Escorts usually escort troop and personnel transports, and sometimes cargo transports as well, through potentially dangerous regions of space. During times of conflict, they serve as backups to front-line Perimeter Defense vessels, and also perform troop drops, landings in hot zones, and other planetary support functions. The Merced- and Nomad- ship classes are the most common examples of ELs in the present fleet; a new EL developed in conjunction with Starfleet’s Rapid Response forces, the Umbria class, is projected to enter the service in the late 2370s (the Dominion War delayed its initial projected 2375 deployment).

Table 2.1.6: Escort Category Codes
	Category
	Classification Code

	Escort
	EC

	Heavy Escort
	EH

	Light Escort
	EL

	Fast Escort
	EF

	Strike Escort
	ES


2.1.7 Scouts

The presence and mission profile of Scouts has diminished over the course of the 24th century. As technological capabilities improved, and the Federation became larger, the deep space exploration function once assigned to scouts was assumed by larger vessels, and their role as reconnaissance ships in times of war has similarly been assumed by other, stronger ships.

Still, there remains a place for the Scout within the present service. With their small bodies and large warp nacelles, they remain well-suited for stellar cartography missions, light exploration, system surveillance and reconnaissance, and similar duties. During the Dominion War, when larger ships were often engaged in direct confrontation with the enemy, Scouts ran many observation missions into Dominion-Cardassian territory, returning with valuable information.

The Rigel-class vessel and proposed Orion class ship (part of the Long Range Survey Directive implemented in 2369, but delayed by the War) are both designated Heavy Scouts. “Heavy” in this case connotes a larger body, and thus the capacity to stay in the field for longer periods, more than it does heavier armament (though in fact those ships do have greater tactical capabilities than other Scouts).

Table 2.1.7: Scout Category Codes
	Category
	Classification Code

	Scout
	SS

	Heavy Scout
	SH

	Light Scout
	SL

	Fast Scout
	SF

	Strike Scout
	SS


2.1.8 Fighters

Fighters are small, heavily-armed ships which provide support for larger vessels in combat situations. Typically crewed by no more than one to four persons, they have no real function other than combat. For this reason, Starfleet, unlike the Cardassians, Dominion, or many other species, makes relatively little use of them. In fact, only one design, the Starfleet Attack Fighter, is being fielded at present, with no plans for any additional designs.

Table 2.1.8: Fightercraft Category Codes
	Category
	Classification Code

	Fightercraft
	F

	Torpedo Fightercraft
	FB

	Trainer
	TF


2.1.9 Specialized, Auxiliary and Support Vessels

Obviously, any fleet of ships the size of Starfleet requires numerous auxiliary and support vessels to keep it running efficiently. From Cargo Carriers to Medical ships to Research/Laboratory (a.k.a. “Science”) vessels, these ships form a vital, if somewhat unglamorous, link in the Starfleet chain.

A complete catalog of every specialized, support and auxiliary vessel used by Starfleet is beyond the scope of this document. Interested readers are advised to consult Document ASDB-1958573-Beta for complete information on this category of ships.

2.1.9.1 Armored Transports

This type of vessel, represented by the Iowa and Utah classes, came into its own during the recent Klingon-Federation and Dominion War conflicts after years of being regarded as something of an “ugly stepchild” by many Starfleet pilots. While not a sleek, beautiful ship, it makes up in functionality what it lacks in grace. Protected by ablative armor and heavy shields, Armored Transports carry key personnel

and troops through extremely dangerous areas, such as war zones. Capable of atmospheric flight, they can set down, release a squad or two of troops, and then take off before enemy weapons can track and attack them.
2.1.9.2 Couriers And Surveyors

Couriers and Surveyors are, in essence, highly specialized Scout and Explorer ships. Couriers, of course, are ships designed for high speeds which Starfleet uses to transport important messages and personnel. At present Starfleet fields only two types of Couriers, the Peregrine- and Loki-class ships, though the proposed Mercury-class may soon replace Loki-class vessels lost during the Dominion War. Except for those vessels designed specifically for ferrying important dignitaries, Couriers tend to be spartan.

Surveyors, on the other hand, come in a variety of designs, including the venerable Oberthclass

general science vessel, the Korolev- and Sagan-class Deep Space Surveyors and the smaller Copernicus-class ship. The former are designed for long-term deep survey missions; the latter for astronomic surveys which are quicker or cover a smaller area.
2.1.9.3 Research/Laboratory and Medical Vessels

Scientific pursuits remain at the forefront of Starfleet’s agenda, and it is justly proud of its Research and Laboratory vessels. Ranging from the small Fermi-class “flying laboratory” which conducts experiments in zero-g and other space environments, to the large Nova-class planetary surveyor, they tend to be highly specialized. Many are modular, allowing different laboratory modules to be swapped in and out to reconfigure the ship for a specific mission with relatively little effort.

Medical vessels, such as the Geneva-, Graceful- and Olympic-class vessels, are much more predictable in their configuration and missions. Dedicated to healing the injured, treating the sick, and pushing back the frontiers of medical knowledge, they have saved uncounted millions of Federation lives. Instead of flying “patrols,” they go where ordered by Starfleet Medical or Starfleet Command, or accompany large contingents of ships heading into battle or other dangerous situations (though they carefully remain to the rear and display their medical emblems prominently).
2.1.9.4 Runabouts

Perhaps the most intriguing of the support and service vessels is the runabout, developed as a sort of “expanded” warp shuttle. Better equipped and more heavily armed than a warp shuttle, a runabout is thus able to travel further and undertake a wider variety of missions. The first ship designated as a runabout, the

Danube-class, has proven so successful that a second class, the Caspian, has been successfully proposed and is under development.
2.1.9.5 Cargo Carriers, Tenders,Transports, and Tugs

In the eyes of many, the foundation of the fleet is not Explorers or Cruisers, but the unglamorous, often ungainly, service vessels — Cargo Carriers, Tenders, Transports, and Tugs. Without these support ships, the larger vessels could not function for extended periods of time, dock for repairs, or the like.

Typically posted to starbases or space stations, or assigned to specific trade routes, these vessels (whose designations indicate their function) come in myriad configurations. 

The accompanying table lists several of the more common classes belong to these types.

Table 2.1.9: Specialized, Auxiliary and Support Vessels
	Category
	Classification Code

	Armored Transport
	TTA

	Cargo Carrier
	TC

	Courier
	SC

	Medical
	MD

	Research/Laboratory
	SRL

	Runabout
	RU

	Shuttlecraft (Warp)
	SW

	Shuttlecraft (Impulse)
	SI

	Surveyor
	SV

	Tanker
	TA

	Tender
	TN

	Transport
	TT

	Tug
	TG


2.1.10 Starfleet Registry Numbers


The method in which the two incarnations of Starfleet (that of the United Earth and of the United Federation of Planets) has changed three times. The UESF, upon its formation, registered vessels numerically following the classification codes (ex: EC-19) in chronological order of the ships built in that classification code, as per the traditions of one of its preceeding services, the United States Navy. That is, when a vessel was first commissioned into service, it assumed the next available hull number for that classification type (ex: heavy escorts). Generally, blocks of a classification code were assigned to specific class of ship within that type. Within the UESF’s period of time, ships generally didn’t see their type change (ex: heavy escort to escort), so there weren’t any conflicts with competing numbers within one type.


The UFP’s Starfleet re-registered all vessels it inherited upon it’s formation and didn’t forsee that more than 100 vessels of any one class would be built. As such, the inherited and new-build vessels were all assigned a range of 100 numbers to fill, that was limited to that specific class. When a new class was built, it would receive the next block of 100 numbers. If a class exceeded 100 units built, it would be assigned another block of 100 numbers, often seperated from the original block. This created gaps within the overall numbering sequence, appearing to suggest there were more starships within the Starfleet than actually existed. (This was also an advantage for ‘black ops’ ships, that could be assigned a number in a non-related class and sneak by extreme scrutiny of any watchdog or intelligence groups monitoring Starfleet’s construction programs.)


Starting in the 24th century, it was decided to go with a less ‘managed’ system. Instead, blocks of 1,000 numbers would be assigned to each calendar year, with ships being assigned their registry numbers as they were ordered. The numbering scheme didn’t wipe the previously registered numbers, but instead jumped to 11000, starting in the year 2301. (The four digit usually indicates what year the vessel was intended to be commissioned, though this did not always hold true.)

2.1.11 Other Allied/Threat Ship Classifications

Species such as the Klingons, Romulans, and Cardassians, whose social and political opinions and agendas do not necessarily match those of Starfleet, use certain types of purely military vessels which Starfleet, an exploratory organization, eschews. These types are reviewed below as a comparison to Starfleet ship categories.

2.1.11.1 Battleships

Battleships are large, powerful, heavily armed ships which serve as the flagships of fleets (and, sometimes, entire governments). Examples include the Romulan “dreadnoughts” and “heavy warbirds” (such as the Vereleus-class and D’deridex-class) and the Klingon flagship, the Negh’Var-, and Gel’tar-class vessel. Both the Klingons and the Romulans came through the Dominion War with substantial numbers of

their Battleships intact; the Cardassians fared less well in this regard.

While their strong shields and potent weapons make them difficult to attack directly, their relative lack of maneuverability compared to a smaller ship is a weakness which an attacking force can sometimes exploit. For example, the U.S.S. Defiant, commanded by Captain Benjamin Sisko, enjoyed notable success

destroying Cardassian Kagor-class Battleships during the War by moving in close to the target ship (to establish arc shadows which protected it from some of the target’s heavier weapons) and then using its pulse phasers and quantum torpedoes to inflict significant damage.

Starfleet fields no Battleships. The Sovereign class Heavy Explorer, if stripped of many of its exploration-oriented systems and uprated with additional weapons systems, would qualify as a Battleship.

2.1.11.2 Warships and Battle Cruisers

Similar to Battleships, but smaller, Warships and Battle Cruisers are the primary vessel of the Klingon, Romulan and Cardassian forces. Prominent examples include the K’Vort-, Galor-, and Keldon-class ships, and Romulan Light and Swift Warbirds.

The nearest Starfleet equivalent to a Warship or Battle Cruiser is an Explorer. A Galaxy-class vessel, for example, is a match for one or more of any of the listed Battle Cruisers; with or without uprated shield and weapon capabilities, it might even rank as a Heavy Battle Cruiser.

2.1.11.3 Fast Attack Ships

“Fast Attack Ship” is a Threat species term for a type of ship similar to a heavily-armed Fast Frigate or Fast Courier. In many ways they are little more than larger, slightly more powerful Fighters.

2.2 Cardassian Classifications

The widespread and diverse Cardassian Union uses a large fleet of starships, equally widespread and diverse, to patrol its territory, assist ships and planets in need, explore the galaxy within and beyond its borders, enforce its laws, and complete many other tasks. But unlike the UFP’s Starfleet, which emphasizes peaceful and scientific missions, the Cardassian fleet embodies much of the Cardassian preoccupation with militarism, conquest, and the use of force to solve problems. The Cardassians build most of their vessels

with combat first and foremost in mind. Other purposes, such as exploration, become secondary. Thus, a Cardassian vessels tends to have heavier armament than a comparative Starfleet vessel of roughly the same size and type.

The Cardassian fleet uses the following ship classifications: Battleships; Warships; Cruisers; Frigates; Fast Attack Ships; Destroyers; Escorts; Scouts; Specialized; and Support/Auxiliary. Cardassian civilian vessels, such as freighters and transports, do not differ in any significant degree from similar ships used by merchants, travelers, and prospectors throughout the Alpha and Beta Quadrants.

2.2.1 Cardassian Battleships

Equipped with the heaviest shields and strongest weaponry available to the Central Command, Battleships are the largest, most powerful ships in the Cardassian fleet. They anchor most Cardassian space formations. Cardassian resource problems have limited the military to fielding only one Battleship class, the Kagor, and most Kagors were destroyed or heavily damaged during the Dominion War.

Shortly before the War began, the Starship Engineering Division of the Central Command proposed the creation of a second Battleship class, the Gul’at. During the War the Division’s engineers refined their designs to include certain types of Dominion technology, but the fighting derailed the final development of the ship. Whether the designers will have the chance to make real their plans likely depends on the outcome of the current struggle for control of the former Cardassian Union; the Militarist, Bernakian, and Shamarian factions would almost certainly build the vessel; the Spiritualists (and

probably the Democratists) would not.

2.2.2 Cardassian Warships

Sometimes known as “Light Battleships,” Warships represent the step immediately below Battleship in the Cardassian military hierarchy. They come in three basic types (standard, Heavy, and Light 

variants); the sub-classification depends primarily on the power of the ship’s tactical systems. Five classes of Warships currently exist, varying from pure powerhouses like the Keldon class, to more versatile ships like the Kurgat, which has large shuttlebays and acts as a carrier. During the Dominion War, the Central Command began work on a sixth type, a “Strike Warship” called the Vothren. Their intent was to combine the speed of a Destroyer with the power of a Warship. Unfortunately, wartime shortages, and the eventual defeat, caused the military to shelve the project.

2.2.3 Cardassian Cruisers

The Cardassian military relies on Cruisers more than any other type of vessel. In any given fleet, the majority of ships are cruisers of one sort or another, ranging from the ubiquitous Galor-class Battle

Cruiser to the much rarer Valkar Light Battle Cruiser. The Assault Cruiser is a special type of Cardassian Cruiser which is, in essence, a Heavy Battle Cruiser. Equipped with weapons stronger than a Battle Cruiser’s, but weaker than those of a Warship, it provides the Orders with a great deal of tactical flexibility. In some cases Assault Cruisers function as carriers. Both the Dur’nat and Sholec classes acquitted themselves well against the Klingons and the Federation during various 2370s wars.

The Incursion Cruiser, on the other hand, goes a different route. Similar to a Federation “Fast Cruiser,” it removes some weapons and shuns the common Cardassian embedded warp nacelle framework to create a battle cruiser-like ship with greater speed and maneuverability. Combined wings of Incursion Cruisers and Fast Attack Ships inflicted tremendous damage on enemy fleets during the Dominion War.

2.2.4 Cardassian Frigates

The Central Command uses Frigates, fast medium-sized vessels, in the same roles Starfleet does: patrol, rapid response, and general military and escort duties. But compared to the Federation, the Cardassian Union has few classes of frigates; it relies on them much less than Starfleet does, preferring to use cruisers (particularly the Galor) instead.

The Cardassians designate as Incursion Frigates ships equivalent to Starfleet’s fast frigates. They also have a Strike Frigate which is more powerfully armed than a Heavy Frigate, but still retains much of

a standard Frigate’s speed and maneuverability.

2.2.5 Cardassian Fast Attack Ships and Destroyers

The Cardassians employ two types of smaller ships, Fast Attack Ships and Destroyers, not often used by Starfleet. Destroyers are military vessels generally smaller than Cruisers, but larger (and more heavily armed than) a Frigate. Fast Attack Ships are, basically, smaller, sleeker, faster Destroyers designed primarily for perimeter defense, patrol, and rapid response missions. Unsurprisingly, the Union refers

to Fast Attack Ships maximized for perimeter defense as “Perimeter Defense Ships”; they correspond, at least in part, to Starfleet escorts used for perimeter patrol missions. The Central Command technically

classifies the Hideki-class Fighter as a Fast Attack Ship.

2.2.6 Cardassian Escorts and Scouts

The Cardassians tend to lump Escorts and Scouts together, using them almost interchangeably and building them with many of the same systems. Escorts typically have slightly heavier weaponry, and Scouts slightly better flight control systems, but otherwise they’re often quite similar.

The Central Command favors the larger, more powerful versions of these types of ships, such as Destroyer Escorts and Heavy Scouts. It has even developed a special type of ship, the Armed Scout, for use in wartime. Only slightly weaker than a Heavy Scout, but possessing most of the maneuverability of a standard Scout, it’s a favorite among Cardassian pilots.

2.2.7 Cardassian Research/Laboratory and Medical Vessels

Although many other societies regard the Cardassians as little more than cruel, brutal warriors, the Central Command actually engages in an extensive amount of scientific research. The Sixth and Ninth Fleets perform deep space exploration missions, conduct planetary and astronomical surveys, and study newly-discovered life forms. To assist them (and Cardassian civilian scientists) with these tasks, the Starship Engineering Division has created many different types of research vessels (including medical ships).

2.2.8 Cardassian Specialized, Support and Auxiliary Vessels

The Cardassians have the usual motley assortment of support vessels for their main military fleet. These ships are on the low end of the totem pole when it comes to resource allocation, so many are older, in poor repair or lacking certain amenities. Of note in this category is the Veras-class Armed Courier, a type of vessel not found in Starfleet. As small and fast as a regular Courier, the Veras comes equipped with much stronger tactical systems than one would expect in a ship its size. The Cardassians use it to transport highly sensitive personnel and data. More than one enemy who expected such a small ship to be “easy pickings” has gotten stung by the Veras’s weaponry.

2.2.9 Cardassian Starship Names

The Central Command does not identify its ships with a such as “U.S.S.” or “I.K.D.F.” It just gives its ships names—the Ga’vet, the Trenac. Markings on a vessel, and the contents of its prefix code and

identification beacon, inform other Cardassian ships which Order and unit it belongs to.

2.3 Klingon Classifications

For centuries, the species of the Alpha and Beta Quadrants have known, and often feared, Klingon

starships. The appearance of a Klingon battle cruiser or bird of prey on ships’ or planets’ sensors has signaled the beginning of invasions, the arrival of “pacification forces” sent by the High Council, or a “showing of the colors” intended to keep the peace or scare off some perceived enemy. With their powerful ships, the Klingons have expanded the boundaries of their empire, kept tight control over their territories, and achieved their greatest victories.

During the 23rd century, the Klingons had relatively few differing types of vessels, most of which did not vary significantly from one another. But the changing political and economic climate within the Empire since 2293 has allowed the Klingons to expand the size and diversity of their fleets tremendously. To some observers, it seems as if each of the Great Houses has created its own unique ships, building vessels designed to take advantage of their resources and favored tactics. In fact, most Klingon ship designers work from blueprints widely available throughout the Empire for years, modifying the standard designs to suit their (and their employers’) own preferences.

Thanks to their alterations, the ships may appear slightly different from House to House, but

for the most part they have the same capabilities. A Goralis-class Light Cruiser built by the House

of Chang may not look exactly the same as one built by the House of Toghuss, but it typically has the same systems (perhaps arranged slightly differently within the hull) and the same tolerances. On the other hand, the ongoing political and military competition between the Great Houses sometimes spurs each House to try to develop its own “superior” ships by devising just the right series of modifications to basic ship types.

But from House to House, any Klingon who builds a ship almost certainly focuses on military

missions when designing it. Unlike Starfleet ships, which the ASDB designs to fill many different (and mostly non-military) roles, the Klingons create virtually all of their vessels with military uses in mind. Even civilian ships (such as freighters or transports) have much stronger shields and heavier weapons than comparative Federation, Cardassian, or Romulan ships. In times of war, owners of civilian vessels can quickly convert them into military ships with just a few upgrades and other modifications, thus giving the Empire a “shadow fleet” that some military analysts overlook when evaluating its strength. Although some experts consider the Klingon obsession with matters military a weakness, any officer who’s faced a Klingon ship on the field of battle understands Klingon ship design wisdom all too well.


Klingons organize their ships into ten classes defined by size, firepower, systems capabilities, and other performance factors. From largest/most powerful to smallest/least powerful (generally speaking), the classes are: Battleships; Warships; Cruisers; Frigates; Fast Attack Ships; Destroyers; Escorts; Scouts;  Specialized; and Support/Auxiliary.

It should come as no surprise to anyone familiar with Klingon culture that the Klingons build few ships for exploration, science and research, or similar endeavors. The larger Klingon ships do have some laboratory facilities, of course, but the Klingons always regard such functions as secondary to military missions. Medical vessels are unheard of in the Klingon fleets; the sickbays on Klingon ships are so primitive that injured Klingons usually have to depend as much on their own recuperative powers as the abilities of their ships’ doctors.
2.3.1 Klingon Battleships

Battleships (may’Duj) are the largest, most powerful ships in the Klingon fleet. The Klingons often organize them into may’Duj ghomey, or “battleship groups.” Battleship groups form the core of larger ship formations, anchoring the Klingon lines so enemies cannot pass. Many Klingon commanders use battleships as their flagships, though some (such as General, now Chancellor, Martok) prefer the greater maneuverability of Warships.

Surprisingly, as of 2376 the Klingons have only two types of Battleships in active service: the

Negh’Var and Gel’joQ. The former is a unique ship, the Empire’s flagship: the ship commanded by the Chancellor (or his designate) should he choose to enter battle. Almost all other Battleships in the Klingon fleet are Gel’joQs, but they performed so well in the Dominion War that many warriors have called for the Empire to build some newer, more powerful types of Battleships. The two proposals currently under consideration are: the Cho’nek class, a ship based on the Gel’joQ but more streamlined and technologically advanced; and the Voodieh class, a ship incorporating design elements from the Negh’Var and various Romulan and Dominion vessels which would be the largest non-unique ship ever built by the Klingon

Empire. Adherents of both designs have argued fiercely for them in front of the High Council, but neither the Council nor Chancellor Martok has expressed any preference yet. A third faction wants to phase out the Gel’joQ (an easy task, given wartime losses), build more Negh’Vars, and design an entirely new flagship for the Chancellor using, in part, technology derived from samples obtained from Dominion ships.

Klingon Battleships played a crucial role during the Dominion War, especially during the terrifying period in which only Klingon ships could withstand the Breen energy dissipator. Most large Klingon forces used battleship groups of Gel’joQs as the center point of their main formation, or as the leading edge of attacks designed to punch through the Dominion alliance’s strongest defensive lines.

Like other Klingon ships, Battleships have few creature comforts, but compared to most Klingon vessels they seem quite roomy. Many warriors regard a posting to a Battleship as a mark of distinction and a reward for loyal and competent service.
2.3.2 Klingon Warships

Most of the ships in the IKDF and Great House fleets are Warships, whether they be the small but versatile B’rel-class Light Warship, its larger brother the K’Vort-class Warship, or the powerful Vor’cha- or Torath-class Heavy Warships which serve as most Houses’ flagships. Some Klingons, and other species, refer to the Warships as “Battle Cruisers.”

Because they participated in so many battles during the Dominion War, the ranks of the Klingon Warships are sadly depleted. Few ships remain completely undamaged, and all are undergoing repairs (and, as time and resources allow, upgrading). Until the repairs are finished– which will take several years in the case of some Houses: most Klingon fleets will be significantly weaker than they were prior to the War. But even a weak Klingon fleet often proves more than a match for a full-strength foe. Additionally, to fill some of the gaps, both in numbers of ships and technological capabilities, the Empire recently began manufacturing the first warships of a long planned new class, the K’mpec-class Heavy Warship.

The Klingons design most of their Warships with their standard “winged shaft” configuration: a main body with nacelles on wing-like pylons to either side, and a central shaft projecting forward to hold a command hull (and usually a forward disruptor cannon). Some, such as the K’Vort and B’rel, embed their warp nacelles within the main body and use the wings to hold weapons. Many Klingon starship designers have pointed out that the narrow forward shaft creates a tactical weakness, since it’s easily severed, and when that happens, the ship’s bridge becomes separated from its main body. However, Klingon tradition, or perhaps the stubborness of generals and House leaders, perpetuates this basic design model.
2.3.3 Klingon Cruisers

Klingon Cruisers fill a much broader set of roles and functions within the Klingon fleets than either Battleships or Warships. Warriors use those larger, combat-oriented ships for their pure offensive might, ability to intimidate enemies, and the like. Cruisers, on the other hand, possess greater maneuverability and adaptability, making them ideal for infiltration runs, raids, stealth-oriented assignments, military courier duties, and similar missions.

In battle, Cruisers typically function as support vessels, backing up larger ships and rounding out a fleet’s formations. They lead squadrons of fighters and other small ships, escort and guard larger vessels, and assault the enemy’s weak points while fending off the more powerful attacks from the Warships and Battleships.

During the Dominion War, Cruisers, often working together with Fast Attack Ships, frequently

engaged groups of Jem’Hadar Attack Ships. By doing so they freed larger Klingon ships to fight enemy Battle Cruisers and Carriers. Cruiser crew casualties sometimes reached enormous proportions, especially during the latter stages of the War when desperation drove the Jem’Hadar to resort to use suicide ramming

attacks more frequently, but thousands of Klingons served aboard Cruisers with honor, distinction, and pride, scorning the dangers for the chance to serve the Empire.

Klingons use the same standard, Heavy, Light, Battle, Assault, and Incursion (or Fast) subtypes

of Cruiser common to other governments and species. Heavy and Battle Cruisers differ so little that the distinctions between them really only matter to engineers. Most Klingons describe their Assault Cruisers as “larger, more powerful fighters,” and in fact they often lead fighter squadrons during battles or patrols. Some of the larger ones also function as carriers. Incursion Cruisers (similar to Starfleet’s “Fast Cruiser”), the swiftest of the Klingon Cruisers, command Fast Attack Ships on raids and recon missions into enemyheld territory. Light Cruisers often perform courier and combat support duties.

Since they perform so many different types  of missions, Cruisers often vary from the typical “winged shaft” Klingon ship design-so much so that the uninformed may not initially realize they are Klingon vessels. For example, the De’natclass Battle Cruiser has a large, almost bulbous, main hull with no central “shaft” and four warp nacelles drawn in close to the body of the ship. This facilitates the ship’s role as a carrier, improves the efficiency of its cloaking device, and minimizes its vulnerabilities to enemy attack. The Pa’chag provides another excellent example.
2.3.4 Klingon Frigates

Klingon Frigates perform secondary military duties–patrol and defense of peaceful frontiers or trade lanes, escorting transports and other ships, courier missions, reconnaissance and scouting runs, and so forth. If necessary, Klingons convert Frigates for frontline military duty by upgrading their weapons and shields. Klingon Frigates come in a wide variety of configurations, from vessels with “winged shaft” designs to ships resembling enlarged shuttlecraft.

Klingon Heavy Frigates resemble Cruisers in some ways; they often carry weapons and shields nearly as powerful as those of a Cruiser. The IKDF and House fleets usually assign them to extended border patrols and other long-term, relatively dangerous missions. Strike Frigates (roughly equivalent to Starfleet’s Fast Frigates) are built for a combination of high speed and fairly potent offensive “punch.” Klingons use them for scouting, raids, reconnaissance, and similar missions; in major battles, they usually join Fast Attack Ship wings. Light Frigates carry fewer weapons and weaker shields than other Frigates (though they usually still outgun comparative Federation ships). But they’re easier and cheaper to manufacture than other Frigates, so they appeal to some resource-poor Houses.

Many Klingon commanders regard duty aboard a Frigate as a punishment of sorts, and thus use postings to them as a way of maintaining discipline. Since they rarely get into combat, and often don’t survive when they do, Frigates usually represent a dead-end job for the disgraced, the aged, and soldiers with disciplinary problems. Thus, Frigate crews have a rather poor reputation among Klingons. They’re considered troublemakers and incompetents; in some circles, the very designation (qughwI’Hom beq,

or “Frigate crewman”) constitutes a mild insult when used out of context. During the Dominion War, Frigate duty provided General Martok and his staff with a way to give failures and disciplinary cases something to do, while getting them away from the front lines.

2.3.5 Fast Attack Ships

Small, swift, maneuverable, and lightly armed (for a Klingon vessel, anyway), Fast Attack Ships fill a vital niche in Klingon tactical forces. They harass larger ships, combat enemy fighters, raid enemy outposts, perform swift courier missions, and attack enemy supply convoys. Many Klingons consider them sleek and “sexy,” not only because of their speed, but because they provide an opportunity to earn honor. The pilot of a Fast Attack Ship lacks the firepower and strength of a capital ship, but since he has only

himself (and perhaps a few crewmates or his fellow squadron members) to rely on, he has a greater chance to distinguish himself in battle.

The Klingons optimize some of their Fast Attack Ships for specific mission profiles. For example, Perimeter Defense Ships patrol the perimeters of Klingon starbases, planets, and large fleets, reporting anomalous conditions and, if necessary and feasible, engaging attackers. Fighters dart in and out of large ship formations, using numbers to make up for their individual lack of firepower. The Suv’tIS-class Fighter, with its twin torpedo launchers, can devastate the ranks of enemy fleets with its deft maneuvering and

thunderbolt-like attacks. Reconnaissance Ships have enhanced sensor packages and cloaking devices for their behind-the-lines scouting missions; after detecting an enemy fleet and gathering data on its composition, they return to their own fleet to provide combat support for larger ships.

During the Dominion War, Klingon Fast Attack craft opposed their counterparts among the

Dominion and Cardassian fleets. The Dominion, with its tactical emphasis on Fighters, proved a tenacious and audacious enemy; the Jem’Hadars’ attacks strained Klingon Fighter pilots’ ingenuity and skills to the utmost.

Klingons usually construct their Fast Attack Ships with the standard “winged shaft” configuration;

for example, the popular Grendoq-class Fighter resembles a one-man-sized version of the B’rel-class Light Warship. Others, designed for a minimal profile and more effective use of their cloaking devices, lack “wings” and mount their weapons directly on the ship’s main body.

2.3.6 Klingon Destroyers

Destroyers-small, frontline military ships about the size of a Frigate, but often as heavily armed as a Cruiser (or even a Light Warship)- come in standard and Heavy versions. The Klingons use them as support craft for larger capital vessels (particularly Heavy Warships and Battleships). In peacetime they sometimes function as escorts or patrol ships, but they perform pure combat duties best.

The Dominion War gave Klingon Destroyers (and their crews) a true chance to shine. As the most intense and significant war fought by the Empire during the 24th century (and perhaps ever), it required the utmost effort from every warrior and ship. Since the Empire could build Destroyers more quickly and easily than larger ships, it constructed them by the hundreds and formed entire Destroyer squadrons to bolster formations and support Battleships and Warships. Their combination of firepower and maneuverability allowed the Destroyers to account for far more enemy casualties than they suffered themselves.

Most Klingon Destroyers have a compact design that lacks “wing” pylons, or uses much shorter pylons. Most designs draw the warp nacelles in close to the ship’s body, or embed them. All have a minimum of two disruptors and one torpedo launcher.

2.3.7 Klingon Escorts

Escorts often provide young Klingon warriors with their first chances to serve the Empire. After a suitable career on an Escort, most Klingons progress to bigger, more powerful ships; a few, however, find that Escort duty suits them, and remain where they are.

Most Klingon Escorts share design elements and systems with Destroyers and Heavy Frigates; in general, Klingons do not use Escorts as testbeds for new design ideas or systems. After all, their primary mission profile-escorting another ship into or through a dangerous area does not require innovation, it requires proven, durable systems able to get the job done time after time.

During the Dominion War, Escorts protected Federation alliance supply convoys, sometimes using their cloaks to make the convoy appear unprotected so they could surprise attackers. In battle, commanders usually assigned them to defend damaged capital ships from the enemy and buy those ships’ crews the time to effect emergency repairs. Standard Klingon Escorts, such as the Drenok class, also served as troop  transports when necessary.

The Klingon Escort fleet leans strongly towards Heavy and Destroyer Escorts. Most Klingons

consider standard and Light Escorts too fragile and puny for “a true warrior.”

2.3.8 Klingon Scouts

For much of their history, the Klingons made relatively little use of Scouts, preferring heavier ships (such as Frigates) for what exploration and reconnaissance they needed to do. However, the large-scale conflicts of the 23rd century, and the internecine House warfare of the 24th century, both diminished the Empire’s resources and provided a greater need for timely information about an enemy’s military capabilities and activities. Thus, the Klingons began to design and build more Scouts–one- or two-person

ships with relatively light weaponry, but able to fly at fast speeds.

Klingons typically perform scouting missions under cover of cloak, which also dictates a need for powerful engines but not for heavy weapons. With their sensors optimized for gathering military data (as opposed to Starfleet’s more exploration-oriented Scouts), they learn as much as they can about the enemy without being detected, then return to their own lines, or use their sophisticated communications systems to transmit information back to their commanders.

During the Dominion War, all Klingon Scouts and their pilots worked together, perhaps for the first time. Instead of spying on each others’ Houses, they found themselves side by side, confronting

an enemy in the ancient game of cat-and-mouse. Whether this cooperation will lead to greater understanding between the Houses remains to be seen.

2.3.9 Klingon Specialized, Support and Auxiliary Vessels

Like every other major spacefaring civilization, the Klingons have a diverse fleet of vessels designed for highly specialized uses (such as scientific surveys or courier duty) or for various support and auxiliary purposes (transports, freighters, shuttles, and the like). In fact, because the Klingons have such a large military, they also have one of the largest support fleets in the Alpha and Beta Quadrants.

Klingon Couriers tend to be heavier and more powerful than Couriers fielded by other species, but their powerful engines require them to sacrifice little of the speed for which such vessels are known. During the Dominion War, Klingon Armed Couriers in particular proved their worth by ferrying messages and personnel between the members of the Federation alliance. Far Couriers sometimes made return journeys to Qo’noS for very important reasons, but due to the distances involved this was rare.


The Empire has fewer Surveyors and Research/Laboratory vessels, both in type and number, than any of the other major galactic civilizations. Though they understand the value of expansion and knowledge, they simply don’t appreciate the need for or enjoy exploration as much as the Federation, the Romulans, or the Cardassians do. Few Klingon warriors regard an extended tour on a Surveyor or laboratory ship as anything more than a thinly-disguised reprimand.

Klingon support and auxiliary vessels showed their worth during the Dominion War, when ships like Military Freighters, Armored Transports, Occupation Transports, and the ubiquitous SoQa- and Toron-class shuttlecraft proved their ability to withstand more punishment than comparative Federation or Romulan vessels. Without them, the Federation alliance would have found it much more difficult to keep its supply lines open.

2.3.10 Klingon Starship Names

Most Klingon ships use the prefix I.K.S. (Imperial Klingon Ship), even if they belong to one of the Great House fleets. For reasons of tradition and politics, most Klingon commanders prefer to maintain the fiction that the Emperor ultimately rules them and owns their ships. They do not have registry numbers displayed on their hulls the way Starfleet vessels do, preferring to restrict that information to identification beacons and the like. Ship names are chosen by the ship’s designer, commissioner, or first captain, depending upon circumstances and House tradition.
3.0 Size

3.1 Vessel Size Scale

Starships can be categorized by size, based upon their mass. The following table details the Size scale, Length, Beam and Height ranges and Structural Unit (SU) amount, according to the ship’s mass.

Table 3.1: Vessel Size Scale

	Mass Range (mt)
	Size
	Length (m)
	Beam (m)
	Height (m)
	Max SU
	Year*

	0 – 2
	1
	1 – 5
	1 – 4
	0 – 1.9
	325
	

	2.1 – 30
	2
	6 – 50
	4 – 10
	2 – 5
	300 – 625
	2064

	31 – 60,000
	3
	51 – 100
	11 – 25
	6 – 20
	600 – 1,000
	2162

	60,001 – 200,000
	4
	101 – 150
	26 – 50
	21 – 30
	800 – 1,300 
	2215

	200,001 – 400,000
	5
	151 – 300
	51 – 100
	31 – 50
	900 – 1,900
	2231

	400,001 – 1,875,000
	6
	301 – 400
	101 – 200
	51 – 80
	1,300 – 2,500
	2245

	1,875,001 – 4,000,000
	7
	401 – 600
	201 – 400
	81 – 125
	1,500 – 2,750
	2284

	4,000,001 – 5,000,000
	8
	601 – 700
	401 – 550
	126 – 200
	2,000 – 3,250
	2322

	5,000,001 – 6,000,000
	9
	701 – 800
	551 – 700
	201 – 300
	2,250 – 3,500
	2362

	6,000,001 – 8,000,000
	10
	801 – 1,000
	701 – 800
	301 – 400
	2,500 – 3,750
	2384

	8,000,001 – 10,000,000
	11
	1,001 – 1,500
	801 – 1,000
	401 – 600
	2,750 – 4,000
	n/a

	10,000,001 – 12,000,000
	12
	1,501 – 2,000
	1,001 – 1,200
	601 – 800
	3,000 – 4,500
	n/a

	12,000,001 – 14,000,000
	13
	2,001 – 3,000
	1,201 – 1,500
	801 – 1,000
	3,500 – 5,000
	n/a

	14,000,001 – 17,000,000
	14
	3,001 – 4,000
	1,501 – 2,000
	1,001 – 1,200
	4,500 – 6,500
	n/a

	17,000,001 – 20,000,000
	15
	4,001 – 5,000
	2,001 – 2,500
	1,201 – 1,500
	5,000 – 8,000
	n/a

	20,000,001 – 23,000,000
	16
	5,001 – 6,000
	2,501 – 3,000
	1,501 – 1,800
	7,000 – 11,000
	n/a


* These years for sizes allowed generally apply only to the UFP, though most Alpha Quadrant species also follow it. The exceptions are for the Breen, Ferengi, Klingons and Romulans (who can build Size 10 starting in the 2370’s). Vulcans could build up to Size 6 by 2145.

SU amounts are directly proportional to the starship’s mass. For example, a 400,001 mt starship would have 1,300 SUs, while a 1,875,000 mt starship – also a Size 6 – would have 2,500 SUs. SU weight varies according to ship class, so that on the lighter Size 6 starship above a SU would weigh 308 mt, while on the heavier Size 6, a SU would weigh 750 mt. Equipment, systems and spaces for a starship are ‘purchased’ with allotted SUs.

3.2 Construction Categories

Each of the following systems and attributes fall into one of seven categories: Hull (4.0), Personnel Systems (5.0), Propulsion Systems (6.0), Power Systems (7.0), Operations Systems (8.0), Tactical Systems (9.0) and Auxiliary Spacecraft Systems (10.0).

Note: in some cases, equipment may become available for use in a prototype, or even production models, years before indicated in the below tables. For every decade (or portion of) that a certain type of equipment is used early, the SU requirement is increased by 20%. Therefore, a phaser VIII installed on the USS Reliant in 2270 would be introduced 14 years ‘early’, and would therefore be 40% larger than that formally introduced ‘on time.’

3.3 Unused Structure Units


Once you finish building a starship, you may find that you have Structure Units “left over.” In other words, you haven’t used up every possible SU for a vessel of that Size. However, this isn’t a problem. It simply means one of two things. 

First, it may mean that you don’t need as many SUs as you could possibly have. That’s fine. Instead of deciding that your Size 6 ship has a full 2,500 SUs, you simply note that it has 1,683. Not every ship has to have the full SUs for its Size category—in fact, few do. Don’t feel the need to cram the hull full.

Second, you can decide that the unused SUs represent room for expansion. As the series progresses, you can gradually upgrade old systems or add new ones to occupy some of that space. For example, during the Dominion War many ships were rushed into production without their normal full complement of equipment, so that they could fight. After the war ended, Starfleet – slowly but surely – got around to filling all of those half-empty hulls.

In either case, the unused SUs have no effect on combat. When all of a ship’s used SUs are removed by damage, it’s been destroyed, regardless of whether it had any unused SUs available.

4.0 Hull
The first step in starship construction is to design or choose a hull. A ship’s hull and skeletal structure form the frame to which all other systems are attached, and are ultimately what protect the ship’s crew from the vacuum of space. Starfleet hulls and skeletal structures are built of such materials as duranium, duritanium polyalloy, polyduranium, titranium, and tetraburnium. 

4.1 Outer Hull & Primary Skeletal Structure

(Required)

Cost: 4 x Size

The outer hull consists of plates which are attached to the main trusses of the primary skeletal 

structure
 with pins; between the spaceframe and the outer hull is a ceramic fabric jacket for thermal insulation. The hull segments, jacket and pins are gamma-welded together. The outer hull’s materials and conversion coating help the ship to resist radiation and thermal energy. Incorporated into the plates are superconducting conduits and grids which help to form and shape the tactical deflector shields, act as subspace radio antennae, or are part of other systems.

(Cardassian: Because they design their ships, first and foremost, for use in combat, the Cardassians construct them with simpler, sturdier spaceframes than those used by Starfleet. Therefore, Cardassian outer hulls provide more protection than the hulls on most vessels. To simulate this, Cardassian outer  hulls cost 5 x Size in SUs, rather than 4 x Size as on most other ships.)

4.2 Inner Hull & Secondary Skeletal Structure

(Required)
Cost: 4 x Size

A ship’s inner hull is attached to the secondary framework of the skeletal structure (which consists

of microextruded trusses mounted to the main trusses with rods). It includes multiple conduits, conductive members, and/or attachment points for various ship systems. Segments of the secondary framework can be separated from the primary framework to allow for the removal or replacement of sections of the inner hull, if necessary.

(Cardassian: Because they design their ships, first and foremost, for use in combat, the Cardassians construct them with simpler, sturdier spaceframes than those used by Starfleet. Therefore, Cardassian inner hulls provide more protection than the hulls on most vessels. To simulate this, Cardassian inner  hulls cost 5 x Size in SUs, rather than 4 x Size as on most other ships.)

4.3 Resistance

(Required)

Cost: Base amount of 2 per hull (outer & inner) free. Additional 3 SUs per +2 points per hull, with a maximum of 8 for pre-2291 and 10 for post-2290 ships.

While starships primarily rely upon their shields for protection against outside sources of damage, 

hulls themselves provide a small amount of additional protection against attacks that penetrate the shields. This is known as Resistance.  Both the outer and inner hulls provide Resistance; it is bought separately  for each hull. Each has 2 points of Resistance automatically and for free. Only the strongest , most powerful ships max out the Resistance; most make due with 4 or 6 points (military; 2 or 3 civilian) in the 23rd century and 6 or 8 (military; 4 or 5 civilian) in the 24th.

Resistance does not protect against many forms of hull stress which affect the entire vessel; that’s the function of the SIF.

4.4 Ablative Armor

Cost: 2 SUs per 10 points (750 points maximum for Size 4 and smaller; 1500 maximum for Size 5 or greater). 

Available: 2368

Ablative armor disperses the energy from a beam or missile strike via its radiative/conducting 

components. It behaves as regular Resistance, but has damage subtracted from it until its gone. Once the armor has been completely destroyed, damage passes on to the Outer Hull Resistance.


(Cardassian: The Obsidian Order stole the technological secrets needed to construct starship ablative armor from Starfleet in the early 2370s. However, the advent of the Klingon-Cardassian War, followed by a civilian government and then the Dominion War, has prevented the Central Command from taking advantage of this information. Almost no Cardassian ships have ablative armor.)


(Klingon: The Klingons obtained ablative armor technology from their Federation allies shortly before the beginning of the Dominion War, but have not yet had time to introduce it into the fleet as a whole. IKDF engineers have equipped only a few ships with it as a test project. Once the Klingons determine how best to employ this new defensive technology, they will undoubtedly install it on as many ships as possible, since extra protection makes victory that much more likely.)
4.5 Structural Integrity Field

(Required)

Cost: Varies

Available: 2063

The Structural Integrity Field (SIF) is a force field running through the structural integrity grid (a 

network of conductive elements in the hull) which provides protection against gross structural compression, or hull stress. It helps keep the ship together. The following table provides the Class of the SIF, the SU Cost, level of protection (both normal and maximum protection) and the year the specific class was introduced. An SIF is not required for vessels that operate well below impulse speeds (i.e. less than .1c).

(Cardassian: Since their hulls are stronger than those on most ships, the Cardassians often employ slightly weaker SIFs. Most Cardassian ships have SIFs in the Class 3-5 range. Only the largest and most

powerful ships, such as the Keldon-class Heavy Warship, have Class 6 SIFs, and Class 7 SIFs are only found on ships uprated by the Dominion.)

Table 4.5: Structural Integrity Field
	Class
	SU Cost
	Protection
	Year Available

	Class A
	2 + Size
	5/5
	2063

	Class B
	3 + Size
	8/12
	2087

	Class C
	4 + Size
	10/15
	2117

	Class D
	5 + Size
	15/22
	2125

	Class E
	6 + Size
	20/30
	2142

	Class F
	8 + Size
	25/37
	2153

	Class G
	9 + Size
	30/45
	2169

	Class H/Class 1
	12 + Size
	40/60
	2186

	Class I/Class 2
	15 + Size
	50/80
	2215

	Class J/Class 3
	18 + Size
	60/90
	2257

	Class K/Class 4
	21 + Size
	70/110
	2273

	Class 5
	24 + Size
	80/120
	2300

	Class 6
	27 + Size
	90/130
	2312

	Class 7
	30 + Size
	100/150
	2372


4.6 Backup SIF

(Required)

Cost: see table and below

Available: 2063

Most ships employ at least one backup SIF generator system. The option to purchase a full-scale

SIF as  a backup is available, but most backup half-scale SIFs last only for 12 hours at the most and cost ½ the price of the original. These cheaper SIFs have only half the strength and cannot be strengthened. They are listed as ‘half-strength.’

4.7 Atmospheric Capability

Cost: 1 x Size for full units; 0.25 x Size for detachable parts of a starship. 

This allows a vessel to manuever within atmospheres with no incurred damage. Prior to 2285, only 

ships of Size 5 or smaller may be so equipped.


(Klingon: Since they regard the ability to enter atmospheres and land on planets as a tactical advantage, the Klingons often provide their smaller ships with these hulls. Klingon pilots fighting near planets have learned they can duck in and out of atmospheres to lose pursuers, hide from an enemy’s sensors, or ambush unwary opponents.)

4.8 Planetfall Capability

Cost: 1 x Size; 0.25 x Size for detachable parts of a starship.

This represents a starship than can land on a planet and take off again. Atmospheric Capability is 

required before a ship can justify the inclusion of making planetfall. Prior to 2310, only ships of Size 5 or smaller may be so equipped.

4.9 Energy Sheath

Cost: 3 x Size

Available: 2282

A ship equipped with an energy sheath is much harder to detect with long-range sensors. A ship

cannot have both the Energy Sheath and the Sensor-Reflective Hull.

4.10 Ramming Hull

Cost: 1 x Size

Typically, only small ships (fighters and scouts) are equipped with the Ramming Hull. A ship with 

this specialized hull is considered two Size categories larger for purposes of calculating ramming damage.

4.11 Sensor-Reflective Hull

Cost: 3 x Size

Available: 2304

A sensor-reflective hull prevents the interior of a ship from being scanned. A ship cannot have 

both the Energy Sheath and the Sensor-Reflective Hull.

5.0 Personnel Systems

Starfleet is quick to point out that it’s not its ships which have made it so successful—it’s the people who operate the ships, man the Away Teams, and make the sacrifices necessary to complete missions. Therefore Starfleet makes every reasonable effort to protect its personnel and provide for their comfort while they’re aboard ship. Compared to a Klingon or Romulan ship, or even many commercial personnel transports, many Starfleet vessels are spacious, even luxurious.

5.1 Crew, Passenger and Evacuation Complement by Vessel Category

Units within Starfleet are generally broken down into 10 categories: capital, courier, cruiser, escort, frigate, medical, research/laboratory, scout, surveyor and transport. The number of crew typically required to man these ships differs between the categories, and by century. The tables below detail the average number of crewmen assigned to each category for each 100 SUs used by that ship class, by century.

A ship’s Passenger complement is usually about 10-20% of its Crew, but this may vary depending upon the nature of the ship (a personnel transport or medical ship is built to carry more passengers than en explorer or cruiser). Accommodations for passengers are ‘bought’ according to the types of quarters appropriate for the passengers. A ship’s Evac complement ranges from 5-15 times the size of its Crew (again, this may vary from ship to ship) and is not accounted for in any SUs.

(Klingon: The accompanying tables provide information on Klingon crew complements. The statistics represent average percentages by department; individual ships’ complements may vary considerably from these figures.

(Compared to an equivalent Starfleet vessel, a Klingon ship usually has a much smaller number of officers. Since every Klingon crewmember should know how to do many different things aboard a ship (a well-rounded warrior is a more dangerous crewmember, after all), and how to perform his duties without excessive instruction from superiors, the Klingons find they require fewer officers to keep their ships running smoothly. Klingon ships also have fewer medical, scientific, and operations personnel than comparative Starfleet vessels, and far more tactical and security crewmembers.

(On Klingon vessels, a ship’s Passenger complement often greatly exceeds its crew, sometimes by as much as 200-500%. This reflects the way Klingons use their ships to transport large numbers of troops. A ship’s Evacuation complement typically ranges from 5-15 times the size of the Crew, though this also varies ship to ship.)

Table 5.1a: Crew Complement per 100 SUs
	Ship Type
	Pre-2291
	Post-2290

	Courier
	3
	3

	Cruiser
	17
	25

	Escort
	4
	3

	Explorer
	34
	36

	Frigate
	23
	23

	Medical
	42
	42

	Research
	8
	8

	Scout
	10
	6

	Surveyor
	11
	30

	Transport
	2
	3


Table 5.1b: Crew Complement per 100 SUs (Cardassian)
	Ship Type
	Crewmen

	Battleship
	26

	Courier
	2

	Cruiser
	22

	FAS/Destroyer
	18

	Escort
	2

	Frigate
	19

	Medical
	33

	Research
	6

	Scout
	4

	Surveyor
	26

	Transport
	2

	Warship
	24


Table 5.1c: Crew Complement per 100 SUs (Klingon)
	Ship Type
	Crewmen

	Battleship
	25

	Courier
	1

	Cruiser
	19

	Destroyer
	6

	Escort
	17

	Frigate
	15

	Scout
	1

	Surveyor
	2

	Warship
	28


5.2 Officer:Enlisted Ratios

The ratio of officer:enlisted also varied from ship category to ship category, as well as century. The following table provides the relevant ratios.

Table 5.2a: Officer:Enlisted Ratios

	Ship Type
	Pre-2291
	Post-2290

	Courier
	25/75
	20/80

	Cruiser
	23/77
	29/71

	Escort
	20/80
	28/72

	Explorer
	26/74
	32/68

	Frigate
	27/73
	30/70

	Medical
	35/65
	45/55

	Research
	22/78
	27/73

	Scout
	50/50
	65/35

	Surveyor
	23/77
	29/71

	Transport
	20/80
	28/72


Table 5.2b: Officer:Enlisted Ratios (Cardassian)

	Ship Type
	Ratio

	Battleship
	18/82

	Cruiser
	22/78

	FAS/Destroyer
	15/85

	Escort
	35/65

	Frigate
	15/85

	Science/Medical
	30/70

	Scout
	35/65

	Warship
	17/83


Table 5.2c: Officer:Enlisted Ratios (Klingon)

	Ship Type
	Ratio

	Battleship
	21/79

	Cruiser
	27/73

	FAS/Destroyer
	19/81

	Escort/Scout
	42/58

	Frigate
	18/82

	Warship
	20/80


5.3 Department Crew by Vessel Category

The following tables indicates the percentages of crewmen (officers/enlisted) in each of the primary field divisions represented on a vessel (marines are not depicted):

Table 5.3a: Department Crew by Vessel Category – Pre-2291

	Field Divisions

Pre-2291
	Command
	Operations
	Engineering
	Security
	Medical
	Sciences

	Courier
	10%
	30%
	20%
	24%
	12%
	4%

	Cruiser
	13%
	24%
	19%
	18%
	12%
	18%

	Escort
	13%
	19%
	20%
	32%
	12%
	4%

	Explorer
	15%
	21%
	18%
	14%
	14%
	18%

	Frigate
	15%
	21%
	19%
	21%
	13%
	11%

	Medical
	10%
	14%
	15%
	9%
	40%
	12%

	Research
	12%
	10%
	18%
	8%
	14%
	38%

	Scout
	18%
	20%
	22%
	17%
	13%
	10%

	Surveyor
	18%
	20%
	22%
	8%
	12%
	20%

	Transport
	10%
	48%
	18%
	8%
	12%
	4%


Table 5.3b: Department Crew by Vessel Category – Post-2290 
	Field Divisions

Post-2290
	Command
	Operations
	Engineering
	Security
	Medical
	Sciences

	Courier
	10%
	32%
	21%
	22%
	11%
	4%

	Cruiser
	16%
	28%
	14%
	18%
	10%
	14%

	Escort
	12%
	20%
	20%
	33%
	10%
	5%

	Explorer
	17%
	26%
	13%
	12%
	12%
	20%

	Frigate
	18%
	22%
	16%
	23%
	11%
	10%

	Medical
	11%
	12%
	10%
	8%
	47%
	12%

	Research
	10%
	10%
	15%
	10%
	13%
	42%

	Scout
	11%
	30%
	16%
	16%
	8%
	19%

	Surveyor
	16%
	22%
	17%
	10%
	12%
	23%

	Transport
	10%
	51%
	19%
	8%
	8%
	4%


Table 5.3c: Department Crew by Vessel Category (Cardassian)
	Field Divisions
	Command
	Operations
	Engineering
	Security
	Medical
	Sciences

	Battleship
	19%
	22%
	13%
	17%
	15%
	14%

	Cruiser
	18%
	27%
	15%
	17%
	11%
	12%

	Escort/Scout
	15%
	23%
	22%
	28%
	9%
	3%

	Frigate
	17%
	20%
	17%
	25%
	13%
	8%

	FAS/Destroyer
	19%
	22%
	15%
	22%
	13%
	9%

	Science/Medical
	12%
	11%
	12%
	11%
	38%
	16%

	Warship
	19%
	23%
	14%
	16%
	16%
	12%


Table 5.3d: Department Crew by Vessel Category (Klingon)
	Field Divisions
	Command
	Operations
	Engineering
	Security
	Medical
	Sciences

	Battleship
	20%
	21%
	14%
	25%
	10%
	10%

	Cruiser
	18%
	22%
	17%
	23%
	9%
	11%

	Escort/Scout
	18%
	22%
	21%
	31%
	6%
	2%

	Frigate
	17%
	20%
	17%
	25%
	13%
	8%

	FAS/Destroyer
	20%
	21%
	16%
	28%
	7%
	8%

	Warship
	19%
	21%
	14%
	24%
	11%
	11%


5.4 Crew Quarters

(Required)

Cost: Varies. See below

Starfleet makes use of seven types of quarters for the crew: 

Barracks: 1 SU per 60 quarters. Primarily for enlisted or troops. These were generally not used on 

most Starfleet ships after 2290.

Spartan: 1 SU per 20 quarters. These are two bunks per room (vice beds) and are usually 

employed on the more short-range or militarily-oriented vessels, such as escorts.

Basic: 1 SU per 10 quarters. These are generally characterized by a simple 2-bed room, sharing a 

head with another similar space. They were most often used by enlisted and low-ranking officers.

Expanded: 1 SU per 5 quarters. Larger and more luxurious; they were often used by families 

(when Starfleet made allowances for them) and mid-ranking officers.

Luxury: 1 SU per 1 quarters. These are the top-of-the-line quarters: large, multi-room suites with 

lots of amenities. These were used by senior officers, diplomats ad VIPs.

Unusual: 1 SU per 1 quarters. These rooms were set aside for special residents requiring specific 

conditions: such as non-oxygen atmosphere, water, low-gravity, etc. These spaces have most of the equipment needed surrounding the immediate area. For conditions that varied only slightly, usually 10% each of the Basic, Expanded and Luxury quarters can be so adapted.

Cryogenic: 1 SU per 60 quarters. Beginning in 1996, cyrogenic equipment was used for long-

range missions. These are rare, even within the 23rd century.

(Cardassian: On a Central Command ship, often a significant percentage of the crew accomodations are Spartan. Unlike the Federation, the Cardassian Union doesn’t have the resources to waste making lowly soldiers’ quarters the lap of luxury. Some Cardassian ships even use “hot racking,” a system in which two or three crewmembers share the same rack (bed), with one sleeping while the other two are on duty. Represent this by providing either one- or two-thirds the number of racks as per crewmen.)

(Klingon: Klingon warriors eschew the “creature comforts” so common on Starfleet and Romulan
vessels. Instead, they prefer to demonstrate their strength, stamina, and toughness by making things as hard on themselves as possible. For this reason, and not coincidentally because of the small size of many Klingon ships, Spartan quarters (each housing two persons) predominate on the vessels of the Empire. Basic, Expanded, and Luxury quarters are typically reserved for officers, older crewmembers whose backs and bones no longer tolerate cold, hard bunks so well, diplomats, and visitors. The general passenger accommodations are Barracks.)

Below are two tables. The first details the usual breakdown of quarters for the pre-24th century 

eras, and the second for the 24th century and later eras:

Table 5.4a: Crew Quarters – Pre-2291
	Crew Quarters

Pre-2291
	Barracks


	Spartan


	Basic


	Expanded
	Luxury
	Unusual

	Courier
	-
	53%
	30%
	14%
	2%
	1%

	Cruiser
	15%
	20%
	40%
	18%
	5%
	2%

	Escort
	16%
	39%
	32%
	11%
	1%
	1%

	Explorer
	13%
	21%
	36%
	22%
	5%
	3%

	Frigate
	16%
	27%
	31%
	19%
	5%
	2%

	Medical
	-
	10%
	50%
	25%
	5%
	10%

	Research
	12%
	41%
	20%
	14%
	5%
	8%

	Scout
	-
	63%
	27%
	8%
	2%
	-

	Surveyor
	15%
	48%
	27%
	8%
	2%
	-

	Transport
	8%
	32%
	32%
	11%
	11%
	6%


Table 5.4b: Crew Quarters – Post-2290
	Crew Quarters

Post-2290
	Spartan


	Basic


	Expanded
	Luxury
	Unusual

	Courier
	35%
	40%
	15%
	8%
	2%

	Cruiser
	-
	55%
	33%
	10%
	2%

	Escort
	30%
	35%
	25%
	8%
	2%

	Explorer
	-
	50%
	35%
	10%
	5%

	Frigate
	-
	50%
	35%
	10%
	5%

	Medical
	-
	50%
	25%
	15%
	10%

	Research
	-
	50%
	25%
	15%
	10%

	Scout
	55%
	30%
	10%
	5%
	-

	Surveyor
	-
	50%
	25%
	15%
	10%

	Transport
	35%
	35%
	12%
	12%
	6%


5.5 Basic Life Support

(Required)

Cost: 4 x Size


Basic life support is the standard environmental and breathable gases systems which all starships must have (this includes the ability to adapt some living quarters for non-Class M environments). Multiple independent safety locks and redundant systems ensure that it is very difficult to disable such systems.


A ship’s breathable atmosphere is conducted throughout the vessel by a network of ventilation ducts; larger ships have two (or more) independent networks. Starfleet standards specifiy that all ships must have two primary atmospheric processing units for every fifty cubic meters of habitable volume. Other life support systems maintain the temperature and humidity aboard ship.


If basic life support is cut off, reserve and/or emergency systems activate. If all systems were somehow disabled, a starship has enough breathable atmosphere for a period equal to Size x 3 in minutes. After that, vessel inhabitants suffer damage as if they were drowning.

5.6 Reserve Life Support System

(Required)

Cost: 2 x Size


In addition to the primary basic life support system, Starfleet vessels are equipped with a reserve system in case the primary system fails. It functions at approximately 50% of the primary system’s capacity for up to 24 hours. It shares the primary systems’s network. Thus, if the primary system’s network is damaged, reserve life support cannot function properly, so emergency life support must be activated. Early spacecraft and small vessels may be exempt from having a Reserve Life Support System.

5.7 Emergency Life Support Systems

Cost: 2 x Size; each additional 5 shelter areas cost 1 SU.


If the primary and reserve life support systems fail (due to, for example, extensive damage to the ship), self-contained contingency atmospheric supply and power modules located at most corrider junctions maintain a breathable environment for 30 minutes, allowing the ship’s personnel to evacuate to designated emergency shelter areas.


A ship of Size 3 or larger has a number of emergency shelters equal to its Size x 6 (sometimes a few more or less; smaller ships may have none). Each shelter has enough air, food, water, and power to preserve the lives of up to 65 persons for 24 hours with no external support, or 36 hours with minimal assistance. Each shelter also has two Emergency Pressure Garments (EPGs), so that crewmembers can walk between shelter areas safely.

5.8 Gravity

(Required)

Cost: 1 x Size

Available: 2076


Throughout the habitable areas of any starship, gravity generators are placed below the deck plates, thus providing  a standard sense of ‘up’ and ‘down,’ regardless of the motion or orientation of the ship. Gravity generators – disk-shaped devices about 50 cm in diameter and 25 cm high – create a controlled stream of gravitons similar to a tractor beam. The primary component of a gravity generator is a suspended superconducting stator which creates the gravitational field. 


Pre-2322 systems: If an artificial gravity generation system loses power, the ship loses internal gravity immediately; it does not degrade as on later systems.

Post-2321 systems: If power to the gravity generation system is cut off, the stator continues to provide gravity for approximately 240 minutes. However, the gravity will gradually degrade to 0.8g and then, after about 20 minutes, fail entirely.

Pre-warp ships, especially those before 2063, may not have gravity generators.

5.9 Consumables

(Required)

Cost: 1 x Size per year’s worth of basic consumables; 2 x Size for vessels without replicator technology


Starships carry a lot of consumables – antimatter, deuterium, replicator raw materials and the like. (Most ships have the capacity to generate or collect small amounts of vital materials, but that’s an emergency measure  and will not sustain the ship for long.) Storing this material pending use requires a significant amount of space. (Shuttles and similar small craft are assumed to have a week’s worth of consumables – restocked from the mother ship – at no SU cost.) Each year’s amount increase enlarges the storage area (and cost) equally. Of course, a ship that is planning an extended mission can take on extra supplies, storing them in the cargo holds. But, due to the varied nature of the consumables (and their storage requirements), each year’s extension (and use of cargo hold space) requires 1.2 SUs worth of space.


Ships not equipped with replicator technology include completed food units as part of the consumables. Storage size, therefore, is increased by 50%. 


Consumables does not include the vessel’s supply of dilithium.


The accompanying table indicates the standard consumables loadout carried by various ship types.

Table 5.9: Consumables

	Ship Type
	Consumables Carried

	Courier
	1 year

	Cruiser
	3 years

	Escort
	1 year

	Explorer
	3 years

	Frigate
	2 years

	Medical
	2 years

	Research
	2 years

	Scout
	1 year

	Surveyor
	2 years

	Transport
	1 year


5.10 Manufacturing Systems
(Required for most vessels)


Replicators are not available for starships until 2341. Prior to that, Starfleet vessels use manufacturing systems to prepare food and create tools and parts. A vessel must have either a manufacturing or a replicator system installed.

5.10.1 Food Processor System

(Required for most vessels prior to 2341)

Cost: Varies


Starfleet vessels come equipped with food processor systems. The system consists of special consoles installed in appropriate areas of the ship (cafeterias, rec decks, expanded and luxury quarters and so forth), several large galley areas (some operated by crewmembers, others entirely automated) and sometimes sterile delivery tubes linking the consoles and the galleys. Thanks to this system, all crewmembers can have tasty, nutritious meals every day. 


A crewmember desiring something to eat or drink goes to one of the processor’s consoles. Each console has menu display screens, instruction screens, and dispenser slots for food and beverages. He selects his order and inputs it into the machine. Depending on the nature of his order, the ship’s computer routes it to a manual or automated galley for preparation. The preparation time depends on the complexity of the food, but typically ranges from 20 seconds to 20 minutes. (The system can prepare simple orders – a cup of coffee – or orders for food that come in pre-packaged packets almost instantly.) When the galley finishes making the food, it sends it to the console. Older models (up to the Mark III) use a system of hermetically-sealed sterile delivery tubes (similar to the turbolifts) to carry the food, but the most recent model, the Mark IV, employs transporter technology to beam the food and drink to the appropriate delivery slot.


The earliest food processors had a basic menu of from 100 to 1,000 different foods and beverages, typically from a single species. Advanced models have larger menus, often encompassing the cuisine of multiple species, though this increases the complexity and size of the system. Ships engaging in diplomatic missions, or hosting important guests, usually carry a stock of normal foodstuffs, which the ship’s chefs use to create traditional meals in the ship’s galley.


Only ships of Size 3 and larger may have food processor systems. Smaller vessels either have no food facilities (being intended only for very short-term flights) or nutrient paste systems.


A malfunction or error in the food processing system may result in food with the wrong taste, color, texture or other properties – or, less humorously, food that seems normal but is actually poisonous or causes illness.

Table 5.10.1: Food Processor System

	Type
	SU
	Menu Size
	Year

	Food stores only
	2 (for galley)
	20 items
	1989

	Nutrient paste system
	3 (for galley)
	40 items
	2134

	Mark I
	1 x Size
	150 items
	2215

	Mark II
	2 x Size
	1,000 items
	2231

	Mark III
	2.5 x Size
	2,000 items
	2238

	Mark IV
	3 x Size
	4,000 items
	2257

	Mark V
	3.5 x Size
	8,000 items
	2270

	Upgrades: For every +1,000 items on the menu, add 1 SU as cost.


5.10.2 Industrial Fabrication Units

(Required prior to 2341 on vessels Size 3 or larger)

Cost: Varies


Starships prior to the 24th century have special systems that allow them to rapidly manufacture tools, spare parts, certain types of raw materials and other equipment needed by the engineering department and other crewmembers. Though nowhere near as complex or efficient as an industrial replicator, they still reduce the necessary storage space on the ship tremendously.


Certain items or substances, such as latinum or some chemical concoctions, defy fabrication – either the units themselves cannot create them at all for some reason, or creating them by traditional means poses danger. Additionally, the ship’s library computer must have the specifications for the substance or item to be manufactured, and the ship’s stores must possess the necessary raw materials.


Fabrication units cannot create items larger than 1 meter on a side. To build something larger, the crewmembers must create the item in pieces and then assemble it. The time it takes to fabricate an object depends on its complexity (see accompanying table). ‘Complex’ objects include duotronic circuits, firing circuits for energy weapons, most pre-assembled devices (such as a tricorder, ready for charging), certain medicines and other complex chemicals, and the like. ‘Simple’ objects include everything else. 

Table 5.10.2: Industrial Fabrication Units

	Type
	SU
	Average Creation Time

(Complex Object)
	Average Creation Time

(Simple Object)
	Year

	Mark I
	2
	20 minutes
	16-18 minutes
	2063

	Mark II
	3
	17-19 minutes
	14-15 minutes
	2096

	Mark III
	1 x Size
	15-16 minutes
	12-13 minutes
	2145

	Mark IV
	1.5 x Size
	14-15 minutes
	11-12 minutes
	2162

	Mark V
	2 x Size
	12-13 minutes
	9-10 minutes
	2215

	Mark VI
	2.5 x Size
	10-11 minutes
	7-8 minutes
	2231

	Mark VII
	3 x Size
	8-9 minutes
	5-6 minutes
	2245

	Mark VIII
	3.5 x size
	6-7 minutes
	3-4 minutes
	2269

	Mark IX
	4 x Size
	3-5 minutes
	1-2 minutes
	2290

	Upgrades: For +1 SU cost, decrease Creation Time by 30 seconds (min time 30 seconds).


5.10.3 Replicator Systems

(Required post-2340 for most vessels)

A vessel must have either a manufacturing or a replicator system installed.


Replicators, one of the greatest marvels of modern technology, can create virtually any sort of food or inanimate object, seemingly out of thin air. They actually use a variant of transporter technology to transform raw material – usually a sterilized organic particulate suspension formulated for ease of use, or re recycled waste products – into other objects. This saves a ship the trouble of having to carry thousands of different foods, or countless bins full of spare parts. Instead, crewmembers can simply replicate whatever they want. (Ships still carry supplies of crucial spare parts for times when the replicators are not functioning.)


However, replicators are not perfect; they suffer from five major restrictions. First, they can only produce objects stored in the ship’s memory banks. If an object or food item is not in the computer, or a crewmember doesn’t have a sample to scan in, the replicators cannot produce it.  Second, the larger the item replicated, the greater the energy cost. Thus, standard procedure dictates that large items are produced one part at a time, instead of all at once, which can be time-consuming. (Industrial replicators are better suited to producing large objects all at once.) Third, and most importantly, replicators cannot produce items at the quantum level of resolution used by transporters. Therefore, living beings cannot be replicated, nor can certain items (such as medicines) which require quantum-level resolution. (This relative lack of resolution explains why some people can discern the difference between replicated food and the real thing.) Fourth, some objects simply cannot be replicated for various other reasons. The most notable example is latinum, which explains its popularity as a medium of exchange. Fifth, safety interlocks prevent users from creating dangerous items (such as poisons or explosives) or weapons without special authorization.


Starships have two types of replicators: food replicators and industrial replicators.

5.10.3.1 Food Replicators

(Required post-2340 for most vessels)

Cost: 1 x Size

Available: 2341


As the name indicates, these replicators create food (and drink). They have a menu of 4,500 items and are located in every quarters, the bridge, recreation facilities and other approximate areas of the ship. 

5.10.3.2 Industrial Replicators

(Required post-2340 for most vessels)

Cost: 1 x Size for a network of small replicators; 3 SUs for each large replicator.

Available: 2341


Industrial replicators produce spare parts and other inanimate objects. They range in size from units no larger than food replicators to ones with emitter pads about 25 meters on a side (planet-based units can be much bigger). 

5.11 Medical Systems

(Required for most vessels)

5.11.1 Medical Facilities & Systems

(Required for most vessels)

Cost: 5 per rating (see table)


All but the smallest starships have sickbays and medical staffs devoted to preserving the health and well-being of the crew. Starship medical personnel and equipment stand ready to assist any crewman, regardless of his species, with any injury or medical problem. Sickbay equipment includes workstations, biobeds with diagnostic monitors, an overhead sensor cluster and generators to create force fields which are used to contain biohazards and create sterile operating environments. If necessary, doctors can attach surgical support frames to the biobeds.


Sickbay facilities typically include the reception area; main patient ward; critical care/triage area; physical therapy room, primary, overflow and biohazard intensive care units (ICUs); a trauma statis unit; a surgical suite or suites; offices; laboratory facilities and observation areas for patients needing special environments (such as zero gravity). Smaller vessels may not have the full range of facilties, or must make due with smaller ones.


The extent and quality of a starship’s medical systems and personnel is determined by its Medical rating. The higher the Medical Rating, the more extensive (and sophisticated) its facilities, and the better trained and more experienced its personnel are likely to be. The accompanying table provides Medical rating specifics, as well as SUs occupied.

(Klingon: Klingon ships have shockingly poor medical facilities-Starfleet and Romulan officers consider them primitive and crude. For cultural reasons, the Klingons have never developed their medical science to the extent other species have; they prefer to rely on their natural toughness (including brak’lul, or vital organ duplication). They expect an injured warrior to bear the pain of his wounds and continue to perform his duty properly in spite of them. Klingon facilities have few resources for treating patients of other  species.

(Klingon ships rarely have Medical ratings above 4 or 5. Only ships that transport important officials or which see a lot of combat (by Klingon standards) have ratings of 6 or 7. Klingon ships other than dedicated Medical vessels (of which the Empire has few) cannot have Medical ratings higher than 7. )
Table 5.11.1: Medical Facilities & Systems

	Rating
	SUs
	Medical Skill Capacity
	EMK
	EMH
	Year

	1
	5
	10
	50%
	No
	1989

	2
	10
	15
	58%
	No
	2087

	3
	15
	25
	58%
	No
	2141

	4
	20
	35
	67%
	No
	2215

	5
	25
	45
	67%
	No
	2241

	6
	30
	55
	75%
	No
	2255

	7
	35
	65
	75%
	No
	2270

	8
	40
	75
	75%
	Yes*
	2296

	9
	45
	85
	75%
	Yes*
	2310

	10
	50
	95
	75%
	Yes*
	2325


The Rating indicates the level of medical technology installed within the medical facility, while SUs indicates the amount needed to install a medical facility with that rating. The Medical Skill Capacity (MSC) indicates the chance of success for treating critical injuries most commonly experienced onboard starships. For other medical assignments, the determination of difficulty dictates how the MSC is modified. Those deemed as Easy have the MSC multiplied by 3 (totaling no more than 95), Moderate multiplied by 2, Difficult as displayed and Very Difficult with the MSC divided by 2 (no lower than 05).

EMK indicates the percentage chance that an Emergency Medical Kit is located in any given space, when needed. 

*EMH lists whether or not an Emergency Medical Hologram may be installed. If the Rating is 8, 9 or 10, the EMH may only be installed after the year 2370. More information follows in the Emergency Medical Hologram entry.

Information regarding medical facility manning numbers is provided earlier, but the following guidelines apply: divide the number of medical personnel by 10 to get the number of medical teams onboard. One of the team is the doctor, while the others are either surgical or medical nurses or emergency response corpsmen. With a separate roll for each patient, each medical team can save 1 critically injured patient every hour and stabilize for surgery another 14 patients for one hour. If the medical team fails the surgical roll for the one patient or fails the stabilization roll for any of the waiting patients, that one targeted patient dies. When dividing the medical staff into teams of 10, any remaining personnel count as nurses, whom can stabilize up to two patients apiece.

Example: The ship has 52 medical personnel assigned. Dividing that by 10 shows that the ship has 5 medical teams, with five doctors and 47 nurses & corpsmen, 2 of whom are extra and help stabilize two patients each.
(Cardassian: Medical systems on Cardassian ships other then Medical Cruisers rarely exceed rating 6.)
5.11.2 Emergency Medical Holograms

Cost: 5 for EMH Mark I, 15 for EMH Mark II, 18 for EMH Mark III and 20 for EMH Mark IV

Available: 2371


Beginning in 2371, Starfleet started to equip its most sophisticated ships with a new medical system called the Emergency Medical Hologram (EMH). The EMH is a holographic doctor. Its memory contains the sum of the Federation’s medical knowledge – 50 million gigaquads of information from 3,000 cultures, 2,000 medical texts, 47 physicians’ personal experiences and five million possible treatments. It can provide routine and complex medical care, up to and including detailed surgery, in the event that a ship’s doctor is incapacitated. 


An EMH system requires sophisticated holoemitters and sensors in the appropriate areas; Starfleet can install one only on ships with the most sophisticated medical facilities, as indicated on the Medical Rating table. For the EMH Mark I, emitters are only installed in sickbay, requiring the sick and injured to go there for treatment. In 2735, Starfleet created an EMH Mark II for ships, such as the Prometheus class, which have holoemitters throughout the vessel. A Mark II EMH can go wherever on its ship it is needed. In 2376, the Mark II and Mark IV EMHs became available. See the following table for the medical skill equivalent of the specific type of EMH. EMHs, can operate on two critically-injured patients an hour (i.e. roll for each after 30 minutes), or can stabilize 14 patients; it cannot do both surgery and stabilization.

Table 5.11.2: Emergency Medical Holograms

	EMH
	Year
	Medical Skill Capacity
	Time

	Mark I
	2371
	75
	12 hours

	Mark II
	2375
	85
	1 day

	Mark III
	2376
	95
	1 day

	Mark IV
	2376
	95
	5 days



The Mark IV (also referred to as the Long-term Medical Hologram or LMH) differs from the Mark III in that it can operate for much longer periods of time before requiring shutdown and maintenance. For all EMHs, the minimum shutdown period is 12 hours. EMHs that are used past this time can result in serious programming corruption at random intervals (5% roll for every day past the established time). If that occurs, a complete reboot of the system is required (setting the EMH back to initial installation standards).

(Cardassian: The Cardassians do not possess Emergency Medical Hologram technology.)

(Klingon: The Klingons do not have EMH technology; they consider it foolish.)
5.12 Recreation Facilities

(Required)

Cost: see table


It’s easy for crewmembers to become bored or distracted during long starship voyages. To help keep crews mentally and physically alert and active, starships have recreation facilities. These can range from gymnasiums to restaurants and lounges to holodecks.


Every starship has a Recreation Rating, from 1 (barely a galley and exercise room) to 10 (most lavish facilites capable). The higher the number, the more luxurious the ship’s recreation facility. The accompanying tables provides general guidelines for what comes with each rating level and what the standard is per Ship Type.


(Klingon: The Klingons scorn advanced recreation facilities the same way they do comfortable quarters. To them, a gymnasium or combat practice area is all the recreation they need. Their ships rarely have holodecks (except for use in training) or dining facilities other than simple mess halls.

(Klingon ships do not have Recreation ratings higher than 8. Use the accompanying tables

to determine the recreation facilities on a Klingon ship.)

Table 5.12a: Class Rec Ratings

	Ship Type
	Rec Rating

	Courier
	1-3

	Cruiser
	5-10

	Escort
	2-5

	Explorer
	7-10

	Frigate
	3-7

	Medical
	3-6

	Research
	3-6

	Scout
	1-3

	Surveyor
	3-6

	Transport
	4-10


Table 5.12b: Class Rec Ratings (Cardassian)

	Ship Type
	Rec Rating

	Battleship
	6-8

	Courier
	1-2

	Cruiser
	3-7

	Destroyer
	3-6

	Escort
	1-4

	Frigate
	2-6

	Medical
	3-7

	Research
	3-7

	Scout
	1-2

	Surveyor
	2-6

	Transport
	2-10

	Warship
	5-8


Table 5.12c: Class Rec Ratings (Klingon)

	Ship Type
	Rec Rating

	Battleship
	2-8

	Courier
	1-2

	Cruiser
	2-6

	Destroyer
	2-6

	Escort
	1-4

	Frigate
	1-6

	Medical
	2-6

	Research
	2-6

	Scout
	1-2

	Surveyor
	2-6

	Transport
	2-8

	Warship
	2-7


Table 5.12d Pre-2342 Rec Ratings

	Rec Rating 

(pre-2342)
	SUs
	Notes

	1
	6
	Spartan galley, exercise room

	2
	12
	1 gym, 1 small lounge

	3
	18
	2 gyms, 1 small lounge

	4
	24
	1 small rec deck, 2 gyms, large galley, 2 small lounges

	5
	30
	1 small rec deck, pleasant galley, 3 gyms, 3 small lounges, 1 arboretum

	6
	36
	1 main rec deck, pleasant galley, 1 large lounge, 3 gyms, 3 small lounges, 1 arboretum

	7
	42
	1 main rec deck, pleasant galley, 2 large lounges, 3 gyms, 4 small lounges, 2 arboretums

	8
	48
	1 main rec deck, 1 small rec deck, pleasant galley, 3 large lounges, 4 gyms, 4 small lounges, 2 arboretums

	9
	54
	2 main rec decks, 1 small rec deck, pleasant galley, 3 large lounges, 4 gyms, 4 small lounges, 3 arboretums

	10
	60
	3 main rec decks, 1 small rec deck, lavish galley, 3 large lounges, 4 gyms, 5 small lounges, 3 arboretums


Table 5.12e Post-2341 Rec Ratings

	Rec Rating 

(post-2341)
	SUs
	Notes

	1
	8
	Spartan galley, exercise room

	2
	16
	1 personal holodeck, 1 small lounge

	3
	24
	2 personal holodecks, 1 small lounge

	4
	32
	1 main holodeck, 2 personal holodecks, 1 large galley, 2 small lounges

	5
	40
	1 main holodeck, 5 personal holodecks, 1 pleasant galley, 2 small lounges

	6
	48
	2 main holodecks, 10 personal holodecks, 1 pleasant galley, 1 large lounge, 2 small lounges

	7
	56
	3 main holodecks, 15 personal holodecks, 1 large pleasant galley, 1 large lounge, 3 small lounges

	8
	64
	4 main holodecks, 20 personal holodecks, 1 large pleasant galley, 2 large lounges, 4 small lounges

	9
	72
	5 main holodecks, 25 personal holodecks, 1 large lavish galley, 3 large lounges, 6 small lounges

	10
	80
	6 main holodecks, 30 personal holodecks, 1 large lavish galley, 4 large lounges, 8 small lounges


Table 5.12f Rec Ratings (Cardassian)

	Rec Rating 
	SUs
	Notes

	1
	8
	Spartan mess hall, no lounges, maybe an exercise room or gym

	2
	16
	Spartan mess hall, 1 small lounge, 1 gym

	3
	24
	Spartan mess hall, 2 small lounges, 2 gyms

	4
	32
	Large eating facilities, 2 small lounges, 2 gyms

	5
	40
	Pleasant eating facilities, 3 small lounges, 3 gyms

	6
	48
	1 main holodeck, pleasant eating facilities, 1 large lounge, 3 small lounges, 3 gyms

	7
	56
	1 main holodeck, 1 personal holodeck, large and pleasant eating facilities, 2 large lounges, 4 small lounges, 4 gyms

	8
	64
	2 main holodecks, 2 personal holodecks, large and pleasant eating facilities, 3 large lounges, 4 small lounges, 4 gyms

	9
	72
	3 main holodecks, 3 personal holodecks, large and pleasant/luxurious eating facilities, 4 large lounges, 6 small lounges, 6 gyms

	10
	80
	4 main holodecks, 6 personal holodecks, large and luxurious eating facilities, 6 large lounges, 9 small lounges, 9 gyms


Table 5.12g Rec Ratings (Klingon)

	Rec Rating 
	SUs
	Notes

	1
	8
	Spartan mess hall, no lounges, an exercise room or gym

	2
	16
	Spartan mess hall, 1 gym, 1 combat practice area

	3
	24
	Spartan mess hall, 2 gyms, 2 combat practice areas

	4
	32
	Large mess hall, 2 gyms, 2 combat practice areas

	5
	40
	2 large mess halls, 2 gyms, 3 combat practice areas

	6
	48
	1 main holodeck, 2 large mess halls, 3 gyms, 3 combat practice areas

	7
	56
	1 main holodeck, 1 personal holodeck, 3 large mess halls, 3 gyms, 3 combat practice areas

	8
	64
	1 main holodeck, 2 personal holodecks, 4 large mess halls, 4 gyms, 4 combat practice areas


5.13 Personnel Transportation Systems

(Required for Size 5 and above)

Cost: 1 x Size for Jefferies tubes (only); 3 x Size for turbolifts and Jefferies tubes


Most starships are big enough that walking from one end to the other, not to mention climbing stairs between multiple decks, is slow and inconvenient. While ships of Size 4 and below can get by with normal walkways (but do not have to), ships of Size 5 and above usually need a turbolift transport system. 


The crew also needs ways to move behind panels to access systems buried deep in the ship’s infrastructure. Jefferies tubes, as the standard access tunnels and utilities corriders on starships are known, network the entire ship.

5.14 Fire Suppression System

Cost: 1 x Size


Although many of the substances used to construct furnishings, systems and other objects carried aboard starships meet specific standards on inflammability, fires can still break out due to damage caused by enemy attacks or similar events. When that occurs, the fire suppression system activates to snuff the flames. The environmental monitoring sensors located throughout a ship include fire detection sensors. When they detect a fire, Operations and Security are notified by computer.


On ships built prior to 2305, if the fire is a small one, chemical sprays and foams are released from various outlets. If the fire is too large to be suppressed simply by the automatic systems, or in a remote place, crewmembers directed to fight the fire will use small hand-held fire extinguishers that are attached to the walls of corridors and common areas with brackets. If the fire is out of control, affected sections can be mechanically isolated and vented to space, which will extinguish most any flame nearly immediately.


On ships built after 2304, force fields began to be installed to replace chemical suppression. Small fires can be dealt with by small, localized forefields directed at the immediate area. Larger fields can be used to seal off larger areas, with mechanical isolation and venting to space as the final option to extinguish a conflagration.

5.15 Cargo Holds

Cost: no minimum (Average of 1 x Size)


Starships need to carry a lot of equipment and other objects in addition to consumables. Large objects, or objects stored in bulk, are kept in a ship’s cargo holds. Instead of assigning SUs directly to the size, ascertain how much cargo area is needed or apply remaining mass to cargo, when the design is almost completed.

5.16 Escape Pods

Cost: 1 SU for 20 4-person pods, additional 1 SU to add 1-4 people per pod 

(Average quantity (not SU cost) of [Size + 1] x 20 for Size 4 and above)


In the event that a ship is about to be destroyed or must be abandoned, the crew and passengers make their way to the escape pods. Located along both sides of the hull of the saucer section and other appropriate areas, escape pods are ejected from the ship upon user command, or automatically, once the ship’s computer detects imminent destruction with no potential passengers. They are considered Size 1 (with 20 SUs) and have a resistance of 4 (with no shields).


A standard pod comes equipped with the following: life support for a total of 86-person days (divided by the number of passengers), an impulse engine sufficient to propel the pod at .1c (or equivalent, depending upon era) for up to 24 hours (allowing the pod to land on and take off from planetary surfaces), survival gear, acceleration couches, an inertial dampening field (when appropriate) and a (usually subspace) radio beacon. They are atmosphere-capable. Also, many pods have docking ports, allowing them to join together to form large ‘clusters.’ (Clusters separate before entering an atmosphere.) Twenty percent of the pods have the special docking ports necessary to form clusters.


A starship of Size 4 or larger normally carries a number of pods equal to its (Size + 1) x 20, though Starfleet mandates that there be enough pods for all crew and passengers, if appropriate to the ship’s mission (smaller vessels may have to make due with less pods, or none at all).

6.0 Propulsion Systems


Starships are, at their most basic level, vehicles. Their amazing propulsion systems, particularly the warp drive, are what make the Federation, and every other interstellar civilization, possible.

6.1 Warp Propulsion System

Cost: varies


The following information – up until the nacelles entry – is provided as information on the roles of the various parts of the warp propulsion system.


The heart of any starship is its matter/antimatter reaction (M/AMR) engine, more commonly known as its warp propulsion system or warp drive. Put simply, a warp propulsion system works by annihilating antimatter with matter in a lithium- or dilithium-controlled reaction which is channeled for power. A warp propulsion system has three main parts: the matter/antimatter integrator (or matter/antimatter reaction assembly in the 24th century), the power transfer conduits and the warp nacelles. In developing the warp propulsion system, the nacelles and power transfer conduits are ‘bought’ first, with the warp drive considered during the Power portion.

Matter/Antimatter Integrator (M/AMI) (Pre-2303): Basically, early model warp propulsion systems work the same as 24th century ones. Both annihilate matter and antimatter in a reaction controlled by lithium or dilithium crystals to produce sufficient power to propel a starship at speeds far in excess of the speed of light. However, the technology of the earlier warp drives suffers from certain limitations and restrictions which later drives do not – most notably an inability to safely attain warp speeds higher than Warp 8.0 (Warp 6.5 on the TNG scale). 


On early starships, the matter/antimatter reaction occurs in a matter/antimatter integrator (M/AMI; also called an intermix chamber or warp core). Located in main engineering, the M/AMI consists of a long horizontal chamber in most ships of the era. Beginning in 2271, Starfleet discovered it could achieve a more efficient reaction with a chamber containing both horizontal and vertical sections. (Later advances in materials science and warp engine dynamics in the 2300s (specifically 2303) allowed Starfleet to discard the less-efficient horizontal chamber in favor of wholly vertical warp cores, except in those designs, such as the Danube-class Runabout, where the size or configuration of a ship required a horizontal core.)

The dilithium crystal converter assembly (DCCA), part of the M/AMI, holds the dilithium crystals in place. Most DCCAs hold four crystals, and use a dilithium sequencer to control the flow of power through them. (If anyone removes any crystals, reduce the ship’s ability to attain warp speeds proportionately.) If something fuses or damages a ship’s DCCA, the ship cannot attain warp

speed or derive any power from the warp propulsion system until the engineers repair it. Special structures known as baffle plates cover the DCCA to contain the massive energy generated there and channel it into

the plasma transfer conduits (PTCs) that carry it to the warp nacelles. If the baffle plates become warped or damaged, they cannot properly contain the reaction, resulting in extensive damage to the engineering

section (and possibly the destruction of the ship). 

The wider the engineers open the integrator, the greater the flow of matter and antimatter into the chamber, and thus the faster the ship moves. In the event the flows become too great, which could destroy the ship via an uncontrolled reaction or excessive speed (see below), the emergency overload bypass engages almost instantaneously. The bypass possesses great durability; fusing it shut so that it can’t engage

would require all the power in the main phaser banks! But if it is fused, or malfunctions, the engines run wild, with a “maximum overload” (resulting in destruction of the ship) in no more than 15 minutes. (The 15 minute figure applies to ships of the 2260s and beyond. For every full 20 years prior to 2260, reduce the time by one minute.)


If the integrator does not mix the matter and antimatter in the proper ratio, an “engine imbalance” results. An imbalance of too much antimatter typically destroys the ship, since the excess antimatter contacts matter and explodes. An imbalance of matter can create a “wormhole,” a sort of “tunnel” in space that traps the ship (and possibly other objects, with which the ship may collide). Dropping to impulse speeds causes the wormhole to disappear. If a ship fails to get out of a wormhole before reaching its end, the wormhole’s terminus could put the ship at virtually any place in the galaxy, at any point in time.

The plasma produced by a 23rd century M/AMI must maintain a constant temperature between 4,000o and 4,400o Celsius, or else safety margins are violated. If the temperature exceeds 5,500o C, a reaction could result which overheats the engines and destroys the ship in a tremendous explosion. 

Ships built prior to 2303 cannot eject their warp cores.

Matter/Antimatter Reaction Assembly (M/ARA) (Post-2302): The matter/antimatter reaction assembly is where the matter/antimatter annihilation takes place. It has three parts: the reactant injectors; the magnetic constriction segments; and the matter/antimatter reaction chamber. These pieces are organized in a columnar fashion. At the bottom and top of the column are the reactant injectors — the matter reactant injector (MRI) sits on the top and uses deuterium; the antimatter reactant injector (ARI) sits at the bottom and uses antimatter. The two work in approximately the same way, but the ARI is adapted for magnetic suspension fuel tunnels, since the antimatter cannot be allowed to touch matter, lest a catastrophic explosion occur. The MRI and ARI inject their treated materials into the magnetic constriction segments (MCSs), which align the materials for combining within the matter/antimatter reaction chamber (M/ARC). The M/ARC consists of two bell-shaped cavities joined together to direct the flow of the materials. Where the two halves are joined, there is a dilithium crystal articulation frame (DCAF) which holds a dilithium crystal. An armored hatch allows access to the DCAF when it’s time to replace or adjust the crystal. 

For reasons not fully understood, dilithium is the only substance known not to react with antimatter when subjected to a high-frequency electromagnetic field. The matter and antimatter both pass through the crystal’s structure without touching it, come into contact with each other, and are annihilated in a reaction which produces an enormous amount of energy. That energy, in the form of plasma, is directed by the dilithium crystal towards the power transfer conduits (PTCs).

Power Transfer Conduits and Warp Nacelles: The Power Transfer Conduits (PTC) split the plasma into one stream for each nacelle a ship has and use magnetic constriction to force the stream(s) toward the warp nacelle(s). Along their length there are three electroplasma system (EPS) taps which siphon off power to run the ship’s systems. The PTCs terminate at the warp nacelles. The nacelles have three primary parts: plasma injection system; warp field coils; and the emergency separation system. They also have maintenance docking ports.

At the nacelle end of each PTC, the plasma injector systems (PISs) injects the plasma into the warp field coils (WFCs) as a burst of energy. The WFCs, which are split toroids made of tungsten-cobalt-magnesium and verterium cortenide, use the energy to create an intense, multilayered warp field which allows the ship to travel through space at superluminal speeds. The coils shift the energy frequencies carried by the plasma deep into subspace, creating the warp field. The sequential firing of the coils

presses the warp field layers upon each other, thus making the vehicle move. Because two warp nacelles create a precisely balanced interacting warp field, most ships have that many nacelles; however, advances in warp field theory and mechanics have made ships with one, three, or four nacelles possible. Odd

number nacelle designs require the designers to precisely align the odd nacelle along the X-Y plane of the ship, and in the case of three nacelles to precisely align the third one between the other two nacelles, to prevent warp field misalignment.

The nacelles also include Bussard ramscoops at their forward end. A ship can use these to “sweep” interstellar space with a magnetic field to gather stray hydrogen atoms in the event of a fuel shortage. If necessary, other gases (such as metreon gas) can be collected. By making a Routine (3 ) Propulsion Engineering Test, the crew can “backflush” the ramscoops, ejecting the collected gases forward or aft.

The emergency separation system (ESS) allows the crew to eject a nacelle in the event of catastrophic failure of a PIS. The computer controls this function; no Test is required for characters to activate it. In the event of a computer failure, characters can make a Moderate (6) Systems Engineering or Shipboard Systems (any Specialization) Test to perform the ejection — assuming, of course, the ejection system hasn’t malfunctioned...


Lithium and Dilithium: Warp propulsion systems use a controlled matter/antimatter reaction

explosion to generate the massive amounts of energy needed to transcend the speed of light. Early warp engines, such as the one invented by Zefram Cochrane, typically used laboratory-created lithium

crystals to control the reaction, but they proved unstable. Experiments conducted in the late 2240s and early 2250s with a new substance, dilithium, determined that it functions more efficiently and safely than lithium, and by approximately 2264 it had replaced lithium in almost all warp propulsion systems. The Federation and comparative societies cannot manufacture dilithium; they have to mine it. That makes sources of the mineral, such as the planets Coridan and Troyius, or the Klingon asteroid of Rura Penthe, enormously valuable (and often the sources of galactic political tension).

Dilithium is sturdy, but not invulnerable. A wide variety of phenomena, ranging from physical force to various energy and subspace fields, can cause dilithium crystals to warp, crack, or deteriorate past the point of usefulness (they also wear out through use, of course). If this occurs, the engineering department must replace them immediately or risk the destruction of the ship due to an uncontrolled matter/antimatter reaction. The engineers cannot replace the crystals without shutting down the warp propulsion system entirely. In 2286, Captain Spock of the U.S.S. Enterprise devised a method of recrystallizing dilithium using high energy photons from fission reactors which greatly extended the usable life of an individual crystal.

Because dilithium is both rare and expensive, ships often have difficulty keeping enough of it in supply, prior to 2286. A starship typically carries enough dilithium for one year of routine operation. Whenever it has to exceed Standard speed, activates shields or other power-intensive systems, it uses up more than it would by engaging in routine operations for the same period of time. Eventually the ship must obtain more dilithium. The same useage rules apply to lithium, though it is much more common.

(Cardassian: The Cardassian Union uses a unique form of warp drive technology. Because Cardassian industrial processes cannot produce antimatter as pure and refined as that manufactured by the

Federation or Romulans, Cardassian warp drives use a magnetic latticework focused by a mineral called ladarium to help purify the antimatter before it interacts with the matter. Without ladarium, a Cardassian ship risks catastrophic warp core breach, since it cannot fully regulate the matter/antimatter reaction and resultant power flow. Cardassian ships carry ladarium as part of their consumables, but as with dilithium and crucial spare parts, always seem to run out at inopportune moments, which gives rise to difficulties and adventures.

(The maximum speed attainable by Cardassian vessels as of 2376 is Warp 9.7. Using technological information obtained from the Dominion, the Cardassians may learn how to exceed this speed, once they solve their current political troubles and can concentrate on such research again.)

(Klingon: The Klingons use standard matter/antimatter warp propulsion technology and impulse propulsion systems. They have conducted a few experiments with transwarp drive and other advanced forms of superluminal travel, but have never even come close to developing practical working models of such technology.)

(The maximum speed attainable by Klingon vessels as of 2376 is Warp 9.8.)
6.1.1 Nacelles

(Required for most FTL vessels)

Cost: Varies

Available: 2063


There are two different designation systems for nacelles used by Starfleet and its preceeding agencies: the first was used up until 2312, when nacelles were redesignated according to how they performed under the TNG Warp Scale (this was done retroactively, in some cases). The first system labels the nacelles by Mark, while the latter system uses Type. Nacelles from one system are different than those used under the other, as the latter type began incorporating the third-generation knowledge of warp mechanics.


Decide how many nacelles your ship has, from one to four. The base number you choose doesn’t matter or affect the SU cost - four nacelles cost as many as one or two, and the number chosen has no particular effect on gameplay. The Nacelle Table indicates the types available, their SU cost, and the Standard/Sustained/Maximum warp speed each can attain. Standard velocity is the speed at which a ship commonly cruises through space. Sustainable velocity is the highest speed it can maintain without stressing the ship or its engines. Maximum velocity is the highest speed it can attain (see also Plasma Injection System, below).


Ships designed prior to 2269 almost always have two nacelles – no more, no less – because warp field theory had not yet advanced to the point where Starfleet technology could reliably generate a stable warp field with one, three or four nacelles. One-nacelle arrangements became available in 2269, with three- and four-nacelle arrangements in 2284.


Retractable nacelles (+3 SU) became available in 2337.


Variable-geometry nacelles (+5 SU) became available in 2371, as part of the efforts to overcome the Warp 5 speed damage effect on local subspace.


Embedded nacelles can only be installed on Cardassian and Klingon vessels (to date) of Size 5 or larger, but they do help make shields stronger, because the shield radius becomes smaller (increase Threshold by 10 and Protection by 100). The cost, however, is that the warp field is slightly less efficient (reduce Standard, Sustainable, and Maximum speeds by 0.1 each) and the embedding also costs 4 x Size. Starfleet has not yet adopted fully embedded nacelles because it dislikes the loss of speed entailed and is concerned about the health and safety implications they might have for a ship’s crew, but has employed some of the principles to design ships such as the Saber-class and Steamrunnerclass with partly embedded nacelles.

Note: Speeds listed with the Mark series are according to TOS (“The Original Scale”), also known as the Cochrane Scale. The Type series, first introduced in 2313, is listed in the TNG (“Terrance-Neltorr Graduated”) Scale, which was adopted in 2312.
Table 6.1.1: Nacelles

	Nacelle

Tech
	SU
	Standard/Sustainable/

Maximum Warp Speed
	Year

Available

	Mark 1
	3
	1.0/1.1/1.2
	2063

	Mark 1.2
	5
	1.2/1.3/1.5
	2069

	Mark 1.2A
	8
	1.2/2.0/3.0
	2075

	Mark 1.2B
	10
	1.25/2.5/3.5
	2100

	Mark 1.2B2
	13
	1.25/3.0/3.5
	2108

	Mark 1.2C
	15
	1.25/2.5/4.0
	2108

	Mark 1.2D
	17
	1.25/3.0/4.0
	2108

	Mark 1.5
	18
	1.5/3.0/5.0
	2127

	Mark 2
	20
	2.0/3.0/5.0
	2127

	Mark 2.1
	22
	2.0/3.5/5.0
	2127

	Mark 2.5
	23
	2.0/3.0/5.5
	2127

	Mark 2A
	25
	2.0/3.5/5.5
	2141

	Mark 2B
	28
	2.5/3.5/5.5
	2141

	Mark 3
	30
	3.0/4.0/5.0
	2162

	Mark 3A
	33
	3.0/4.0/5.5
	2162

	Mark 3B
	37
	3.0/4.0/6.0
	2162

	Mark 3.5
	35
	3.5/4.5/5.5
	2183

	Mark 3.5A
	38
	3.5/4.5/6.5
	2192

	Mark 3.5B
	40
	3.5/5.5/6.5
	2220

	Mark 3.5C
	41
	3.5/5.0/7.0
	2220

	Mark 4
	45
	4.0/5.0/6.5
	2220

	Mark 4.1
	46
	4.0/5.0/7.0
	2225

	Mark 3.67A
	43
	3.5/5.5/7.0
	2231

	Mark 3.67
	42
	3.0/6.0/7.0
	2245

	Mark 3.67B
	44
	3.5/6.0/7.0
	2245

	Mark 4A
	48
	4.0/6.0/7.0
	2245

	Mark 5
	75
	5.0/6.0/7.0
	2245

	Mark 4B
	50
	4.0/6.0/7.5
	2249

	Mark 5A
	77
	5.0/6.0/7.5
	2249

	Mark 4.68
	53
	4.0/6.0/8.0
	2257

	Mark 5.6A
	80
	5.0/6.0/8.0
	2257

	Mark 4C8
	60
	4.0/6.5/8.0
	2262

	Mark 5.6B
	82
	5.0/6.5/8.0
	2262

	Mark 5B
	78
	5.0/6.5/7.5
	2262

	Mark 4.7
	65
	4.0/7.0/7.5
	2265

	Mark 4.71
	67
	4.0/7.0/8.0
	2265

	Mark 5.7A
	84
	5.0/7.0/8.0
	2265

	Mark 4A2
	68
	4.0/7.5/8.0
	2266

	Mark 4.685
	55
	4.0/6.0/8.5
	2267

	Mark 4A3
	70
	4.0/7.5/8.5
	2267

	Mark 4D
	62
	4.0/6.5/8.5
	2267

	Mark 5.6C
	83
	5.0/6.5/8.5
	2267

	Mark 5.7B
	85
	5.0/7.0/8.5
	2267

	Mark 5.7C
	88
	5.0/7.5/8.5
	2267

	Mark 6
	92
	6.0/7.0/8.0
	2268

	Mark 6A
	95
	6.0/7.0/8.5
	2268

	Mark 6B1
	99
	6.0/7.5/8.5
	2268

	Mark 4.9
	58
	4.0/6.0/9.0
	2270

	Mark 4E
	63
	4.0/6.5/9.0
	2270

	Mark 4G
	73
	4.0/7.5/9.0
	2270

	Mark 5.7D
	90
	5.0/7.0/9.0
	2270

	Mark 6B
	98
	6.0/7.0/9.0
	2270

	Mark 6C
	100
	6.0/7.5/9.0
	2270

	Mark 6D
	103
	6.0/8.5/9.0
	2270

	Mark 7
	105
	7.0/8.5/9.0
	2270

	Mark 7A
	107
	7.0/8.5/9.5
	2275

	Mark 7B
	108
	7.0/9.0/9.5
	2277

	Mark 7C
	109
	7.0/9.0/10.0
	2279

	Mark 7D
	110
	7.0/9.5/10.0
	2281

	Mark 7E
	111
	7.0/9.5/10.5
	2284

	Mark 8
	113
	8.0/9.5/11.0
	2289

	Mark 8A
	115
	8.0/9.5/11.5
	2293

	Mark 8B
	120
	8.0/10.0/12.0
	2299

	Type 1
	5
	1.25/1.25/1.25
	2304

	Type 1A
	8
	1.2/2.0/3.0
	2304

	Type 4
	25
	4.0/6.0/7.0
	2304

	Type 5
	50
	5.0/6.0/7.0
	2304

	Type 5.4
	52
	5.0/6.0/7.4
	2304

	Type 5.6
	53
	5.0/6.0/7.6
	2304

	Type 6
	80
	6.0/7.0/8.0
	2304

	Type 7
	120
	7.0/8.0/9.0
	2304

	Type 5A
	55
	5.0/7.0/8.0
	2305

	Type 1B
	10
	1.5/3.0/5.0
	2307

	Type 6.4
	82
	6.0/7.0/8.4
	2307

	Type 4.4
	27
	4.0/6.0/7.4
	2309

	Type 6.9
	85
	6.0/7.0/9.0
	2310

	Type 2
	15
	2.0/3.0/6.0
	2311

	Type 6.92
	86
	6.0/7.0/9.2
	2312

	Type 3
	20
	3.0/6.0/7.0
	2313

	Type 7A
	125
	7.0/9.0/9.2
	2314

	Type 4.8
	28
	4.0/6.0/8.0
	2316

	Type 5A2
	56
	5.0/7.0/8.2
	2316

	Type 6.96
	88
	6.0/7.0/9.6
	2316

	Type 6A
	90
	6.0/8.0/9.0
	2317

	Type 7.2
	121
	7.0/8.0/9.2
	2317

	Type 5A6
	58
	5.0/7.0/8.6
	2319

	Type 6A2
	91
	6.0/8.0/9.2
	2319

	Type 4A
	35
	4.0/7.0/7.8
	2323

	Type 5B
	60
	5.0/7.0/9.0
	2325

	Type 6A6
	93
	6.0/8.0/9.6
	2326

	Type 4A2
	37
	4.0/7.4/8.2
	2327

	Type 4.86
	29
	4.0/6.0/8.6
	2328

	Type 4A6
	39
	4.0/7.4/8.6
	2328

	Type 5C
	65
	5.0/8.0/9.0
	2328

	Type 6B
	95
	6.0/8.6/9.2
	2328

	Type 4.9
	30
	4.0/6.0/9.0
	2329

	Type 5C2
	66
	5.0/8.0/9.2
	2330

	Type 7.6
	123
	7.0/8.0/9.6
	2330

	Type 4B
	40
	4.0/7.4/9.0
	2331

	Type 4.92
	31
	4.0/6.0/9.2
	2332

	Type 4B2
	41
	4.0/7.4/9.2
	2332

	Type 6B6
	98
	6.0/8.6/9.6
	2332

	Type 6C
	100
	6.0/9.0/9.2
	2332

	Type 5C6
	68
	5.0/8.0/9.6
	2335

	Type 6C4
	101
	6.0/9.0/9.4
	2336

	Type 4C
	45
	4.0/8.0/9.0
	2337

	Type 5B2
	61
	5.0/7.0/9.2
	2337

	Type 6C5
	102
	6.0/9.0/9.5
	2337

	Type 6D
	105
	6.0/9.2/9.6
	2337

	Type 7A6
	126
	7.0/9.0/9.6
	2337

	Type 7B
	130
	7.0/9.2/9.4
	2337

	Type 4B6
	43
	4.0/7.4/9.6
	2338

	Type 5D
	70
	5.0/8.4/9.0
	2338

	Type 4D
	49
	4.2/6.5/8.0
	2340

	Type 6C6
	103
	6.0/9.0/9.6
	2340

	Type 4C2
	46
	4.0/8.0/9.2
	2342

	Type 4C6
	48
	4.0/8.0/9.6
	2342

	Type 6D7
	106
	6.0/9.2/9.7
	2344

	Type 6E
	115
	6.0/9.4/9.6
	2344

	Type 7.8
	124
	7.0/8.0/9.8
	2344

	Type 5E
	75
	5.0/9.0/9.2
	2348

	Type 5E3
	76
	5.0/9.0/9.3
	2349

	Type 5F
	79
	5.6/8.4/9.0
	2349

	Type 6D8
	107
	6.0/9.2/9.8
	2349

	Type 5D6
	73
	5.0/8.4/9.6
	2350

	Type 7A8
	128
	7.0/9.0/9.8
	2350

	Type 5E6
	78
	5.0/9.0/9.6
	2351

	Type 6D9
	108
	6.0/9.2/9.9
	2351

	Type 5B6
	63
	5.0/7.0/9.6
	2354

	Type 7B8
	132
	7.0/9.2/9.8
	2355

	Type 6D92
	109
	6.0/9.2/9.92
	2356

	Type 7C
	135
	7.0/9.6/9.8
	2359

	Type 6D94
	110
	6.0/9.2/9.94
	2360

	Type 6E8
	116
	6.0/9.4/9.8
	2360

	Type 6D96
	111
	6.0/9.2/9.96
	2365

	Type 7C9
	137
	7.0/9.6/9.9
	2365

	Type 6D97
	112
	6.0/9.6/9.975
	2369

	Type 6D98
	112
	6.0/9.2/9.982
	2369

	Type 6E9
	118
	6.0/9.4/9.982
	2369

	Type 8
	138
	8.0/9.6/9.95
	2373


6.1.2 Warp Drive Systems Upratings/Downgrades

Cost: Varies


The bonus provided by the upratings packages adds to any one category of warp speed (Standard, Sustainable, Maximum), but Maximum cannot be increased beyond Warp 9.982 as of 2376. A ship may install as many uprating packages as it has space for and its designers desire. A downgrade reduces any one category of warp speed. A ship may downgrade its systems as much as its designers desire, though Starfleet is not likely to allow more than a 0.3 reduction to any category of warp speed for efficiency reasons. 


If a ship gets overhauled with newer technology warp engines, the packages must also be re-installed and re-calculated (if installation is even desired).

Table 6.1.2: Warp Drive Systems Upratings/Downgrades

	Upratings
	SU
	Bonus to One Category

	Package 1
	2
	+ 0.1 or + 0.15

	Package 2
	4
	+ 0.2

	Package 3
	6
	+ 0.3

	Package 4
	8
	+ 0.4

	Downgradings
	SU
	Reduction to One Category

	Package 1
	-1
	- 0.1

	Package 2
	-2
	- 0.2


6.1.3 Plasma Injector System

(Required for most FTL vessels)

Cost: Varies

The quality and efficiency of a ship’s Plasma Injector System (PIS) indicates how long it can maintain its Maximum warp speed. For every minute of travel beyond the listed time, a ship with the Class series of PUS takes 10-60 (1d6 x 10) SUs of damage as the ship begins to shake itself apart (no defense applies; determine the location of the damage randomly). Additionally,there is a 40% chance the warp propulsion system suffers additional damage. The PIS loses 25% of its SUs, which reduces the ship’s Standard, Sustained, and Maximum ratings by 25%. Repairs take one hour to one day per SU of damage the PIS sustained.

For ships with the Type series of PIS installed, a roll of 2d6 should be made for every 10 minutes of travel beyond the listed time; on a result of 2, 3 or 4, the warp drive system suffers damage. Reduce the ship’s Standard, Sustained, and Maximum ratings by 25%. Repairs take one hour to one day per SU of damage as if the PIS had lost 25% of its SUs.

Starting in 2271, new warp theories began to rapidly manifest as new warp realizations and PIS technology began to bound ahead in capability. This increase in plasma injection efficiency led to the adoption of a new nomenclature series. Since the release of the Type J PIS in 2279, no significant increases have been made.

Table 6.1.3: Plasma Injector Systems

	Plasma Injector System
	SU
	Duration of Maximum Warp Speed
	Year

Available

	Class 0
	1
	10 – 30 minutes
	2063

	Class A
	2
	1 hour
	2071

	Class B
	4
	2 hours
	2099

	Class C
	6
	3 hours
	2112

	Class D
	8
	4 –5 hours
	2134

	Class E
	10
	6 hours
	2150

	Class F
	12
	7 - 8 hours
	2161

	Class G
	14
	9 - 10 hours
	2175

	Class H
	16
	11 - 12 hours
	2186

	Class I
	18
	13 - 16 hours
	2220

	Class J
	20
	17 - 20 hours
	2245

	Class K
	22
	21 - 24 hours
	2260

	Type A
	2
	1 – 4 hours
	2271

	Type B
	4
	5 hours
	2272

	Type C
	6
	6 hours
	2273

	Type D
	8
	7 hours
	2274

	Type E
	10
	8 hours
	2275

	Type F
	12
	9 hours
	2276

	Type G
	14
	10 hours
	2276

	Type H
	16
	11 – 12 hours
	2277

	Type I
	18
	13 – 24 hours
	2278

	Type J
	20
	25 – 28 hours
	2279


6.1.4 Coaxial Warp Drive 

Cost: Varies

Available: 2374

Coaxial warp drive systems operate on different principles than standard warp drives. Instead of creating a warp field and manipulating that to create propulsion, a coaxial warp drive creates a warp field and then “folds” space (perhaps in a manner similar to the folded-space transport posited by the Elway Theorem). This allows a ship to travel immense distances instantly. Furthermore, due to the technique used, a ship runs no danger of accidentally colliding with space objects, since it’s not actually traversing normal space.

A coaxial warp drive can fold space each round. This translates into velocities far in excess of Warp Factor 9.9. (See accompanying table for exact speeds.) To build a coaxial warp drive, buy a warp

engine (i.e., M/ARA)as normal for your ship. Then buy a coaxial warp drive system from the accompanying table, which also indicates SU cost. That cost includes the cost of nacelles and other components found in a normal warp propulsion system.

Because coaxial warp drive is still an experimental and unproven technology which is prone to overload due to particle instabilities, characters must make a Challenging (10) Propulsion Engineering (Coaxial Warp Drive) Test every round to use it successfully. Failure indicates the drive breaks down; the ship cannot use it again until engineers make repairs (this takes 1d6 hours and a successful Moderate (8) Propulsion Engineering (Coaxial Warp Drive) Test). Dramatic Failure indicates that the drive catastrophically breaks down. This destroys the ship, kills everyone aboard, and collapses space in an area with a billion-kilometer radius around the ship.

To stabilize the coaxial warp drive, a ship can establish a symmetric warp field. This requires 

a Moderate (8) Propulsion Engineering (Warp Drive) Test. If the Test succeeds, the field is established; it costs 10 Power per round and reduces the Difficulty for the Test to operate the coaxial warp drive correctly to Moderate (8). If the Test fails, the ship cannot establish the field at all (further Tests are not allowed) for one day. If it’s Dramatically Failed, the effects are as per failure, plus subspace stresses result which cause 4d6 damage to the ship (only the structural integrity field protects against this). 

(To be re-written with the chosen roll rules.)


Not readily available to Starfleet, the technology was first encountered in 2374. 
Table 6.1.4: Coaxial Warp Drives

	Coaxial Warp Drive Type
	SU
	Lys per minute

	Type 1
	75
	2

	Type 2
	100
	3

	Type 3
	125
	4

	Type 4
	175
	5

	Type 5
	225
	6


6.1.5 Quantum Slipstream Drive 

Cost: 80 

Available: 2374

Quantum slipstream drive (QSD), like a coaxial warp drive, allows a ship to move at velocities far exceeding standard warp drive — approaching the upper Warp 9.999 range. The system routes energy from the quantum drive to the main deflector, which creates a “slipstream” in subspace through which the ship travels. Due to the slipstream’s size, a ship without a QSD can enter it and travel along behind the vessel

generating the “tunnel.” The instabilities created by a quantum slipstream pose significant dangers to a ship, in that it places enormous pressure on the ship’s SIF and hull, and can rupture the latter. Furthermore, maintaining the slipstream is difficult, and if it collapses, it can damage or destroy the ship(s) inside it.

Using a quantum slipstream drive requires a Challenging (9) Shipboard Systems (Flight Control) Test every round. If the Test fails, the instabilities cause 120+8d6 damage to the ship (only Resistance and the SIF protect against this damage) and the ship drops out of the slipstream. If the Test results in a Dramatic Failure, increase the damage to 200 x 1d6. If the Test succeeds, a QSD allows a ship to travel at

the rate of 300 light-years per hour (just under half a light-year per round).

A QSD requires 80 SUs and  includes all parts needed to operate the system; the ship does not have to buy nacelles or the like. However, it may wish to buy a warp propulsion system to act as a backup for the QSD; if so, it must buy all necessary parts for such a system.


Not readily available to Starfleet, the technology was first encountered in 2374.
6.1.6 Soliton Wave Propulsion 

Cost: none

Available: 2368

This form of propulsion, first tested in 2368 by Dr. Ja’Dar of Bilana III, uses a soliton wave (a  nondispersing wavefront of subspace distortion) to “push” a starship through space in much the same way a wave of water pushes a surfboard. To function, it requires soliton wave stations at either end of the space traveled (for example, the two planets forming the hubs of a trade route). When it works properly, ships are propelled quickly between the two points. However, the wavefront has so far proven difficult to control, and when out of control can damage the ship using the system.

Using a soliton wave propulsion system requires a Moderate (5) Shipboard Systems (Flight

Control) Test from the pilot of the ship, and one or more Moderate (7) Propulsion Engineering

(Soliton Wave Propulsion) Tests from the person operating the equipment. If either Test is failed,

the ship takes 12d6 damage (only the SIF protects against this damage) and drops out of

the wave. For Dramatic Failure, increase the damage to 20d6. If both Tests succeed, the ship

travels at Warp 9.0 at no Power cost. Soliton wave propulsion requires no SUs on a ship using it.

6.1.7 Transwarp Drive 

Cost: 15 x Size

Available: 2369

Used by, among others, the Borg, transwarp drives allow a ship to create a “corridor” in space-time from one place to another. A ship using the corridor travels at Warp 10, a velocity unattainable with standard warp drives. A transwarp drive does this by emitting tachyons which breach the subspace barrier and allow the ship to create a transwarp corridor (similar in many ways to a wormhole) by “folding” subspace.

The Federation began experimenting with transwarp drives in the 2280s, with the U.S.S. Excelsior serving as a testbed for the prototype. Unfortunately, the trials were a failure, in that Starfleet could not determine how to exit the transwarp corridor at a predefined point (the desired destination). Theories also posit that transwarp travel could cause disfiguring mutations in humanoids. However, encounters with the Borg beginning in 2369 showed that they had solved these problems and developed a transwarp drive at least 20 times faster than conventional warp drives.

Assuming the difficulties were overcome, a transwarp drive would work as follows. It occupies 15 x Size in SUs. This SU cost includes all parts needed to operate the system; the ship does not have to buy nacelles or the like. However, it may wish to buy a warp propulsion system to generate Power or to act as a backup for the transwarp drive; if so, it must buy all necessary parts for such a system. If it has normal  nacelles, it must establish a depolarization matrix around the ship’s fuselage to prevent the transwarp

velocity differential from tearing the fuselage away from the nacelles.

When activated, a transwarp drive creates a transwarp corridor which allows a ship to cross

distances as if traveling at 20 times its normal Maximum warp speed.

Operating a transwarp drive requires a Challenging (10) Propulsion Engineering (Transwarp Drive) Test. Success means the ship travels the desired distance. Failure means the drive breaks; it takes 1d6 hours and a successful Moderate (8) Propulsion Engineering (Transwarp Drive) Test to repair it. Dramatic Failure indicates that the drive malfunctions, taking the ship an enormous distance off-course

(the Narrator determines exactly how much; 1d6 x 100 light-years is a good rule of thumb). It then breaks, requiring 1d6 days and a successful Challenging (9) Propulsion Engineering (Transwarp Drive) Test to repair.

After a transwarp drive is used, the transwarp corridor remains open for 1d6 rounds. Other ships can enter it with a Routine (4) Shipboard Systems (Flight Control) Test during that time and make use of its properties even though they lack transwarp drive — but when the corridor shuts, they’re stuck on the other end.

6.1.8 One-Way Warp Propulsion

Cost: 60

Some species, most notably the Romulans, develop a more limited form of warp propulsion technology before proceeding to true warp drives. Known colloquially as one-way warp propulsion, this drive allows the ship to travel at warp speeds — once. When the ship shuts off its warp drive, or it runs out of fuel, it must limp back home on impulse (a journey of months or years).

A one-way warp drive typically consists of a single-use magnetic bottle towed behind a ship. The bottle contains superdense plasma. To achieve superluminal speed, the ship detonates the plasma, creating a

short-lived, controlled black hole that propels the ship to a designated destination within 300 light-years. Once used, the system cannot function again until it can have the bottle reinstalled and the superdense plasma resupplied at a properly-equipped space station.

Activating a one-way warp propulsion system requires a Moderate (6) Propulsion Engineering (Warp Drive) Test to ensure the bottle is properly calibrated to send the ship to the desired destination (anywhere within 300 light-years). If the Test fails, the ship ends up at the wrong destination (typically 1d6 light-years off-course per point the Test failed by); Dramatic Failure destroys the ship in a massive explosion. The trip takes one minute per light-year traveled.

A ship with a one-way warp propulsion system must buy an IDF (with Strength 6) at half the normal cost. Ships with one-way warp propulsion systems typically have very primitive ion power  generation systems that occupy 50 SUs and generate 150 Power per round. They may also have impulse engines and solar power generation.

6.1.9 Ion Propulsion (Advanced)

Cost: 60

Some advanced civilizations, such as the Eymorg under the influence of the Teacher, use a form of propulsion and power generation known as ion propulsion. More sophisticated than Federation, Romulan, or Klingon technology, ion propulsion of this nature provides greater speed and more power than comparative Starfleet engines (see accompanying table). Ships with ion propulsion systems do not need standard power generation or warp propulsion systems, but must buy a standard PIS system. The below table provides warp speeds in the Cochrane Scale.

Table 6.1.9: Advanced Ion Propulsion Systems

	Ion Engine Type
	SU
	Standard/Sustainable/

Maximum Warp Speed

	Type I
	100
	6.0/7.0/8.0

	Type II
	120
	7.0/8.0/9.0

	Type III
	140
	8.0/9.0/10.0


6. 2 Impulse Propulsion Systems

(Required)

Cost: Varies

Starships use impulse propulsion systems (IPSs) to move slower than the speed of light, which is required for travel within a star’s gravity well, through solar systems, in starship combat, and similar situations. Impulse drives use fusion reactors to generate standard thrust via a standard Newtonian reaction—the thrust “pushes” the ship forward through space. Starships usually drop to impulse when they encounter another ship to facilitate contact (or combat). 

IPSs have four components: the impulse reaction chamber (IRC), or fusion reactor, of which there are three per impulse engine; the accelerator/generator (A/G); the driver coil assembly (DCA); and the vectored exhaust director (VED). Energy released in the IRC by the fusion reaction is channelled to the A/G, which raises the velocity of the plasma and feeds it on to the DCA. Electroplasma system (EPS) taps run from the A/G to divert some energy to power other systems on the ship. The DCA creates a field effect which aids the impulse propulsion process, then passes the energy on to the VDA, which directs it to thrust the vehicle in the desired direction.

6.2.1 Chemical Propulsion Systems

Cost: 10 x Size

The earliest space vessels, such as the DY-100 class, used chemical propulsion systems which generated thrust by burning liquid oxygen and hydrogen as fuel. Ships with these engines can achieve velocities of up to 40,000 kilometers per hour, or 11 kilometers per second (approximately .00004% of the speed of light, or .00004 impulse). Compared to more advanced vessels, they are extraordinarily slow, clumsy, and primitive. A ship with chemical propulsion carries enough fuel for a number of seconds of burn equal to Size x 100.

A vessel with a chemical propulsion system has small internal batteries to provide sufficient power to run its minimal systems, such as life support and crude sensors (it can also have solar power generation, if desired). The crew makes do with stored food, gravity generated by rotating the ship, and so forth. The Narrator must evaluate and approve all equipment installed on a ship with chemical propulsion; most systems listed here or in Spacedock are not appropriate for these ships (in particular, ships with chemical propulsion cannot mount weapons, except perhaps for a single chemical or nuclear rocket launcher).

6.2.2 Atomic Piles

Cost: 10 SU

Available: 2040


Primative impulse engines arrived before warp technology was discovered and, due to their reliance on the new shipboard fusion reactors, were often referred to as ‘atomic piles.’ The first vessels to use other than chemical propulsion were those of the Columbus interstellar sublight explorer series, and these early fusion-powered engines were notorious for their quirky and dangerous nature. Being older and less-developed than their later full impulse cousins, they are much larger (10 SU) and less powerful.

6.2.3 Main Impulse Engines
(Required)

Cost: Varies

Available: 2063

A main impulse engine (MIE) capable of propelling a starship consists of four linked impulse engines. These engines may be grouped together, or divided into two groups of two to provide balanced thrust for structures such as separated saucer sections.

An impulse engine is rated for the amount of velocity it can provide, expressed as a percentage of c (the speed of light). Thus, an impulse engine might be said to provide .5c thrust, meaning it can propel a vehicle at half the speed of light. Regardless of an engine’s maximum sublight speed, Starfleet generally limits impulse travels to .25c (paradoxically referred to as “full impulse”) to minimize the time-dilation problems which occur as a ship approaches speed of light travel. An impulse engine’s Standard speed is .25c or its listed Sustainable speed, whichever is less. Only in starship combat situations do starships commonly move at impulse velocities in excess of .25c.

Impulse engines are also equipped with impulse capacitance cells which can provide a tiny burst of power to them. By releasing the cells’ power directly into the driver coils, a ship can generate a one-second burst of impulse speed when the engines are otherwise not functioning due to lack of power.

A typical Type-series impulse engine can maintain Maximum impulse speed for a number of hours equal to Type + 1 before exhausting its fuel. (For example, a Type 6, 6A, or 6B engine could maintain maximum speed for seven hours.) If a ship runs out of impulse engine fuel, it cannot fly at

impulse speeds or supply power from the impulse engines to other systems. Since impulse engines use deuterium for fuel, a warp-capable starship can drain deuterium from the matter tanks supplying the

matter/antimatter reactor to power the impulse engines if necessary, but then risks running out of fuel for the warp propulsion system. Production developments allowed for a more efficient and proficient impulse engine starting in 2303, resulting in a new series name. Type-series engines that saw enhancement became Class-series engines and also enjoyed the increase in fuel range.

The accompanying table lists the classes of MIEs available.

Table 6.2.3: Main Impulse Engines

	Engine
	SU
	Sustainable/

Maximum Impulse Speed
	Year Available

	Type 1
	2
	.1c/.2c
	2063

	Type 2/Class 1
	5
	.25c/.5c
	2092

	Type 3
	8
	.4c/.5c
	2103

	Type 3A/Class 2
	10
	.5c/.5c
	2109

	Type 4
	12
	.4c/.6c
	2125

	Type 4A
	13
	.4c/.65c or .66c
	2162

	Type 5/Class 3
	15
	.5c/.7c
	2188

	Type 5A/Class 3A
	18
	.5c/.75c
	2215

	Type 5B
	20
	.5c/.8c
	2250

	Type 5C
	22
	.55c/.8c
	2252

	Type 6
	23
	.6c/.8c
	2284

	Type 6A
	25
	.6c/.85c
	2293

	Type 6B
	28
	.65c/.85c
	2297

	Class 4
	20
	.6c/.8c
	2303

	Class 4A
	22
	.6c/.85c
	2303

	Class 4B
	23
	.65c/.85c
	2303

	Class 5
	25
	.7c/.9c
	2317

	Class 5A
	28
	.72c/.9c
	2324

	Class 6
	30
	.75c/.9c
	2341

	Class 7
	35
	.75c/.92c
	2349

	Class 8
	40
	.75c/.95c
	2357


6.2.4 Acceleration Upratings

Cost: Varies

Available: 2063


Standard impulse engines accelerate at half their maximum impulse speed per round. Some vessels are equipped with uprated impulse systems which can accelerate more quickly than this. The accompanying table lists packages and SU costs.

The SU cost for the uprating includes modifications to the SIF and IDF so that the ship can handle the increased stress on the hull. If a ship has multiple impulse engines, it must buy an acceleration package for each one, and the packages must all be the same one. TOS-era ships may only take the Class Alpha acceleration uprating package.

Table 6.2.4: Acceleration Upgrades

	Package
	SU
	Rate of 

Acceleration
	Year Available

	Class Alpha
	2
	66% of max impulse/round
	2063

	Class Beta
	4
	75% of max impulse/round
	2307

	Class Gamma
	8
	100% of max impulse/round
	2328


6.2.5 Reaction Control System

(Required)

Cost: 1 x Size (Primary), 0.5 x Size (Auxiliary)


The Reaction Control System (RCS), colloquially known as “thrusters,” is used to move the ship while entering or leaving spacedock, or in other situations where precise control of the ship’s motion is necessary. RCS engines are located at appropriate points on the body of a ship. They consist of a gas-fusion reaction chamber, magnetohydrodynamic (MHD) energy field trap, and vectored-thrust exhaust nozzles. Some ships also have an auxiliary RCS system which functions at half strength; this costs 0.5 x Size in SUs. An auxiliary RCS improves a ship’s maneuverability.

When using the RCS system, which requires a Routine (3) Shipboard Systems (Flight Control)

Test for most delicate operations, a ship moves at a top speed of .025c (one-quarter of a Movement Unit per round, in game terms). An RCS occupies 1 x Size in SUs and costs 2 Power per round of use. A ship can double its thruster speed to up to .05c for an additional 3 Power per round.

If a ship has no RCS, or its RCS is malfunctioning, it can try to use impulse engines as thrusters. 

6.2.6 Impulse Thrusters

Cost: 2 x Size

Available: 2326


Ships of Size 5 and smaller can also install impulse thrusters, a special type of thruster which improves a ship’s speed and maneuverability. They add +.1 c to the ship’s impulse speed (maximum of .95 c) and provide +1 die to roll when the pilot makes Shipboard Systems (Flight Control) Tests to maneuver the ship at speeds of .6 c and above. Impulse Thruster technology was not available prior to 2326.

7.0 Power Systems

Without power, nothing on a starship can function. The ship can’t move, life support cuts off, and the lights dim. Therefore, Starfleet design engineers have taken pains to make sure that ships have multiple sources of power to draw on, the primary ones being the warp and impulse engines.

7.1 Warp Engines

Also known as M/AMI, M/ARA, intermix chamber or warp core)

(Required on most FTL vessels)

Cost: Varies

Available: 2063

As discussed previously, the warp engine provides power to the ship. The accompanying table indicates the classes of warp engines available, as well as their base SU cost.

Table 7.1 Warp Engines

	Warp Engine Type
	SU
	Year 

Available

	Mark I
	20
	2063

	Mark II
	30
	2091

	Mark III
	40
	2148

	Mark IV
	50
	2215

	Mark V
	60
	2226

	Mark VI
	70
	2245

	Mark VII
	80
	2270

	Mark VIII
	90
	2284

	Mark IX
	100
	2292

	Class 1/A
	20
	2313

	Class 2/B
	30
	2327

	Class 3/E
	40
	2348

	Class 4/G
	50
	2353

	Class 5/H
	60
	2358

	Class 6/K
	70
	2359

	Class 7/M
	80
	2362

	Class 8/N
	90
	2364

	Class 9/O
	100
	2368

	Class 10/P
	110
	2370

	Class 11/Q
	120
	2374

	Class 12/R
	130
	2375

	Class 13/S
	140
	2378


7.2 Impulse Engines

As described previously, a ship’s impulse engines also provide power for other systems. This power is cumulative with power generated by the warp engines.

7.3 Solar Power Systems

Cost: Varies; between 3 and 24 SUs

Some pre-TOS era ships use primitive, but effective, systems for generating power from the light and heat of stars. These systems cost between 3 and 24 SUs.

7.4 Auxiliary Power

Cost: 3 SUs per additional fusion reactor (or 5 SUs per additional fission reactor)

Available: 2033 (fission for pre-2033)

In addition to the fusion reactors which form the impulse engines, most ships carry another set of reactors simply to generate power. Each additional fusion reactor occupies 3 SUs. The crew holds auxiliary power in reserve for use in emergency or crisis situations, rather than using it at all times. Most ships have at least one auxiliary power generator for every 4 points of Size.  Before 2033, fission reactors were used.

A crew can use one of a ship’s auxiliary power reactors to replace damaged or spent reactors in the impulse engines. This takes an hour and requires a Routine (4) Systems Engineering (Power Systems) or Propulsion Engineering (Impulse) Test.

7.5 Battery Power Systems

Cost: 3 x Size

All ships carry a network of batteries, stored throughout the ship where ever space may be available, to provide ready power to nearby systems in case of power loss or disruption from primary sources. Some earlier vessels even relied upon these batteries for primary system power (though they could not power propulsion systems). Generally, these batteries are drawn upon constantly to directly power these systems when in normal or standby modes, cutting over the powered systems over to direct EPS feed only when high demand is required. When the EPS power is lost, the batteries automatically kick right back in to support requirements.

7.6 Emergency Power

Cost: Varies


In addition to auxiliary power, starships have a small reserve of emergency power for use in crisis situations or when other power systems are nonfunctional. The emergency power system uses a set of fusion reactors which are independent from the standard and auxiliary power systems. The accompanying table lists the SU cost of various types of emergency power systems.

A ship may only have one emergency power system.

Table 7.5: Emergency Power

	System Type
	SU

	Type A
	25

	Type B
	30

	Type C
	35

	Type D
	40

	Type E
	45

	Type F
	50


7.7 Electroplasma System

(Required)

Cost: 5 x Size, plus mandatory +5; additional +10 to +30 is common on combat vessels

Power from the warp engine, impulse engines, and other sources is routed throughout the ship by the electroplasma system (EPS). The EPS is a network of microwave power transmission wave guides. A ship’s EPS is assumed to be able to handle the power flow to run all systems at up to maximum efficiency without difficulty. But when there’s a need to transfer more power—for example, to increase the damage a phaser does, boost the strength of the shields, or feed more power to the sensors to punch through some interference—the EPS may not be able to handle the demands placed on it. The quality and efficiency of an EPS determine how much power a starship can transfer each round.

The base SU cost of an EPS is 5 x Size. That allows the ship to use all systems at their maximum normal performance without problem. For each SU spent beyond that, the EPS can handle transferring 10 additional points of power. Most Starfleet vessels build in enough capacity to handle substantial extra power flow (and to compensate for any damage the EPS system may suffer during combat); +10 to +30 SUs is standard. The mandatory Starfleet minimum for most vessels is +5 SUs.

Pre-warp vessels had similar power systems to the electroplasma system, though usually without the mandatory addition of redundant capability on the earliest ones.

(Cardassian: Cardassian vessels built prior to 2371 have a weakness in their EPS systems which enemies can exploit. The famed Klingon General Gornag, who fought the Cardassians during the Betreka Nebula

Incident, first developed a maneuver for doing so. Cardassian ships have a special type of power junction just a few meters from each of their spiral-wave disruptors. By maneuvering in very close to the target ship (which usually involves some skilled flying, due to the number and placement of weapons on Cardassian ships), an enemy can hit a disruptor power junction with a disruptor blast, creating an overload in the EPS system which causes explosions throughout the Cardassian ship and decreases its ability to provide power to its systems.)
7.8 Isomagnetic EPS Conduits

Cost: +2 SUs to EPS

Available: 2371

By 2371, a new form of technology, isomagnetic conduits, is available to make EPS systems more efficient. When isomagnetic EPS conduits are in use, extra power can safely be transferred. Isomagnetic EPS conduits are still relatively rare by 2376; the Narrator determines whether they’re available for a particular ship. Generally, they are only built into post-2371 designs, though refits may also allow for their installation.

8. 0 Operations Systems

The largest category of systems on a starship fall under the heading of operations systems. They include flight control, sensors, computers, and many other systems related to the daily command and operation of the ship.

8.1 Bridge Systems

(Required)

Cost: 4 x Size (22nd & 23rd century); 5 x Size (24th+ century)

If the warp engine is the heart of a starship, the bridge is the brains. Here the captain holds sway, directing the course and actions of the vessel. From the bridge, he and his senior officers can, if they need to, control every system on the ship. On most Starfleet ships, the bridge is located on the very top of the ship (of its saucer section, if it has one).

The basic bridge module occupies 5 x Size in SUs. On most ships it can be removed in toto at a spacedock or similar facility and replaced with a new one, thus facilitating upgrades and maintenance. Because of its importance to the ship, the bridge is always one of a ship’s emergency environmental support shelters, and even if both primary and emergency life support systems fail, the bridge’s separate systems can maintain a Class M environment for 72 hours. Even if a total environmental systems failure occurs, two emergency modules provide lighting and atmosphere for 24 hours.

The major sections of most bridges include the captain’s chair, viewscreen, duty stations, captain’s ready room, and conference room (a.k.a. “Observation Lounge”). Not all ships may have all of these systems; the Danube-class vessel has no viewscreen, for example.

Bridge systems on 22nd and 23rd century ships function similarly to those of the 24th century, but are somewhat more fragile, and thus the bridge has a slightly lower SU cost. Ships designed and refitted after 2300 begin to use the 24th century version.

(Klingon: Klingon bridges are “crowded”-more tightly packed with equipment and consoles– than most species’s ships. They lack large, open area where crewmembers walk or stand; instead, anyone traversing the bridge has to wind his way past duty stations, banks of control panels, and even girders. Most panels have triangular, rhomboidal, or hexagonal screens which use a red, black, and yellow color scheme, providing a garish glow for the dark and gloomy bridge.

(Typically a Klingon commander sits in a chair directly in front of the viewscreen. Behind him and to his sides are the crew’s duty stations: Tactical (weapons, shields, and the cloaking device), Communications, Helm, and Navigation, among others. Note that the Klingons maintain a distinction between Helm and Navigation, much like Starfleet did in the 23rd century; the Helmsman and Navigator fulfill the functions that the Flight Control and Operations officers do on a Starfleet ship. The Communications officer can assist them with their duties if necessary (by, for example, taking control of the sensors during a difficult piloting situation).

(Most Klingon ships also have a ready room for the captain just off the bridge. Larger vessels also have a war room, where the senior staff can meet with the commander to plan activities and determine the best response to crises. 

(To reflect the “denser,” more equipment-packed nature of Klingon bridges, they cost slightly more SUs than standard bridges: 5.5 x Size, rather than the usual 5 x Size.

(Klingon ships often place their bridges in special “bridge module” superstructures, usually attached at the forward end of the central shaft or along the centerline of the main hull. This does not increase their vulnerability to attack or decrease their SUs in any way.)
8.2 Auxiliary Control Room/Battle Bridge
Cost: 2 x Size (22nd & 23rd century); 3 x Size (24th+ century)

Ships which have saucer separation or multivector attack mode capabilities need one or more secondary bridges so that the captain (or other officer) can operate the engineering section of the ship effectively. These are known as auxiliary control rooms or battle bridges.Although smaller than a standard bridge, an auxiliary control room has standard Engineering, Flight Control, and Ops stations, and an enhanced Tactical station. In some cases, it also has several unique stations, including Defense Communications, Defense Systems Engineering, Technology Assessment, Computer Systems, and Engagement Damage Intelligence. An auxiliary control room serves as a secondary control center in the event the main bridge is damaged or incapacitated.

Each auxiliary control room costs 3 x Size in SUs. This cost includes a dedicated turbolift running from the main bridge to each auxiliary control room (it typically takes 2-4 rounds to reach the auxiliary control room via this turbolift). Crewmembers can also access auxiliary control rooms through the standard turbolift system. Like the main bridge, an auxiliary control room is a discrete unit which engineers can wholly replace at a starbase.

Of course, even if they haven’t paid SUs for it, most ships have some sort of auxiliary control center. Such control centers are never very elaborate; their only purpose is to get the ship to safety in the event of an emergency which destroys the main bridge. An auxiliary control room paid for in SUs represents a second control center which can control all or nearly all of a ship’s functions.

Auxiliary control rooms on 22nd and 23rd century ships function similarly to those of the 24th century, but are somewhat more fragile, and thus have a slightly lower SU cost. Ships designed and refitted after 2300 begin to use the 24th century version.

8.3 Separation Systems
Several of Starfleet’s most advanced ships have the capability to separate one or more parts of themselves from the main section of the ship. This offers numerous safety and tactical advantages. 

If a ship has a separation system, it’s important to note the location of every power source, 

weapon, and other crucial system. That way you can determine the capabilities of the discrete sections after they separate.


(Klingon: The Klingons employ two types of separation systems: the detachable forward module;

and the detachable bridge module. They have not, as yet, installed detachable warheads on any of their ships (preferring to simply ram the entire ship into the target), and do not have access to multivector assault mode technology.)
8.3.1 Saucer Separation

Cost: 1 x Size; 0.5 x Size if no self-reattachment capability


In emergency situations, some ships have the ability to separate into two discrete units, each with its own systems. This is typically known as saucer separation, since it most often involves separation of a saucer module (such as the one on the Galaxy-class ship) from an “engineering” or “stardrive” or “battle” section. This allows civilians and other persons to leave a dangerous area while the engineering section of the ship remains behind to deal with the situation. 

A separation system occupies 1 x Size in SUs. Detached ship sections should usually be bought as atmosphere-capable (though not planetfall-capable).

A saucer section must have its own Computer, Impulse Engines, Navigational Deflector (if warp-capable), and Cloaking Device (if applicable). The same rules for ablative armor for ships with multivector assault mode apply (see below). Otherwise, most systems bought for a ship with saucer separation apply to both its “subvessels”; you don’t have to buy them twice. In some cases—such as crew quarters, cargo holds, tactical systems, IDF, and auxiliary power generators — you should divide the system among

the two sections (usually by percentages based on how the ship’s Size divides), or assume that one section has the main system (or one of the main systems), and the others lesser “substitutes” (for example, only one section has a full sickbay; the other typically has a first aid station).

Typically, a saucer only has an impulse engine, auxiliary power, and emergency power systems. Therefore it cannot afford to activate shields or use many (if any) weapons. However, since its primary purpose is to get crewmembers and passengers to safety, not to fight, Starfleet regards this as acceptable. If it serves the dramatic purposes of the story, the Narrator can allow the saucer to activate shields anyway. 

If a saucer cannot re-attach to the engineering hull on its own (i.e., it requires a spacedock or

similar facility to do so), saucer separation only costs 0.5 x SUs.

8.3.2 Nacelle Separation

Cost: 0.5 x Size

Nacelle separation is used with certain Warp Shuttles (such as the Class H) to allow them to dock with capital ships without difficulty. It costs 0.5 x Size in SUs. Separating the nacelles, or re-attaching the ship to the nacelles after separation, takes two full rounds and constitutes a Timed Action for the Helm; while performing this action, he can take no other actions. Once separated, the nacelles remain stationary, while the shuttle proceeds on impulse power only.

8.3.3 Multivector Assault Mode

Cost: 2 x Size

Available: 2375

Beginning in 2375, Starfleet introduced a new form of ship separation technology known as multivector assault mode (MVAM). An MVAM system allows a ship to split into three separate sections, each with its own systems. An MVAM system occupies 2 x Size. A ship with MVAM may use the SU allotment for a ship 2 Size categories larger without increasing its own Size (this is necessary to install all of the redundant systems required for MVAM use). 

Most systems bought for a ship with MVAM apply to all its “sub-vessels”; you don’t have to buy them three times. In some cases—such as crew quarters, cargo holds, tactical systems, and auxiliary power generators— you should divide the system among the three sections (usually by percentages based on how the ship’s Size divides), or assume that one section has the main system, and the others lesser “substitutes

(for example, only one section has a full sickbay; the others typically have first aid stations). Computers, all warp propulsion system components, Impulse Engines, Navigational Deflectors, Cloaking Devices, and TA/T/TS are an exception to this general rule. Each sub-vessel needs its own warp drive or cloak, for example (in most cases, these systems should be the same type in each part of the ship—each with a Class

7/M warp drive instead of two or three different types of drives—but this is not required, only recommended). The MVAM system includes hardware and software which “links” these systems together to increase their effectiveness when the ship links together. The ship must buy them (including their subsystems, like acceleration upgrades) three times. When the ship links together, the best of the three systems applies to the whole ship; however, for purposes of power generation, each impulse engine counts

as a separate system (the warp engines typically link to form one unit, and so do not generate power separately).

Special rules apply to shields. Buy shields one time for the entire vessel. When it separates into three parts, each part has the equivalent of a shield with maximum Protection for a shield two classes less than the entire ship’s shield. The subspace field distortion amplifiers are reduced in effect by two classes as well, or to the class providing exactly one-third Threshold for the reduced Protection, whichever is less. The shield grid and recharging or regeneration system do not change. 

If it has ablative armor, when the ship separates, each section has an amount of ablative armor equal to the overall ship’s total (for example, if 430 of the ship’s 1000 points of ablative armor have been blown away, each section has 570 points of armor). Once they separate, each section’s armor can suffer separate damage. When the sections recombine, average their ablative armor totals to determine the overall

ship’s remaining armor. 

A third exception is tactical systems—beam weapons, missile weapons, stored missiles, other weapons, and TA/T/TS. These must be bought individually and their location noted so that when the ship separates, the offensive capabilities of each section can be determined. This also applies to transporters and tractor beams. 

If a ship with MVAM has a cloaking device, the section containing the device must be indicated on the Starship Template. That section and any sections attached to it are covered by the cloak when the crew activates the device. Sections not attached to that section are not covered by the cloak.

8.3.4 Detachable Warhead

Cost: 0.5 x Size

Available: 2367


One of the tactical systems developed by Starfleet in response to the Borg incursions of the late 2360s and early 2370s was a detachable warhead system. A detachable warhead is a small section of a ship which detaches from the main body of the ship and can move under its own power. It is laden with one to six torpedoes and is designed to explode upon impact with an enemy vessel. A character can remotely steer

a warhead, but it also has room for a pilot in the event one is deemed necessary. A warhead is equipped with its own miniaturized impulse drive, equivalent to a Class 1 impulse engine.

Typically a detachable warhead is built into a pre-designed “notch” at the forward end of the ship (the Defiant-class Heavy Escort is the best-known example of this). After the warhead is used, engineering crews can install another one at a starbase. Use of the warhead does not change the “parent” vessel’s Size or other characteristics.

A detachable warhead system costs one-half the vessel’s Size in SUs. It includes enough space for one person and two torpedoes. Up to four more torpedoes may be installed in the warhead at a cost of 1 SU (total). 

8.3.5 Klingon Detachable Forward Module

Cost: 1 x Size

The Klingons frequently build their ships using a “winged shaft” configuration, in which a central shaft attaches to a main hull that flares out to the side to form wing-like pylons for carrying nacelles or weapons. On some vessels, such as the Vor’cha-class Heavy Warship, the forward end of the central shaft holds a detachable forward module. This module typically contains the ship’s largest disruptor cannon, and often a torpedo launcher (or other weapons) as well. If necessary, the ship can detach the forward module; this requires a Timed Action by any officer, but does not involve a Test. The detachment process propels the module a few kilometers forward of the ship; any attempt to target it at something specific requires

a Challenging (10) Shipboard Systems (Tactics) Test.


Detaching the forward module has two effects. First, by lightening the mass of the ship, it provides a +0.1c increase to Sustainable and Maximum impulse speeds (maximum of .95c). Second, the ship can rig the detached module to explode, either on command or when it comes into proximity with other ships. The explosion does 50 points of damage for every rating of the module’s largest disruptor array (for example, a module with a Type 10 array does 500 SUs damage; one with a Type 12 does 600 SUs damage). The explosion affects all ships in a 1 MU radius. An officer must use a Timed Action to detonate the module on command, or to establish conditions for automatic detonation, but this does not require a Test.

8.3.6 Klingon Detachable Bridge Module

Cost: 2 x Size

The Negh’Var and some other ships can detach their bridge modules, which have the ability to maneuver under their own impulse power. This allows the command crew to escape the destruction of the ship, or sometimes to make a sneak attack against an unprepared enemy.

A detached bridge has the equivalent of a Type 3A impulse engine for purposes of maneuvering.

This impulse engine, along with auxiliary and emergency power equivalent to those of the full ship, provides power for life support, flight, weapons, sensors, and the like. The detached bridge should be considered to have systems equivalent to those of the full ship.
8.4 Computers
(Required)

Cost (per core): 0.5 x Size (silicon tech – pre-2243); 1x Size (duotronic – 2243-2328); 2 x Size (isolinear – post-2328)

Computers control virtually every function of a starship in some way. They regulate the power flow in the warp drive system, operate the sensors, and help the Tactical officer accurately fire the weapons. Without a working computer system, a starship virtually shuts down. While the Federation has never managed to build a reliable fully sentient computer, starship computers contain such sophisticated artificial intelligence subroutines that they sometimes seem sentient. They can understand, and respond

to, ordinary speech, including contextual cues within that speech. Crewmembers interface with the computer system via the Library Computer Access and Retrieval System (LCARS), which lets them use voice commands and graphic interfaces to access data, modify ship systems, and write programs. The LCARS contains the equivalent of trillions upon trillion of pages of text, and more data is added every stardate.

A ship’s computer monitors everything occurring on that ship, including the location of everyone aboard ship based on their communicator badge (the Tactical officer can track down anyone aboard, even persons not wearing communicators, but this takes some time). When emergencies or crises occur (such as

a failure of life support or hull integrity), the computer evaluates the situation and notifies the appropriate personnel. However, that’s about all the computer can do; it cannot operate the ship for extended periods, or in other than extremely routine circumstances, without crew control. The computer lacks the judgment, intuition, and emotions which a sentient humanoid possesses and can apply to complex situations. It can only follow the instructions given it by its programming and the crew. For example, unless instructed to do so, the computer will not report that a crewmember has left the ship.

Starfleet computers use miniature subspace generators to process data at faster than light speeds. They store information and programs in modules of isolinear optical storage chips. Each module holds 144 isolinear chips. Approximately the size of a microscope slide, an isolinear chip holds up to 2.15 kiloquads of data. On large starships, a computer core is a cylindrical structure ranging from about 20 to about 100 meters tall and 10-15 meters in diameter which holds thousands of modules containing hundreds of

thousands of isolinear chips. Rearranging the isolinear chips within a module, or installing new ones with specialized programming, can interfere with, alter, or in some cases enhance computer operation.

Each computer core capable of handling the primary computational load of the entire vessel costs 2 x Size in SUs. Starfleet regulations require any ship above Size 4 to have a minimum of two computer cores (and in fact even smaller vessels tend to have at least two). Vessels of Size 8 and higher must have

at least three computer cores. If the ship has saucer separation or multivector attack mode capabilities, each “piece” of the ship must have its own core computer (for example, a Galaxy class ship [Size 8] has to have at least three computer cores; it arranges them so that two are in the saucer section and one in the engineering section). A detachable warhead does not require a core computer.

In addition to the computer cores, ships have a network of subprocessors throughout the ship. These subprocessors help to improve the system’s operation by handling some of the computational load. They can also provide some redundancy for the computer cores. 

If a ship has two or more computer cores, Starfleet protocols require that at least two operate at once—that way, if service to one is somehow interrupted, the other can instantly, and without loss of significant ship functions, pick up the computational load. In addition to the main computer system,

several systems aboard a ship have dedicated computer systems. Examples include the navigation computer and tactical computer. These are addressed elsewhere under the specific systems they work with.


Computers on TOS-era ships use duotronic technology instead of the isolinear technology familiar to 24th century engineers. Although more primitive than the isolinear models invented in 2329, duotronic computers are still extremely sophisticated, and well able to monitor and control the functions of a starship’s systems. Each of the computers on the Constitution-class Explorer, for example, contains 900,000 individual duotronic relays and holds up to 8,500 kiloquads of data.

Accessing a 23rd century starship’s library computer usually requires the use of a small viewer. The bridge, cabins, and other important areas of the ship all contain viewers. TOS-era computers use the basic Spacedock rules (including the need to buy an ODN), but can only take Class Alpha uprating packages.

Prior to the invention of duotronics in 2243, space vessels have computers based on microchips made of silicon and/or other materials. Such computers help run the ship, but can take no uprating packages. They must buy an “ODN” defined as the electronic wiring and cables needed to connect the computer to the ship’s systems.

(Cardassian: Cardassian ships use some advances in computer systems which the Federation and Klingons are studying. While Cardassian ship computers have a slightly slower processing speed than Starfleet computers, their higher levels of reinforcement allow them to withstand more damage, subspace field shock, and vibration. By studying Cardassian computers captured during the Dominion War,

Starfleet hopes to develop a new computer that incorporates the Cardassian reinforcing technology with its own high-speed systems, creating a “hybrid” computer better than any model currently in use. These computers cost 3 x Size, per core.)

8.5 Computer Upratings

Cost: 2 (Class Alpha); 4 (Class Beta)


Some ships, due to their mission profiles, need particularly efficient or powerful computers. Starfleet installs computer uprating packages with these ships’ computers. The packages, which consist of both hardware and software, improve the performance of the standard computer system. In game terms, a computer uprating grants a bonus to the result of any Computer Test (+1 Alpha, +2 Beta) made using the ship’s equipment.

Computer uprating packages are not cumulative; a ship can only have one in effect. A single uprating package covers all of a ship’s computer cores.

Duotronic computers can only take the Class Alpha uprating package, while pre-duotronic computers cannot accept any upratings at all.

(Cardassian: Cardassian ships may not take the Class Beta computer uprating package, and, in fact, rarely take computer uprating packages at all. Computers on older Cardassian ships (those manufactured prior

to 2365 and not since uprated) are more susceptible to virus penetration and other forms of electronic warfare than modern Cardassian vessels.)

8.6 Optical Data Networks

(Required)

Cost: 3 x Size

Data transmission throughout a ship is accomplished by means of an optical data network (ODN), a network of multiplexed optical monocrystal microfibers. Most ships have from three to six redundant ODN trunks linking their computer cores and the various subprocessors and control panels throughout the ship (this redundancy is built into the system’s SU cost; players do not have to buy each ODN system

separately, though they can buy extra ones if they want to). Damage to the ODN may hamper the ability of the ship’s computers to operate the ship.


Pre-duotronic computer networks require the same amount of network infrastructure as their duotronic and isolinear cousins, but instead of monocrystal microfibers, they use fiberglass laser optics and related offshoot technology.

8.7 Bio-neural Computer System

Cost: 3 x Size

Available: 2371


On some of the latest, most advanced ships, the computer core has been augmented with a bio-neural computer system. This system, which includes bio-neural gel packs installed throughout the ship, uses organic substances which link with standard computers to create a very powerful information storage and processing device. The gel packs contain synthetic neural cells in a gelatinous organic medium. These

neural cells replace the processors and isolinear chips of the standard Starfleet computer. These computers were part of the answer to the Warp 5 limit imposed, due to subspace degradation caused by warp travel. The bio-neural gel packs assist in processing and ordering the minute changes to the warp nacelles necessary to prevent damage to local space. As such, they enter service on all ships authorized to exceed warp 5 (TNG Scale).

In game terms, a bio-neural computer system provides a +1 bonus to the results of all Computer Tests made using the system (this is in addition to bonuses from any standard computer upgrades). For lengthy computing tasks, the bio-neural computer system reduces the time needed by 10% (round up; the minimum time for any task is one round).

Although faster and more powerful than standard computers, bio-neural computers are vulnerable

to viral infections and other attacks to which organic substances are susceptible. Infections can slow the system down, or even destroy it entirely. Unlike standard computers, which require repairs from engineers when they don’t work correctly, bio-neural systems also need a doctor’s care when they malfunction. For example, to treat an infection, the gel packs might be heated to give them a “temperature” which kills off the virus.

Standard regulations regarding the number of computer cores per ship and how many must

be operational apply to bio-neural computer systems.


(Cardassian: Cardassian ships may not take the bio-neural computer systems.)


(Klingon: The Klingons do not possess bio-neural computer technology, though they could  probably obtain it from the Federation if they felt a strong need for it.)
8.8 Navigational Deflector

Cost: 2 x Size EM shields (pre22-15), 3 x Size (pre-2271) & 4 x Size (post-2270 main deflector); 1 x Size (auxiliary deflector)

Available: 2090


Although most people think of space as empty, in truth it’s full of a lot of debris—stray atoms of hydrogen, micrometeoroid particulates, and the like. To a vessel traveling at warp or impulse speeds, a single, or repeated, collisions with such objects can cause wear and tear, or even significant damage. To avoid these objects, Starfleet vessels use a device called a navigational deflector or main deflector to “push” them out of a ship’s flight path.

A navigational deflector uses three redundant high-powered graviton polarity source generators

to generate two effects: a series of five nested parabolic shields projected two kilometers ahead of the ship, which sweep aside stray hydrogen atoms and submicron particulates; and a deflector beam projected thousands of kilometers ahead of the ship to move larger objects out of the way. These two effects are

focused and manipulated with the main deflector dish, a prominent substructure easily visible on the front of most ships. (If the ship wants to collect hydrogen with its Bussard ramscoops, it manipulates the deflector shields to create “holes” which allow collection of the atoms.)

The navigational deflector works in conjunction with the long-range sensors, which locate and track objects in the ship’s projected course. Since the deflector emits a great deal of electromagnetic and subspace radiation, which could interfere with long-range sensors, the long-range sensor array is located behind the deflector dish so that the axis of its scans matches that of the deflector projections.

In addition to the two deflecting effects, a ship can use its navigational deflector to emit a wide variety of electromagnetic and subspace radiation effects. For example, if the ship needs to emit old-style delta radiation to communicate with a strange vessel, or a polaron burst to disable masking circuitry, it uses its navigational deflector to do that. (If it’s necessary to make a Shipboard Systems (Tactical) Test to hit a target with a deflector-emitted effect, the deflector has a range of 10/20,000/50,000/150,000 and an

Accuracy of 5/6/8/11.) Running certain systems, such as some weapons, through the deflector can enhance their performance.

At impulse speeds or up to Warp 8 (TNG Scale), only one of the deflector’s generators has to be operational. From Warp 8.1 to 9.1, at least two must function. At Warp 9.2 or higher, all three generators must operate to ensure the safety of the ship. If the deflector does not have enough functioning generators, or is not supplied with sufficient power, the ship may suffer wear and tear (or worse damage); the Narrator determines the exact effects (if any).

A navigational deflector costs 3 x Size or 4 x Size in SUs (depending on the year of construction). Characters operate it with Shipboard Systems (Flight Control) or, for more specialized uses, Shipboard Systems (Deflector).

Additionally, Starfleet constructs ships with a small auxiliary deflector. As the design of some ships do not allow for a massive main deflector, the auxiliary deflector may serve as the primary. These smaller deflectors are built into the hull (generally the saucer) and cost 1 x Size in SUs. They require the same amount of power as a main deflector, but since they are less efficient, they impose a -1 Test Result penalty on all Tests made using them.

Until the Constitution-class general uprating of 2271, TOS-era navigational deflectors were somewhat more fragile than their 24th century counterparts, and not as well protected by the hull of the ship. To simulate this, they cost slightly fewer SUs. Additionally, 23rd century navigational deflectors lack the range and accuracy of later models. They have a range of 8/15,000/40,000/125,000 and an accuracy of 6/7/9/12. Prior even to TOS-era deflectors (before 2215), electromagnetic ‘shields’ were installed to help protect the hull from micrometeroid collisions.

 (Cardassian: As a supplement to their main tactical systems, Cardassian ships using the Galor-class navigational deflector technology (roughly speaking, any ship of Size 5 or above) incorporate a redundant Class Cheh’gesh disruptor beam emitter into the deflector’s technology. This makes the deflector cost 5 x Size in SUs for such ships, instead of the normal 4 x Size. [The 5 x Size cost is for Cardassian vessels Size 5 and up; smaller vessels pay only 4 x Size in SUs.]

(In game terms, the deflector-based disruptor uses the rules for “Main Deflector Phaser.”. However, using it requires no Tests; the disruptor functions as normal, but at 75% of normal strength (in other words, it does 105 damage, and can fire up to three shots per round with an Accuracy of 5/6/8/11). If the navigational deflector takes 25% or more of its SUs in damage, this disruptor ceases functioning until the crew repairs the deflector.)
8.9 Sensor Systems

Sensors are a starship’s “eyes.” They allow it to detect not only phenomena visible to humanoid sight, but an enormous number of electromagnetic and physical phenomena which humanoid senses cannot perceive. Every starship has many different types of sensors (Explorers, Scouts, and Research/Laboratory vessels tend to have more or better sensors, for obvious reasons), divided into four types: long-range;

lateral (or short-range); navigation; and specialized. Sensors are rated for three characteristics: the range over which they work accurately; their “gain,” or strength and efficiency relative to their power input (represented in game terms as a bonus to Shipboard Systems (Sensors) Test Results); and their Strength, or ability to overcome interference.

Caveat: Standard Starfleet sensor technology, as extremely sensitive as it is, does not detect some 15,000 substances. The regular sensor settings do not include certain unusual, rare, and/or exotic materials. It excludes these from the standard analysis routines because they occur so infrequently that it’s inefficient to search for them all the time. Crewmembers can recalibrate sensors to detect many of these substances, but this usually requires them to “blind” the sensors to something they normally register. Detecting the other types of exotic particles requires special sensor equipment and/or analysis programming.

An important distinction between different types of scans involves active versus passive sensor use. Active scans require the ship to project some form of energy, then read what happens to that energy (how it reflects back to the ship or dissipates) to locate and track objects and phenomena. Active scanning gives a ship a control over what it’s detecting (or trying to), but reveals the ship’s position to other ships. Passive scans, on the other hand, involve receiving and analyzing forms of energy or other phenomena

which come to the ship on their own—the energy projected by a star, for example. Ships have less control over what a passive scan can detect (if the target of the scan is not emitting any radiation, the ship can’t perceive it), but don’t run the risk of detection just for sitting there with their “eyes and ears” open.

Active sensor scan pulses typically travel at Warp 9.9997. At this speed, it takes about 45 minutes to perform a long-range scan at 17 light-years.

All sensors have a maximum effective range. For ease of game play, it is assumed that beyond that range, a sensor’s effects or readings become so attenuated or vague or contradictory that they’re useless. If they prefer, Narrators may instead impose substantial Test Result penalties for scans beyond a sensor’s

maximum range—+1 Difficulty for every .25 light-years beyond maximum for long-range sensors; +4 Difficulty or greater for other sensors. The further beyond the sensor’s range an object is, the greater the penalty to Tests made to detect it, and the more vague the data recovered.

8.9.1 Long-Range Sensors

(Required)

Cost: Varies


The long-range sensors, located behind the deflector dish, include narrow- and wide-angle active electromagnetic scanners, a parametric subspace field stress sensor, a gravimetric distortion scanner, an electromagnetic flux sensor, a lifeform analysis instrument cluster, a passive neutrino imaging scanner, a thermal imaging array, and a gamma-ray telescope.

Long-range sensors usually involve active scanning. They work better at high resolution (+1 to Shipboard Systems (Sensors) Test Results), but this limits their range to five light-years. Their maximum range (at medium-to-low resolution) is typically in the 14-17 light-year range. The arc of detection is usually about 45 degrees in front of the ship, though this narrows slightly at longer ranges.

Beginning in 2271, significant advances in sensor technology, coupled with similar advances with navigational deflectors, offered dramatic leaps in effective capabilities and the nomenclature system was altered to reflect the changes.

Standard ship sensors cannot detect about 15,000 substances and effects unless they’re calibrated for them. However, a ship can reduce this number by -1,000 substances for every 3 SUs (thus making its sensors better), or increase it +1,000 substances for every -2 SUs (thus making them worse). TOS-era ships using the Mark series cannot detect about 23,000 substances and effects unless they’re calibrated for them. However, it can reduce this number by -1,000 substances for every +4 SUs (thus making its sensors better), or increase it +1,000 substances for every -2 SUs (thus making them worse).
The accompanying table indicates the range, gain, strength, and SU cost for long-range sensor

packages. Range includes Point Blank, Short, Medium, and Long ranges for high and low resolution use of the sensors (high resolution provides a better “picture” and more information). The base Difficulties to detect an object at those ranges are 3, 4, 7, and 10 (4/5/8/11 with the Mark series), respectively, but many circumstances (interference, the size or quality of the target, and so forth) may modify this Difficulty. (If the rules give a standard Difficulty for performing a task with sensors, such as detecting a cloaked ship, use that Difficulty or the Difficulty for range, whichever is higher.) For every .25 light-year beyond Long range, increase the Difficulty to detect a target by +1.

Table 8.9.1a: Long Range Sensors - Ranges

	Package
	SU
	Range (Point Blank / Short / Medium / Long)(lys)
	Year Available

	Pre-Warp
	1
	High Res:                           n/a
	1989

	
	
	Low Res: 1 ly (0.3/0.4-0.6/0.7-0.9/0.91-1.0)
	

	Mark 0
	1
	High Res: 1 ly (0.3/0.4-0.6/0.7-0.9/0.91-1.0)
	2063

	
	
	Low Res: 3 lys (0.5/0.6-1.0/1.1-2.0/2.1-3.0)
	

	Mark I
	2
	High Res: 2 lys (0.3/0.4-0.8/0.9-1.5/1.6-2.0)
	2077

	
	
	Low Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	

	Mark II
	4
	High Res: 3 lys (0.3/0.4-0.8/0.9-1.5/1.6-3.0)
	2090

	
	
	Low Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	

	Mark III
	6
	High Res: 3 lys (0.3/0.4-.8/.9-1.8/1.9-3.0)
	2137

	
	
	Low Res: 8 lys (1.0/1.1-3.0/3.1-6.0/6.1-8.0)
	

	Mark IV
	8
	High Res: 4 lys (0.5/0.6-1.0/1.1-3.0/3.1-4.0)
	2162

	
	
	Low Res: 10 lys (1.0/1.1-3.0/3.1-7.0/7.1-10.0)
	

	Mark V
	10
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	2215

	
	
	Low Res: 12 lys (1.0/1.1-3.0/3.1-8.0/8.1-12.0)
	

	Mark VI
	14
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	2225

	
	
	Low Res: 13 lys (1.0/1.1-3.5/3.6-9.0/9.1-13.0)
	

	Mark VII
	18
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	2238

	
	
	Low Res: 14 lys (1.0/1.1-3.5/3.6-10.0/10.1-14.0)
	

	Mark VIII
	22
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.7/3.8-5.0)
	2245

	
	
	Low Res: 15 lys (1.0/1.1-4.0/4.1-12.0/12.1-15.0)
	

	Type 1
	4
	High Res: 4 lys (0.5/0.6–1.0/1.1–3.0/3.1–4.0)
	2271

	
	
	Low Res: 10 lys (1.0/1.1-3.0/3.1-7.0/7.1-10.0)
	

	Type 2
	8
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	2273

	
	
	Low Res: 12 lys (1.0/1.1-3.0/3.1-8.0/8.1-12.0)
	

	Type 3
	12
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	2274

	
	
	Low Res: 13 lys (1.0/1.1-3.5/3.6-9.0/9.1-13.0)
	

	Type 4
	16
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.5/3.6-5.0)
	2275

	
	
	Low Res: 14 lys (1.0/1.1-3.5/3.6-10.0/10.1-14.0)
	

	Type 5
	20
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.7/3.8-5.0)
	2275

	
	
	Low Res: 15 lys (1.0/1.1-4.0/4.1-12.0/12.1-15.0)
	

	Type 6
	24
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.7/3.8-5.0)
	2278

	
	
	Low Res: 16 lys (1.0/1.1-5.0/5.1-12.0/12.1-16.0)
	

	Type 7
	28
	High Res: 5 lys (0.5/0.6-1.0/1.1-3.8/3.9-5.0)
	2283

	
	
	Low Res: 17 lys (1.0/1.1-6.0/6.1-13.0/13.1-17.0)
	

	Type 8
	32
	High Res: 5 lys (0.5/0.6-1.0/1.1-4.5/4.6-6.0)
	2288

	
	
	Low Res: 18 lys (1.0/1.1-6.5/6.6-13.5/13.6-18.0)
	


Table 8.9.1b: Long Range Sensors – Gain 

	Gain Package
	SU
	Test Result Bonus

	Standard
	0
	+0

	Class Alpha*
	3
	+1

	Class Beta*
	6
	+2

	Class Gamma*
	12
	+3


*Note – Class Alpha gain packages were not available until duotronic computers became available in 2243, Class Beta in 2273 (following on the improvements to navigational deflector technology) and Class Gamma in 2329 (isolinear development).

Table 8.9.1c: Long Range Sensors – Strength 

	Strength Package
	SU
	Strength 

Rating
	Year Available

	Class 1
	2
	1
	1989

	Class 2
	4
	2
	2077

	Class 3
	6
	3
	2084

	Class 4
	8
	4
	2090

	Class 5
	10
	5
	2162

	Class 6
	12
	6
	2215

	Class 7
	14
	7
	2245

	Class 8
	16
	8
	2272

	Class 9
	18
	9
	2285

	Class 10
	20
	10
	2307


8.9.2 Lateral Sensors

(Required)

Cost: 2 x Class for basic sensors; gain additions add to cost


Lateral sensors, so called because their sensor pallets are usually located along the edges or sides of various parts of a ship, are short range systems which can detect a wide range of phenomena from any direction around the ship. The individual sensor pallets are located all over the ship’s hull to maximize signal gain and system flexibility, and to provide redundancy in case some pallets are damaged. On most starships standard Starfleet sensor packages occupy the majority of a ship’s lateral sensor pallets, but the remainder are open for mission-specific sensor packages. The standard Starfleet science sensor array consists of six pallets, each containing one to six specific sensory devices.

Lateral sensors are both active and passive. Among their many uses, they are employed extensively in combat situations to monitor enemy movement and activities. Their maximum active range is approximately one light-year; their gain depends on the gain package taken (see table). The SU cost for the gain package adds to the base cost of the lateral sensors, which is 2 x Class.

Table 8.9.2a: Lateral Sensors - Strength

	Strength Package
	SU
	Strength 

Rating
	Year Available

	Class 0
	1
	0
	1989

	Class 1
	2
	1
	2077

	Class 2
	4
	2
	2084

	Class 3
	6
	3
	2092

	Class 4
	8
	4
	2153

	Class 5
	10
	5
	2215

	Class 6
	12
	6
	2229

	Class 7
	14
	7
	2236

	Class 8
	16
	8
	2268

	Class 9
	18
	9
	2282

	Class 10
	20
	10
	2304


Table 8.9.2b: Lateral Sensors – Gain 

	Gain Package
	SU
	Test Result Bonus

	Standard
	0
	+0

	Class Alpha*
	3
	+1

	Class Beta*
	6
	+2

	Class Gamma*
	9
	+3


*Note – Class Alpha gain packages were not available until duotronic computers became available in 2243, Class Beta in 2273 (following on the improvements to navigational deflector technology) and Class Gamma in 2329 (isolinear development).

8.9.3 Navigational Sensors

(Required)

Cost: 2 x Class for basic sensors; gain additions add to cost


Navigational sensors, which help the flight control officer steer the ship in the proper direction and avoid space debris, include a quasar telescope, passive subspace multibeacon receivers, stellar graviton detectors, a Federation Timebase Beacon receiver, and various IR and UV imagers and trackers. The ship’s guidance and navigation (G&N) relay handles the flow of sensor data and converts it into usable information with three- and four-dimensional flight motion software which feeds directly into the flight control system.

The accompanying table indicates the strength, gain and SU cost of navigational sensors. The gain bonus applies to Shipboard Systems (Sensors) or (Flight Control) Tests to detect an object in a vessel’s flight path, determine where the starship is located, chart a course, or the like.

Table 8.9.3a: Navigational Sensors - Strength

	Strength Package
	SU
	Strength 

Rating
	Year Available

	Class 0
	1
	0
	1989

	Class 1
	2
	1
	2077

	Class 2
	4
	2
	2081

	Class 3
	6
	3
	2096

	Class 4
	8
	4
	2162

	Class 5
	10
	5
	2211

	Class 6
	12
	6
	2236

	Class 7
	14
	7
	2240

	Class 8
	16
	8
	2265

	Class 9
	18
	9
	2286

	Class 10
	20
	10
	2313


Table 8.9.3b:Navigational Sensors – Gain 

	Gain Package
	SU
	Test Result Bonus

	Standard
	0
	+0

	Class Alpha*
	2
	+1

	Class Beta*
	4
	+2

	Class Gamma*
	8
	+3


*Note – Class Alpha gain packages were not available until duotronic computers became available in 2243, Class Beta in 2273 (following on the improvements to navigational deflector technology) and Class Gamma in 2329 (isolinear development).

8.10 Probes

Cost: 0.5 SU per 5 probes (minimum of 1)

Available: 2040

Sometimes ships need to extend the range and/or sensitivity of their sensors. They do this with probes, automated sensor platforms launched from missile launchers; they use microfusion propulsion systems and/or warp field sustainers to travel beyond the ship itself. All probes can withstand atmospheric entry; some are even capable of gently descending through an atmosphere to the surface of a planet to run

scans. Most allow for some degree of remote operation, so that the ship’s crewmembers (typically the Flight Control or Tactical officer) can direct the probe where they want it to go. Probes, which are about two meters long, are encased in a photon torpedo casing or a gamma-welded duranium-tritanium and pressurebonded lufium boronate hull.

The Federation uses nine classes of probes. The designations indicate particular mission

types the probe is suited for, or its capabilities; a higher numerical classification does not indicate

that a probe is “better” than other probes. However, a higher-designation probe usually

flies more quickly and has a greater range. Other species use similar probes. 

Probes generate sufficient internal power to operate their systems until they reach their maximum range or otherwise cease to function. 

In an emergency situation, a probe can be outfitted with a warhead to create a crude torpedo. This requires 10 minutes and a successful Systems Engineering (Weapon Systems) Test (failure allows the character to try again; Dramatic Failure means he thinks he’s succeeded, but the torpedo is a dud). A “probepedo” has range of 15/300,000/1,000,000/3,500,000 and an Accuracy of 5/6/8/11; it does as much

damage as a normal torpedo with the same warhead.

Probes cost 0.5 SU per 5 to store, just like torpedoes, with which they are usually kept (mixed batches are possible).


Common Probe Charateristics:



Size: 1



Resistance: 0



Crew/Pass/Evac: None



Computers: 1

Table 8.10: Probe Types

	Type
	Speed
	Range
	Note
	Year Available

	Class I
	0.5c
	200,000 km
	1
	2040

	Class II
	0.65c
	400,000 km
	1
	2069

	Class III
	0.65c
	1,200,000 km
	2
	2083

	Class IV
	0.6c
	3,500,000 km
	3
	2162

	Class V
	Warp 2, 0.5c
	430 billion km
	2
	2220

	Class VI
	0.8c
	430 billion km
	4
	2296

	Class VII
	Warp 1.5, 0.5c
	450 million km
	5
	2309

	Class VIII
	Warp 8/9
	See notes
	6
	2328

	Class IX
	Warp 8/9
	See notes
	6
	2337


Note 1: Class I and II Probes: Short-range astronomical probes which analyze EM radiation, interstellar chemistry, and subspace fields.

Note 2: Class III and V Probes: These probes land on planets and return samples, thus providing a detailed on-site analysis of the planet. Crews can also use Class III probes to analyze the capabilities of enemy

starships. They have “stealth” capabilities.

Note 3: IV Probes: These probes perform close observation of stars and other high-energy phenomena.

Note 4: Class VI Probes: Communicator relays and emergency beacons. They cannot attain warp speed (to make it harder to detect them with subspace sensors), but have high sublight velocities. When a Class VI

probe exhausts its fuel supply, it coasts and broadcasts a recovery signal toward Federation space. The probe’s navigational module facilitates recovery and trajectory tracking.

Note 5: Class VII Probes: These probes orbit an inhabited planet for up to three months to collect information about its inhabitants and relay it to the ship. They have “stealth” capabilities.

Note 6: Class VIII and IX Probes: Long-range sensor probes. In crisis situations, they can be used to send a lone passenger on an emergency mission. The range of a Class VIII probe depends upon its speed. At Warp 8, it can travel about 12 light-years; at warp 9, it travels for a maximum of 6.5 hours. Its long-range sensors have a range of 6 light-years. Similarly, a Class IX probe can travel for about 14 days (76 light-years) at Warp 8; at Warp 9, it travels for a maximum of 12 hours. Its long-range sensors have a range of 12 light-years.

8.11 Flight Control Systems


Ultimately, starships are vehicles—a way physically to get from one part of the galaxy to another. That means they have many systems for steering or maneuvering them, or to assist with related tasks such as navigation.

8.11.1 Autopilot

Cost: 3 SUs per level of skill (Level 4 maximum), plus 1 SU per level of Coordination (Level 3 maximum)


In situations when a ship’s pilot or pilots are disabled or cannot fly the ship, the autopilot

can be activated. Using sophisticated computer subroutines, the autopilot flies the ship. The most advanced autopilot systems are as good as, or better than, the average humanoid pilot.

In game terms, an autopilot system is simulated with a Shipboard Systems (Flight Control) skill and Coordination level. The SU cost is 3 SUs per level of skill (minimum of 1, maximum of 4) plus 1 SU per point of Coordination (minimum of 1, maximum of 3). An autopilot’s Flight Control skill may only be used to pilot the ship; it does not count as a Specialization or allow the autopilot to operate other ship systems.

TOS-era ships’ autopilots cannot have a rating higher than Shipboard Systems (Flight Control) 2 and Coordination 2. 
8.11.2 Navigational Computers

(Required)

Cost: Varies

Because flight control is such an important aspect of ship operations, it has its own dedicated

computer system, the navigation computer,to assist the Flight Control officer. The standard nav computer does not cost SUs; it’s part of the bridge and related systems. But some ships, due to their engines or main computers or assigned missions, need better navigational computers to improve the Flight Control officer’s ability to fly the ship. This means uprating the nav computer. The accompanying table lists the SU cost

and benefits of uprating packages. The bonus provided improves the Flight Control officer’s Shipboard Systems (Flight Control) Test Results by +1 for a Class 2 and +2 for a Class 3, while a downgrade reduces by 1. Navigational computers are not cumulative; a ship can only have one in effect, and cannot have both an uprating and a downgrade.

Most ships have at least one backup navigational computer as well, to take over for the main nav computer if it’s damaged or malfunctions. A backup nav computer occupies 1 SU (or 0 SU if the basic computer is a Class 1) and provides no Test bonuses.

Table 8.11.2: Navigational Computers

	Strength Package
	SU
	Strength 

Rating
	Year Available

	Class 1
	1
	0
	-

	Class 2
	2
	1
	2158

	Class 3
	4
	2
	2326

	Downgrade
	-1
	0
	-


8.12 Inertial Damping Field (Inertial Stabilizer)

(Required; also one backup for each two main generators)

Cost: 2 x Size (main generator [1 per each 2 units of Size]); 0.5 x Size (backup generator)

Available: 2036


The tremendous acceleration and deceleration involved with space travel and starship combat would be enough to cause fatal injury to everyone aboard ship if not for the inertial damping field (IDF) (inertial stabilizers in the 23rd century). The IDF is a series of variable-symmetry force fields which absorbs and counteracts the forces generated by starship travel. Although normally maintained at a low level throughout the ship, it can respond to data from Flight Control to “redistribute” itself along vectors directly opposing the force generated (there is a millisecond delay while this occurs, so a drastic maneuver may cause some crewmembers to stumble or fall out of their chairs). Thus, the crew on a ship usually feels little, if anything, when the ship accelerates, decelerates, or maneuvers. Pre-warp ships did not employ IDFs.

A main IDF generator costs 2 x Size in SUs. The IDF automatically has a rating equal to the whole number of a ship’s Maximum warp speed (for example, a ship with a Maximum of Warp 9.975 has an IDF with a rating of 9; if a ship can only travel at impulse speeds, its IDF has a rating equal to its maximum impulse speed expressed as a whole number). The stronger an IDF’s rating, the more inertial force it can protect the crew from. 

Starfleet protocols require a ship to have at least one main IDF generator for every two points of Size; many vessels have more. It should also have at least one backup IDF generator for every two main generators (again, many ships have more). Backup IDF generators cost 0.5 x Size in SUs (minimum of 1 SU) and provide two-thirds of the rating of a main IDF generator (thus, on a ship with an IDF 9, the backup IDFs have a rating of 6).

8.13 Attitude Control

(Required)

Cost: 0.25 x Size


Attitude control, which is tied in to the navigational computer and flight control systems, helps to maintain the ship in an “upright” position, with its axes properly oriented along its projected flight path. Without it, a ship will wobble, shake, yaw, and become difficult to steer properly. Even a strong IDF cannot compensate for the loss of attitude control, which makes the ride uncomfortable for everyone

aboard. 

8.14 Neurogenic Interface

Cost: 1 x Size

A neurogenic interface works by interfacing directly with a pilot’s brain. This allows him to operate flight control, sensors, ops, and other systems by thought alone, which greatly improves reaction time and ship responsiveness. In game terms, it provides a +2 Test Result bonus to Shipboard Systems (Flight Control) Tests. Neurogenic interfaces are not perfect, however.

In many cases they cause the user to experience hallucinations that the ship is a “real person” which talks to him, become addicted to using the system, or suffer neurological damage. This is particularly likely when the pilot using the interface is not of the same species as the interface’s builders. The Narrator

should determine the exact effects of using an interface.


As of 2374, Starfleet had not developed neurogenic interfaces.

8.15 Communication Systems

(Required)

If sensors are a starship’s eyes, its communications systems are its ears and its voice. Through personal communicators, planetary broadcast stations, and the Federation’s subspace relay network, a starship can use its subspace radio and other communications devices to contact just about anyone in the quadrant.

See Table 8.15.1 for both Interplanetary & Subspace Radio Systems. 

8.15.1 Subspace Radio

(Required)

Cost: Varies

Available: 2120 (ground), 2130 (starships)

Invented in 2120, but not able to be installed aboard starships until 2130 due to size and power consumption problems, subspace radio allows a ship to propagate electromagnetic signals through the subspace medium. Subspace radio waves propagate at Warp 9.9997, far faster than the fastest starship, but not always fast enough to allow instantaneous communication with distant locations. Sometimes communications lags of hours or days result, but in most situations any lags are minimal. However, subspace radio waves cannot travel more than 22.65 light-years without degrading to unacceptable levels. Thus, networks of manned and unmanned subspace relay stations are required for communication across the quadrant. No existing or projected Federation technology can overcome this “97/22” limit (though the Borg, at least, seem to be able to use interplexing beacons to project messages farther than 22.65 light-years).

Most ships have medium-powered subspace transceivers for ship-to-ground communications, and ultra-high-powered transceivers for ship-to-ship and long-range communications needs. The transceivers are located at various points within the ship to provide maximum coverage. Medium-powered transceivers have a maximum range of about 60,000 kilometers; ultra-highpowered transceivers a maximum range of 22.65 light-years as described above.

Many Starfleet communications contain confidential, classified, or secret information which Threat species must not be allowed to overhear. To prevent such breaches of security, a secured channel may be used for communicating. A secured channel uses Starfleet’s advanced encryption algorithms to prevent outsiders from understanding the transmission. Every communication system has a security rating, represented as the penalty to Espionage (Cryptography) Tests made to defeat Starfleet’s encryption or to Shipboard Systems (Communications) or Computer (Data Alteration/Hacking) Tests made to penetrate a ship’s computer systems remote-ly.

The accompanying table lists the SU cost, strength, and security rating for various types of communication systems. It includes some basic uprating packages which provide bonuses to Shipboard Systems (Communications) Tests, and security uprating packages which improve the security rating of the communications system. Uprating packages are not cumulative; a ship can only have one basic package and one security package in effect. A ship has two medium-powered transceivers and one ultrahigh-

powered transceiver per strength rating. 

Prior to 2130, ships used interplanetary radio, which propagates at the speed of light and can thus take decades or centuries to travel between stars.

Table 8.15a: Radio Systems

	System
	SU
	Strength 

Rating
	Security
	Year 

Available

	Type I

Interplanetary Radio
	1
	1
	0
	1989

	Type II
	2
	2
	0
	2045

	Type III
	3
	3
	0
	2067

	Mark I

Subspace Radio
	3
	1
	0
	2130

	Mark II
	6
	2
	0
	2144

	Mark III
	9
	3
	-1
	2172

	Mark IV
	12
	4
	-1
	2234

	Mark V
	15
	5
	-2
	2245

	Mark VI
	18
	6
	-2
	2284

	Class I
	2
	1
	0
	2297

	Class II
	4
	2
	-1
	2298

	Class III
	6
	3
	-1
	2298

	Class IV
	8
	4
	-2
	2298

	Class V
	10
	5
	-2
	2298

	Class VI
	12
	6
	-2
	2298

	Class VII
	14
	7
	-3
	2310

	Class VIII
	16
	8
	-3
	2330

	Class IX
	18
	9
	-4
	2347

	Class X
	20
	10
	-5
	2363


Table 8.15b: Basic Uprating Packages

	Basic Uprating
	SU
	Test Bonus
	Year Available

	Type 1
	4
	+1
	2220

	Class Alpha
	3
	+1
	2300

	Class Beta
	6
	+2
	2351


Table 8.15c: Security Uprating Packages

	Security Uprating
	SU
	Test Bonus
	Year Available

	Type A
	3
	-1
	2199

	Class Gamma
	2
	-1
	2300

	Class Delta
	4
	-2
	2325

	Class Epsilon
	6
	-3
	2332


8.15.2 Emergency Communications System

Cost: 1


In crisis situations, such as when main communications is damaged or invaders have locked out the normal communications system, some ships have an emergency communications system which the crew can access. An emergency communications system is half the strength of the main communications system; it uses many of the same resources, so it only costs 1 SU. 

8.15.3 Holocommunications System

Cost: +1 (to main communications system)

Available: 2372


Some of the latest Starfleet vessels incorporate a system which links communications with a small holoemitter array. When used to communicate with another, similarly-equipped vessel, a holocommunications system allows the persons communicating to “see” each other. A holocommunications system adds 1 SU to the cost of a communications system. 
8.16 Tractor Beams


Starships sometimes have to manipulate large objects (such as other ships or asteroids) at a distance from the ship. Examples include towing a derelict or damaged vessel, stopping an enemy ship from fleeing, and clearing a path through an asteroid belt. To do this, they use tractor beams.

Tractor beams use emitters to project superimposed subspace/graviton force beams onto a target object. This places spatial stress on the target, and manipulation of these stress patterns allows the ship to push the target away, pull it closer, or hold it in place. Main tractor emitters must be mounted directly to a ship’s primary structural framework to resist the stress and inertial potential imbalance created by tractor

beam use. 

8.16.1  Standard Tractor Beams

Cost: Varies

Available: 2137

The accompanying tables detail the amount of mass a particular class of tractor beam can move at various ranges, as well as the SU cost for the various models and their accuracy at range. For example, if a ship with a Class Delta tractor beam needed to move a mass of 100,000 metric tonnes at a range of 100 kilometers, it would have to set its tractor beam at 9. If a particular mass or distance is not listed on the tables, round up to the next highest category.

However, a tractor beam’s effective range depends upon the mass of the object being moved, and how quickly the user wants to move it. The parameters listed on the accompanying tables assume a delta-v (change in velocity) of approximately five meters per second squared. To double that speed, halve the effective movable mass or distance; at half that speed, a tractor can move either twice as much mass or move the listed mass at twice the listed distance. 

Additionally, characters can improve the performance of a tractor beam by using the beam more 

effectively. In addition to assuming a delta-v of five meters per second squared, the accompanying tables also assume a Routine (3) Difficulty for any Shipboard Systems (Tractor Beam) Tests involved in moving the object (this is a separate roll from the roll to latch onto the object, which depends on the range to the

object and the model used). For every increase in Difficulty category (Moderate (6), Challenging (9), and so on), a character can double the delta-v at which a given mass is moved at a given range, double the amount of mass moved at standard delta-v at a given range, or double the range at which a given mass can be moved at standard delta-v.

The larger tractor beams on a ship are referred to as its “main” tractor beams. These usually include one aft ventral (for towing ships and so forth) and at least one forward for moving objects in front of the ship. In addition, ships have “secondary” tractor beams in its shuttlebays to help maneuver incoming craft. Typically secondary tractors are, at best, Class Alpha or Beta; main tractors are usually Gamma- or

Delta-class, but this depends on the size of the ship. Many ships have Class Alpha tractors in their shuttlebays to help shuttles make smooth landings.

Table 8.16.1a: Class Zero Tractor Beam (6 SUs) Available: 2105
	Str
	1 

km
	10 

km
	50 

km

	10
	100,000 mt
	50,000 mt
	1,000 mt

	9
	50,000 mt
	1,000 mt
	100 mt

	8
	1,000 mt
	100 mt
	10 mt

	7
	100 mt
	10 mt
	1 mt

	6
	10 mt
	1 mt
	500 kg

	5
	1 mt
	500 kg
	250 kg

	4
	500 kg
	250 kg
	100 kg

	3
	250 kg
	100 kg
	50 kg

	2
	100 kg
	50 kg
	25 kg

	1
	50 kg
	25 kg
	10 kg


Table 8.16.1b: Class Alpha Tractor Beam (3 SUs) Available: 2137
	Str
	1 

km
	10 

km
	50 

km
	100 

km
	1,000 

km
	2,000 

km
	4,000 

km
	8,000 

km
	14,000 

km
	20,000 

km

	10
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg

	9
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg

	8
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg

	7
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg

	6
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg

	5
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg

	4
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg

	3
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg
	0.5 kg

	2
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg
	0.5 kg
	0.25 kg

	1
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg
	0.5 kg
	0.25 kg
	0.1 kg


Table 8.16.1c: Class Beta Tractor Beam (6 SUs) Available: 2215
	Str
	1 

km
	10 

km
	50 

km
	100 

km
	1,000 

km
	2,000 

km
	4,000 

km
	8,000 

km
	14,000 

km
	20,000 

km

	10
	1,000,000 mt
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg

	9
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg

	8
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg

	7
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg

	6
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg

	5
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg

	4
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg

	3
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg

	2
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg
	0.5 kg

	1
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg
	0.5 kg
	0.25 kg


Table 8.16.1d: Class GammaTractor Beam (9 SUs) Available: 2276
	Str
	1 

km
	10 

km
	50 

km
	100 

km
	1,000 

km
	2,000 

km
	4,000 

km
	8,000 

km
	14,000 

km
	20,000 

km

	10
	5,000,000 mt
	1,000,000 mt
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg

	9
	1,000,000 mt
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg

	8
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg

	7
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg

	6
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg

	5
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg

	4
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg

	3
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg

	2
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg

	1
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg
	0.5 kg


Table 8.16.1e: Class DeltaTractor Beam (12 SUs) Available: 2346
	Str
	1 

km
	10 

km
	50 

km
	100 

km
	1,000 

km
	2,000 

km
	4,000 

km
	8,000 

km
	14,000 

km
	20,000 

km

	10
	7,500,000 mt
	5,000,000 mt
	1,000,000 mt
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt

	9
	5,000,000 mt
	1,000,000 mt
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg

	8
	1,000,000 mt
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg

	7
	500,000 mt
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg

	6
	100,000 mt
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg

	5
	50,000 mt
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg

	4
	1,000 mt
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg

	3
	100 mt
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg

	2
	10 mt
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg

	1
	1 mt
	500 kg
	250 kg
	100 kg
	50 kg
	25 kg
	10 kg
	5 kg
	2.5 kg
	1 kg


8.16.2 Multiphase Tractor Beam

Cost: +1 to regular tractor beam


Multiphase tractor beams allow warp engine power to be channelled to the tractor beam more effectively. A multiphase tractor costs +1 SU more than a normal tractor beam. One drawback to multiphase tractors is that they have a tendency to short out other systems on the ship. When one is used, roll 2d6. On a 2, roll on the Hit Location Table (page 112) and determine which system malfunctions. The system may be repaired in the usual manner; treat it as if at only 10% of its SUs for repair purposes.

8.17 Transporter Systems

Instead of using shuttles and other small craft to travel to and from their ships, Starfleet personnel can take advantage of one of the most miraculous of the Federation’s technological achievements: the transporter. Beginning in 2186, Grahd of Tellar led a team of scientists - including Wu Hsan of Earth and T’pratha of Vulcan – in inventing this wondrous device. Prior to Grahd’s general improvements to shipbased transporters in 2211, such units were much more unreliable. (Add +2 to the Difficulty of any Tests involving them. If a Test fails, a disaster may occur; Dramatic Failure always indicates a horrible death for the person(s) being transported.)

Transporters dematerialize a subject or object, transforming it from matter into energy, use a narrow-focus subspace carrier wave to transport the energy to a designated location, then transform the energy back into the matter which was dematerialized. Thus, a person can transport carrying his equipment

without worrying about having a phaser’s atoms mixed in with his, or his hair coming out blonde instead of black, or his tricorder failing to work.

Whenever any person or object is transported, the carrier wave includes a transporter ID trace—a computer record of the entire transport process. In the event of an accident, personnel can review the trace to try to find out what happened and, if possible, correct the situation. 

The transport process takes about five seconds (1 full round) when using Federation equipment; other species’ transporters may work a little slower or faster. Problems such as interference or equipment malfunction may slow the process considerably, or pose a risk to the subject. Operating a transporter is often a delicate and complex task, and even the lightest interference can render transport dangerous. Problems can easily result in “losing” a person’s pattern forever or an improper materialization (almost always fatal), or sometimes in even more bizarre fates—individuals duplicated or divided into two separate beings, two persons melded into one, or temporal or dimensional rifts (which cause the subject to end up in a different time or dimension than he transported from), just to name a few horrific examples. Fortunately, such accidents are extraordinarily rare—multiple redundancies and safety procedures ensure that the vast majority of transports are absolutely safe, routine, and uneventful.

A transporter will not work through a shield or through a cloak. However, there are sometimes

ways to avoid these restrictions.

There are three types of transporters. The first, the personnel transporter, is primarily designed to transport humanoids and has a range of up to 40,000 kilometers. The second, the emergency transporter, is used to beam personnel away from the ship in evacuation situations; it cannot beam people into the ship, and only has a 15,000 kilometer range. Both of these transporters can also be used to transport objects, provided they fit on the transporter pads.

The third is the cargo transporter, which is mainly used for cargo and other bulky objects; it also has a range of up to 40,000 kilometers. Cargo transporters only work at the molecular level, and so cannot safely transport living beings (they would die). A character can make a Moderate (6) Systems Engineering (Transporter/Replication Systems) Test to reconfigure a cargo transporter for quantum-level operation (sufficient to safely transport living beings); a converted cargo transporter can transport one humanoid person per 400 kg of cargo capacity.

8.17.1 Standard Transporter Systems

Cost: Varies

Available: 2186

Standard transporters have six primary components:

Ship’s personnel use the control station to monitor and control the operation of the transporter.

Ordinary uses require no Tests and are very routine, but in case of problems only one of Starfleet’s highly-trained transporter officers can ensure the safety of the transported person.

The transporter pad’s molecular imaging scanners analyze the subject down to a quantum (subatomic) level. Other scanners on the ship’s hull locate the destination for off-ship transports, or persons who are beaming up to the ship (for the latter, they can, by themselves or in conjunction with other sensors, lock on to a combadge signal, life signs, communication signal, or the like).

The energizing and transition coils dematerialize the subject, then materialize him at the destination. The energizing coils generate an Annular Confinement Beam (ACB), which creates a spatial matrix within which dematerialization takes place. An additional field holds the subject within the ACB, since disruption of the ACB field during dematerialization can create a massive energy discharge (which can kill the subject and sometimes bystanders). A transporter operator can boost or reconfigure the ACB in an attempt to overcome interference or other problems.

The subject’s energy pattern is held by the pattern buffer, a magnetic holding tank, before transport begins (all transporters have multiple buffers for safety reasons). This allows the Doppler compensators to adjust for the relative motion between the ship and the destination. A pattern buffer can safely store a pattern for as long as seven minutes; beyond that, or if all pattern buffers experience a minor failure, the subject may begin to suffer from transporter psychosis, a treatable mental disorder which causes hallucinations and delusions (it usually takes several hours to manifest). A highly skilled engineer can preserve a matter stream for a long time by shuttling it from one pattern buffer to another (Chief Engineer Montgomery Scott of the original U.S.S. Enterprise kept himself alive for an astonishing 75 years with this trick until the crew of the U.S.S. Enterprise-D rescued him). (This requires a Nearly Impossible (15) Systems Engineering (Transporter/Replication Systems) Test; failure indicates pattern degradation, which kills the character.)

The transporter biofilters scan every transported matter stream for the presence of known harmful bacterial and viral agents (and some contraband items). If it finds any, the transporter automatically edits them out of the subject’s matter stream. Similarly, most transporters automatically prevent the transport of dangerous items, such as bombs. (Personnel can use various protocols, to transport persons onto a ship without their weapons or other accouterments if desired.) TOS-era transporters do not have the full-spectrum biofilters present in 24th century models, making it much more likely that a crewmember can bring an alien virus or bacteria onboard and infect the whole ship. If infection or contamination are suspected, personnel beaming onto the ship undergo thorough decontamination procedures roughly as effective as a 24th century biofilter, though the routine can take up to several minutes.

The emitter and receiver arrays on the ship’s hull transmit and receive matter streams to and from the ship to the destination. (The presence or absence of a transporter pad at the destination or beam-up point does not affect the range of any type of transporter. However, it does make transporting safer and easier; when a person or object is transported from one pad to another, any Shipboard Systems (Transporter) Tests receive a +1 bonus to the Test Result.)

TOS-era ships may not buy specialized or variant transporter systems. However, some other civilizations may use them; for example, the transporter beam which sent Gary 7 to Earth originated an astounding one thousand light-years away! Use the systems in Spacedock for more advanced transporters if necessary.

Buying Transporters:

The accompanying table lists the SU costs of transporter components. You must buy three different components to create a transporter. First, buy the transporter pads. The SU cost listed represents one pad (so, to build a six-pad personnel transporter, you’d have to buy six personnel pads at a total cost of 3 SUs). 

Second, buy the emitter/receiver array. It determines the range of the transporter. 

Third, buy the energizing/transition coils. They determine the transporter’s “strength” and 

efficiency (its ability to overcome interference and the like).

Thus, to buy an eight-person personnel transporter with a range of 40,000 kilometers and Class H energizing/transition coils costs 18 SUs.

(Cardassian: Cardassian transporters suffer from some technological restrictions that Starfleet models do not. First, they have a maximum buffer storage time of four minutes, slightly more than half that of a Starfleet transporter. Second, their biofilters screen out only about half the substances that a Starfleet model would.)

(Klingon: The Klingons use transporter technology which allows them to more easily convert their

cargo transporters into quantum-level personnel transporters, primarily so they can beam as many troops onto the battlefield as quickly as possible. This allows the cargo transporter to safely transport one person per 200 kg of capacity. 

(The Klingons do not have access to advanced and alternate forms of transporter technology.)
Table 8.17.1a: Transporter Pads

	Pad Type
	SU

	Personnel
	0.5 per person

	Emergency
	0.25 per person

	Cargo
	0.5 per 100 kg


Table 8.17.1b: Emitter/Receiver Arrays

	Emitter/Receivers Arrays
	SU
	Range

km
	Year

Available

	Personnel Mark I
	1
	5,000
	2186

	Personnel Mark II
	2
	8,000
	2207

	Personnel Mark III
	3
	10,000
	2211

	Personnel Mark IV
	4
	15,000
	2215

	Personnel Mark V
	5
	20,000
	2236

	Personnel Mark VI
	6
	26,000
	2257

	Personnel Mark VII
	7
	30,000
	2297

	Emergency Mark I
	1
	3,000
	2186

	Emergency Mark II
	2
	5,000
	2211

	Emergency Mark III
	3
	8,000
	2236

	Emergency Mark IV
	4
	13,000
	2257

	Cargo Mark I
	1
	5,000
	2186

	Cargo Mark II
	1
	12,000
	2211

	Cargo Mark III
	2
	18,000
	2236

	Cargo Mark IV
	3
	26,000
	2257

	Cargo Mark V
	4
	30,000
	2297

	Personnel Type 1
	1
	10,000
	2319

	Personnel Type 2
	2
	15,000
	2320

	Personnel Type 3
	3
	25,000
	2321

	Personnel Type 4
	4
	30,000
	2321

	Personnel Type 5
	5
	35,000
	2345

	Personnel Type 6
	6
	40,000
	2354

	Personnel Type 7*
	7
	50,000
	-

	Personnel Type 8*
	8
	100,000
	-

	Personnel Type 9*
	9
	500,000
	-

	Personnel Type 10*
	10
	1,000,000
	-

	Personnel Type 11*
	11
	2,000,000
	-

	Personnel Type 12*
	12
	5,000,000
	-

	Personnel Type 13*
	13
	1 light year
	-

	Personnel Type 14*
	14
	2 light years
	-

	Personnel Type 15*
	15
	3 light years
	-

	Emergency Type 1
	1
	5,000
	2320

	Emergency Type 2
	2
	10,000
	2323

	Emergency Type 3
	3
	15,000
	2331

	Emergency Type 4*
	4
	20,000
	-

	Emergency Type 5*
	5
	25,000
	-

	Cargo Type 1
	1
	10,000
	2317

	Cargo Type 2
	2
	20,000
	2323

	Cargo Type 3
	3
	40,000
	2348

	Cargo Type 4*
	4
	80,000
	-

	Cargo Type 5*
	5
	160,000
	-

	Cargo Type 6*
	6
	500,000
	-

	Cargo Type 7*
	7
	1,000,000
	-

	Cargo Type 8*
	8
	5,000,000
	-

	Cargo Type 9*
	9
	1 light year
	-

	Cargo Type 10*
	10
	2 light years
	-

	Cargo Type 11*
	11
	3 light years
	-


*These transporters are beyond the technological capabilities of the Federation and most of the species it interacts with as of 2375, with a few exceptions.

Table 8.17.1c: Energizing/Transition Coils

	Energizing/

Transition Coils
	SU
	Strength
	Year

Available

	Class A
	1
	1
	2186

	Class B
	2
	2
	2186

	Class C
	3
	3
	2186

	Class D
	4
	4
	2211

	Class E
	5
	5
	2236

	Class F
	6
	6
	2270

	Class G
	7
	7
	2297

	Class H
	8
	8
	2319

	Class I
	9
	9
	2345

	Class J
	10
	10
	2354


8.17.2 Borg and Dominion Transporters

Cost: 5 per transporter


Borg transporter technology can effortlessly penetrate the shields of Starfleet vessels and other ships of a similar level of technological development (so could Dominion transporters until late 2373). This technology, which is not available to the Federation or similar governments, costs 5 SUs per.

8.17.3 Folded Space Transporters

Cost: see below

Based upon the so-called Elway Theorem, this type of transporter folds space to transport persons or objects across great distances. However, each use of a folded space transporter causes irreversible damage to the subject. Each time a person uses a folded space transporter, he loses 0.1 point of Fitness. When he reaches Fitness 0, he dies. He cannot heal this damage, and all Fitness losses from folded space transport are permanent (he could, however, spend Experience Points to increase his Fitness in the usual fashion, thus “healing” the damage). Whenever a point of Fitness drops to 0.4 or below, round down to the next whole number for purposes of making Tests. (For objects, assign them a “Fitness” score for purposes of determining their resistance to the effects of folded space transport.)

Characters buy folded space transporters as normal, but may use the classes of transporters

normally denied Starfleet (the ones marked with an asterisk in the table).

8.17.4 Multidimensional Transporters

Cost: see below

Available: 2267 (conditional)

A transporter accident in 2267 involving some of the crew of the original U.S.S. Enterprise revealed the existence of a “mirror universe” where the same people exist as in the regular universe, but with different morals and a different history. Since then it has become possible to configure a transporter to travel to the Mirror Universe automatically. A transporter built expressly for cross-dimensional travel uses

a 5 SU emitter/receiver array, but is otherwise built the same as an ordinary transporter. However, most instances of multidimensional travel simply involve modified normal transporters. Only transporters with Class F energizing/transition coils (or better) and a Personnel Type 4 emitter/receiver array (or better)

can be configured for multidimensional travel. Reconfiguring one requires the proper schematics, about one hour, and a Moderate (8) Systems Engineering (Transporter/Replication Systems) Test, or occurs automatically when a Mirror Universe device known as a crossdimensional transporter modulator is applied to the transporter.

8.17.5 Subspace Transporters

Cost: see below


This form of transporter operates by putting the matter stream into a state of quantum flux and transporting it through subspace instead of normal space. The benefit to this is that it allows a much greater range of transport: up to three light-years. The downside is that the quantum flux state is unstable, which can cause problems for the person or object transported. When a character uses a subspace transporter,

the Narrator rolls 1d6. On a 6, the quantum flux matter stream breaks up, killing or destroying the subject.

Characters can build a subspace transporter from the ground up, taking a Personnel Type 15 emitter/receiver array for the range. A character can reconfigure a normal transporter for subspace transport with a Moderate (8) Systems Engineering (Transporter/Replication Systems) Test; this takes about one hour. If a character fails, he can try again; if he Dramatically Fails, there’s an explosion which causes him 1+2d6 damage and does a similar amount of damage to the transporter (no defense applies; it takes 10 minutes per SU of damage to make repairs).

8.17.6 Temporal Transporters

Cost: see below


Temporal transporters, a highly advanced form of technology, transport persons or objects

backwards or forwards through time, rather than across distances. All societies heavily restrict their use and keep their existence secret. 

Characters can reconfigure a normal transporter for temporal transport by spending 1d6 hours and making a Nearly Impossible (16) Systems Engineering (Transporter Systems) Test. The character operating the transporter must make a Challenging (10) Shipboard Systems  (Transporter) Test to beam the target to the correct time, or to beam a character to the present from the past or future.

To transport a subject temporally, a temporal beacon—a small, triangular badge—must be used. Any given person can only be safely temporally transported a number of times equal to his Fitness within a 24-hour period. If temporally transported more than that, he will suffer the effects of temporal.

If a subject is sent to one of his foreseeable futures, a responsible temporal transporter operator will resequence the subject’s memory engrams to prevent him from returning to his normal time-frame with knowledge of the future; if not, he is simply given a stern warning about the Temporal Prime Directive (or like regulation) before being returned to his proper time-frame. 

To build a temporal transporter, use a Personnel emitter/receiver array. The transporter can send a subject backwards or forwards in time a number of years equal to 20 times the transporter’s SUs.

8.18 Cloaking Devices

Cost: (3 x Class) + Size

Available: 2212


Cloaking devices, a type of “stealth” technology, emit an energy field which bends light and other energy phenomena around a cloaked ship, rendering it invisible to both the naked eye and most sensors. However, while they’re powerful weapons, cloaks are not without their drawbacks. They require enormous amounts of power—so much that a ship cannot use many other systems, including shields, transporters,

active sensors, and weapons systems, while a cloak is on. The ship can, however, use its communication

devices or passive sensor systems, and doing so will not reveal its location to other ships. Cloaking devices work in atmospheres, but may be effectively useless due to the presence of atmospheric particulates and the like.

Starfleet dislikes cloaks, which it considers contrary to its mission as an exploratory organization,

and does not use them. In fact, under the terms of the Treaty of Algeron, Federation ships are forbidden to use them. However, exceptions are occasionally made (most notably the U.S.S. Defiant).

In game terms, cloaks work by imposing a substantial negative modifier on all Tests made to perceive the cloaked ship or object (including Intellect Tests and Shipboard Systems (Sensors) Tests). See below for base Difficulties using sensors. Sometimes, despite the modifiers imposed by a cloak, a ship manages to succeed with a Test anyway; this indicates it detected some anomaly or “sensor blip” which may provide a clue that there’s a cloaked ship nearby. The accompanying table indicates the SU cost and effect of various types of cloak. Typically a ship’s cloak should have a rating equal to or greater than its Size.

A cloaking device has a small internal battery with enough power to operate it to cloak itself (and itself alone) for about five rounds. This power cannot be drained to use with other systems.

Only Romulan and Klingon ships have access to cloaking technology during the 23rd century (though Captain Kirk and the crew of the U.S.S. Enterprise did steal a Romulan cloaking device in 2268 so the Federation could study it and find ways to counteract it). In the 23rd century, the Klingons have access to cloaks of classes 1-6; the Romulans have cloaks from classes 1-7 (they develop class 8 in 2298).

Additionally, TOS-era cloaks fail to hide two important phenomena. First, they emit surges of neutron radiation while in use. Ships very close to the cloaked vessel—within 10 kilometers—can detect the surge with a Moderate (6) Shipboard Systems (Sensors) Test (though they may not always comprehend the surge’s significance). Second, they cannot cover the ionic gases a ship emits while traveling at impulse speeds. Another ship can detect the gases with a Moderate (8) Shipboard Systems (Sensors) Test, and if it does so program a torpedo to home in on those gases (giving it a +4 Test Result bonus to hit the cloaked vessel). 

Cloaks of the 23rd century generate a slight amount of interference for their ship’s sensors. All 

Shipboard Systems (Sensors) Tests made using the equipment on a cloaked ship while the cloak is active suffer a -1 Test Result penalty.

TOS-era ships may not take cloak-like systems, such as masking circuitry.

Per the normal Spacedock rules, cloaked ships may not fire weapons while cloaked. However, in 2292, the Klingon House of Chang developed a prototype cloaking device that allowed a ship to fire while

cloaked. Firing a weapon reveals the part of the ship containing that weapon for a split-second, allowing an alert enemy to counterattack. In game terms, the counterattacker has to be prepared to make an attack and succeed with a Challenging (11) Shipboard Systems (Sensors) Test to detect the revealed part of the cloaked ship in time.

After the U.S.S. Enterprise-A and U.S.S. Excelsior destroyed Chang’s prototype, further experimentation showed that the improved cloak contained many major flaws. They included the cloak causing beam weapons to malfunction and explode, and torpedoes to detonate prematurely while still in the launcher. Additionally, the cloak frequently disengaged for no apparent reason, in the process jamming the ship’s shields and leaving it completely vulnerable to counterattack. By 2297, in light of these problems and the current peace initiative with the Federation, the Klingon Empire abandoned attempts to develop the

improved cloak altogether.

Table 8.18: Cloaking Devices

	Cloaking 

Class
	SU
	Effect
	Year

Available

	Class 1
	3 + Size
	+1 Difficulty to detect
	2212

	Class 2
	6 + Size
	+2 Difficulty to detect
	2254

	Class 3
	9 + Size
	+3 Difficulty to detect
	2267

	Class 4
	12 + Size
	+4 Difficulty to detect
	2274

	Class 5
	15 + Size
	+5 Difficulty to detect
	2281

	Class 6
	18 + Size
	+6 Difficulty to detect
	2298

	Class 7
	21 + Size
	+7 Difficulty to detect
	2305

	Class 8
	24 + Size
	+8 Difficulty to detect
	2320

	Class 9
	27 + Size
	+9 Difficulty to detect
	2335

	Class 10
	30 + Size
	+10 Difficulty to detect
	2350


8.19 Hull Holoemitters

Cost: see below

Available: 2370


While the Federation cannot use true cloaks, it can equip ships with holoemitters in the hull which can surround the entire hull with a holographic projection. A Class Alpha hull holoemitter system (available 2370) can make a ship appear to be any other ship of equal or lesser Size; it occupies 2 x Size in SUs. A Class Beta hull holoemitter system (available 2374) can make a ship appear to be any other ship of equal or lesser Size, empty space, a floating asteroid, or the like. It occupies 3 x Size in SUs.

Either type of hull holoemitter system is designed to fool not only the visual senses, but standard sensors as well—a ship disguised like an asteroid registers as an asteroid on another ship’s sensors. However, a disguised ship cannot use weapons, shields, transporters, a cloaking device, communications systems, active sensors, or warp or impulse engines without instantly dispelling the illusion.

8.20 Phase Cloak

Cost: Normal cloaking system + (3 x Size)

Available: 2358 (conditional)


This technology, which remains more or less experimental, combines a normal cloaking device with a molecular phase inverter or similar device. The resulting system not only prevents sensors from detecting the ship, it allows the vessel to pass through normal matter! The tactical and strategic advantages of such a system are obvious (as is its potential to unbalance a game series; caveat Narrator). Starfleet first experimented with this device in 2358, but abandoned it after the test ship, U.S.S. Pegasus, experienced a mutiny in reaction to revulsion over its use by the majority of its crew. The Romulan Star Navy was experimenting with the technology in 2368, with even worse results.

As of 2375, neither the Federation, the Romulans, or the Klingons appear to have perfected this device. When using it, a ship must make a Challenging (9) Shipboard Systems (Cloaking Device) Test each round. Success allows the ship to use the phasing cloak as normal. Failure mean the cloak shuts off and cannot be reactivated for 1-3 rounds; Dramatic Failure is the same as failure, but the cloak also takes 4d6 damage (no defense).

8.21 Security Systems

Cost: Varies


Security systems and procedures help a starship protect itself from external and internal threats. To simulate the level of security on board Starfleet vessels, each ship has a Security rating. The accompanying table describes what each rating indicates and its SU cost. 

Brigs: The number of brigs the ship has. Each brig is sealed off by a Level 10 force field and a pattern scrambler to prevent transporters from beaming the prisoner away. 

Table 8.21: Security Systems

	Security Rating
	SU
	Brigs

	1
	4
	1-3

	2
	8
	2-4

	3
	12
	3-6

	4
	16
	3-8

	5
	20
	3-10


8.22 Anti-Intruder System

Cost: 1 x Size


Almost all Starfleet vessels come equipped with an anti-intruder system designed to disable hostile forces which invade the ship. This system allows the commanding officer (or other officers of appropriate rank) to order some or all parts of the ship flooded with anesthezine or neurozine gas, which render all known humanoids unconscious in seconds.

8.23 Internal Force Fields

Cost: 1 x Size


Starfleet vessels have the ability to generate force fields, also known as containment fields or security fields, anywhere in the ship for protective or defensive purposes. For example, force fields are used to seal off Engineering in the event that the warp engine accidentally starts venting dangerous gases, to keep prisoners in the brig, to seal off sickbay to prevent a contagious disease from spreading to the rest of

the crew, or to block off a corridor to prevent an invader from reaching the bridge.

A ship can generate a force field anywhere within its hull; although normally kept as small as possible to help maintain field integrity, they can be large enough to, for example, seal off the entire bridge. Any internal force field generator can create fields rated in Strength from 1 to 10.

A force field functions much like a shield. It has a Protection rating equal to twice its Strength, and a Threshold equal to its Strength, but unlike ship’s shields the Protection is only decreased by damage which exceeds the Threshold. When sufficient force (from attacks, an individual’s strength, or the like) is applied to a field, it resists until the force is enough to break it down and/or overload the local field emitters. The internal force field emitters occupy 1 x Size in SUs. 

(Cardassian: The Cardassians refer to their containment fields as neutralization fields. A neutralization field resembles an ordinary internal force field, but adds a device called a neutralization emitter to the system. This device allows the ship to generate the force field at lethal frequencies. Anyone who touches a neutralization field suffers injury. This extra feature causes Cardassian internal force fields to cost more SUs ( 2 x Size, instead) than standard force fields. If necessary, the crew can turn off the neutralization feature, converting the containment fields to ordinary force fields.)
8.24 Science Systems

Cost: Varies


Starfleet is, first and foremost, an exploratory and research organization. Most of its ships come equipped with an impressive array of sophisticated laboratories, scientific instruments, and related technology. In many cases this equipment not only allows scientists and researchers to do their jobs, it actually makes their jobs easier.

To represent its scientific equipment and resources, every ship has a Science rating. Some Science ratings represent technology and systems so advanced that they grant Test Result bonuses to any Science skill Test made with them (this would include analyzing sensor data, but not operating the sensors themselves). The accompanying table indicates the SU cost and effects of the various Science ratings. A second table provides a separate listing for the number of laboratories a ship has, which cost SUs. The third table details the usual numbers of labs per ship, based upon class. The designer of the ship can specify what’s in each lab (perhaps leaving some unspecified for special missions) if he wants to.

(Klingon: Compared to other species’s vessels, Klingon ships have relatively low science ratings and relatively primitive research facilities. While the Klingons recognize the value of science, they prefer to perform their experiments on dedicated scientific ships. Ships meant for fighting should fight, not spend a week analyzing the stellar anomalies of the Bre’thak Cluster!)
Table 8.24a: Science Ratings

	Science Rating
	SU
	Effect
	Year

Available
	Notes

	1
	5 + Size
	+0
	1989
	Scouts, escorts, runabouts, shuttles

	2
	10 + Size
	+1
	2198
	Frigates, cruisers

	3
	15 + Size
	+2
	2245
	Explorers, science and medical ships

	4
	20 + Size
	+3
	2301
	Most advanced science and medical ships


Table 8.24b: Labs

	Number

Labs
	SU

	0
	0

	1 – 10 
	2

	11 – 20 
	4

	21 – 30 
	6

	31 – 40 
	8

	41 – 50 
	10

	51 – 60 
	12

	61 – 70 
	14


Table 8.24c: Average Quantity of Labs

	Ship Type
	Avg #

Per Size*

	Courier
	0 – 1 

	Cruiser
	1 – 4 

	Escort
	1 – 3 

	Explorer
	2 – 6 

	Frigate
	1 – 3 

	Medical
	3 – 6 

	Research
	3 – 7 

	Scout
	0 – 1 

	Surveyor
	2 – 6 

	Transport
	0 – 1 


*Note: Light, Fast, and Heavy versions within each class tend to have fewer laboratories.
8.25 Specialized Science Systems

Cost: 5 SUs per +1 with a specific Science Skill, or 3 SUs per +1 with specific Science Skill Specialization


To reflect its advanced facilities for one particular Science Skill (such as Space Sciences, Planetary Sciences, or Life Sciences (Botany)), a starship may buy improvements to its Science systems for that one skill. This simulates the specialized laboratory, equipment, and sensor capacity devoted to studying that topic. A +1 bonus costs 5 SUs for all Tests with a particular Science Skill, or 3 SUs for Tests with just one Specialization of one Science Skill. A ship may not buy more than a +1 bonus for any particular skill (it could buy a bonus with an overall skill and with one of its Specializations, but only one of the bonuses applies to any given Test). Nor may a ship have a number of specialized science systems greater than one-half its Size (for example, four for a Size 8 ship).

9.0 Tactical Systems


Even though Starfleet is not a military organization, there come times when it has to fight back against aggressors, tyrants, and other threats to the security of the Federation and other peoples. When push comes to shove, or environmental dangers threaten, Starfleet vessels are equipped with powerful tactical systems to protect themselves and strike back at the enemy.

There are no specific rules regarding the number of weapons a ship can mount. Some, like the Akira-class, carry many weapons; others have relatively few. The amount and type of weapons installed depend upon the current level of technology and the ship’s perceived need for various tactical systems based on its standard missions profile. Thus, in most cases, ship builders should not be restricted if they want to mount a lot of weapons on a combat-oriented ship. However, Narrators needing a good rule of thumb can apply the following guidelines:

— for ships designed with combat as one of their primary missions (the Akira-class or Defiant-class, for example), up to 2 x Size in beam weapons and 2 x Size in missile weapons.

— for ships not designed with combat as one of their primary missions (the Galaxy-class or Miranda-class), up to 1.5 x Size in beam weapons and 0.5 x Size in missile weapons.

(Klingon: Klingon ships use the same rules for tactical systems as other vessels. They just tend to

have more, and more powerful, tactical systems on their ships than other species do. Klingon commanders are also far more inclined to fire multiple weapons, even if they have to shut off “trivial” systems (like life support to unused areas of the ship, food replicators, and transporters) to do so.)
9.1 Weapon Control Rooms (pre-2271)

Cost: 1 x Size

In the TOS era, ships of Size 4 and larger must buy control rooms for both beam and missile weapons. (On smaller ships the Helm can energize and fire weapons directly from his panel.) A ship need only pay this cost once for all beam weapons, and once for all missile weapons, it possesses. If a weapon control room is destroyed, increase the Difficulty of all Tests made to use those weapons by two categories (or, in the GM's option, such Tests may not be possible at all).

9.2 Beam Weapons


To construct a beam weapon, a ship must buy four things: the type of weapon itself (which entails various design and tactical choices); the weapon’s targeting system; the weapon’s arc of fire; and the firing modes the weapon can use.

All beam weapons have a range of 10/30,000/100,000/300,000. For every 100 kilometers beyond Long range, increase the Difficulty to hit the target by +1. A ship may negate this penalty, thus effectively extending the range of its beam weapons, at a cost of 3 SUs per +1 penalty negated (maximum of +3 negated, for 9 SUs).

9.2.1 Lasers

Cost: Varies

Available: 2046 (for Earth)

Lasers, ranging from basic models to high-energy X-ray lasers, are primitive weapons used by societies which have not yet developed phasers or other advanced weaponry. Until the invention of the phaser in 2257, starships mounted high-powered lasers with which to defend themselves, attack enemies, cut apart asteroids and space debris, and the like. The accompanying table provides information on TOS-era lasers. Lasers have an Accuracy of 6/7/9/12, unless purchased for a ship in 2260 thereafter, in which case they can buy the Class Alpha targeting system listed under “Phasers,” below. Lasers cannot have an arc of fire exceeding 120 degrees (costs 0 SUs). Lasers may only fire in Standard, Pulse, and Continuous modes.

Table 9.2.1: Lasers

	Class
	SU
	Damage
	Shots per Round
	Range
	Year Available

	Sorac Class
	2
	20
	1
	4/10,000/30,000/100,000
	2046

	Brenkai Class
	4
	40
	1
	5/12,000/36,000/125,000
	2088

	Schawlow Class
	6
	60
	1
	6/15,000/45,000/150,000
	2113

	Gould Class
	8
	80
	2
	7/20,000/60,000/175,000
	2147

	Magnusson Class
	12
	100
	2
	8/25,000/75,000/200,000
	2162

	Tesla Class
	10
	100
	2
	9/27,000/80,000/250,000
	2215


9.2.2 Plasma Cannons

Cost: Varies

Available: 2106 (for Earth)

Plasma cannons are an interim weapons system developed between the time of combat lasers and phaser technology and used consecutively with lasers. If the Federation had further developed the technology, it would have led to disrupters similar in design to that of the Klingons and Romulans. Instead, plasma cannons were employed as in-close heavy weapons, until replaced by heavy lasers and then phasers. As laser technology continued to develop, plasma weapons were looked upon unfavorably due to the recharge time required between shots (may only fire once every 10 seconds or every other round). Lasers, while never achieving the firepower of plasma weaponry, could be mounted more readily and use less power, so eventually the plasma weapons were discontinued.

Table 9.2.2: Plasma Cannons

	Class
	SU
	Damage
	Year Available

	TDM-8
	6
	90
	2106

	TDM-16.2
	12
	100
	2128

	TDM-28
	15
	110
	2138

	TDM-36.2
	21
	120
	2143

	TDM-64
	24
	130
	2149


9.2.3 Phasers

The primary weapons on most Starfleet vessels are phasers. Phasers (short for PHASed Energy Rectification) use a rapid nadion effect (RNE) to release and transfer energy generated within superconducting crystals known as fushigi-no-umi. Ships can use these beams of energy as tools (say, to remove obstacles, excavate large holes, or reshape planetary terrain) or as weapons.

9.2.3.1 Standard Phasers

Cost: Varies

Ship-mounted phasers are organized into types, rated from I (one) to X (ten). Generally, Type X is the most powerful type of phaser which Starfleet can mount on a ship. Advances in tactical technology as of 2372 have allowed it to mount Type XI and XII phasers on large ships, but to date only the Sovereign-class Heavy Explorer has benefited from this breakthrough.

Phasers consist of multiple emitters organized into series called arrays. An emitter has three main parts: an EPS submaster flow regulator (which controls phaser power levels); a plasma distribution manifold (PDM), which channels the power to the prefiring chambers; and the actual phaser emitter crystal. A large array, such as the ones found on the dorsal or ventral surfaces of many starships’ saucers, may have as many as 200 emitters (the minimum number is 40). The type of emitter dictates how powerful a beam an array can emit; the size of the array indicates how many beams that array can emit at one time (singly or as a multifire burst). The EPS subsystem which provides power to a phaser array is called the phaser generator.

Phaser arrays (sometimes called “banks”) also include an auto-phaser interlock which links with the TA/T/TS computer to assure accurate firing. It precisely times the firing of the array for maximum chance of a successful shot.

TOS-era engineers design and install phaser emitters somewhat differently than their 24th century counterparts. Though emitters function more or less identically to future models, designers cluster them together in “banks” rather than spread them out along “arrays.” Until Starfleet improved the processes for manufacturing and linking emitters and phaser generators in 2322, creating an array—which provides a greater arc of fire and more tactical options—was not feasible. But the phaser banks of the 23rd century are nevertheless potent, versatile tools and weapons, rightly feared by the enemies of the Federation.

A single phaser bank contains two phaser units, each terminating in a firing emitter through which the weapon projects the beam. The two firing emitters, which resemble black half-spheres, project slightly out from the hull in a structure sometimes referred to as a “turret.” Ordinarily, the two firing emitters each project part of the beam, which sometimes makes the beam look like two parallel beams (regardless of appearance, the “beams” count as one for game purposes).

If one of the two firing emitters in a turret malfunctions, suffers damage, or exhausts its power, the phaser fires at half strength. In situations when the phaser bank has suffered no damage or other problems, ships may voluntarily fire only one firing emitter, in which case the weapon does half damage.

Ships are not required to have phaser banks with two firing emitters. A ship can purchase a phaser bank with a single phaser unit (and thus a single firing emitter). One-firing emitter phaser banks cost half the SUs, but only do half the damage.

TOS-era ships usually refer to their largest, or most frequently used, phaser bank (typically the primary forward bank) as the “main phasers.”

Example: Brian wants to install a phaser bank on the ship he’s building, the U.S.S. Griffon. He chooses a Type VI 120-emitter bankwith a Type Alpha interlock and covering a 360 degree arc of fire.This costs (14 + 0 + 2 + 3 [firing modes]) 19 SUs. Like most banks,this one consists of two phaser units and has two firing emitters; the emitters are in a “turret.” When he fires the weapon, it does 120 SUs of damager. It may look like it’s firing two beams in tandem (one from each firing emitter), but in fact that’s a single beam for game purposes. If one of the phaser units malfunctions or is destroyed by enemy attack, the weapon can only do 60 SUs of damage.

Before a starship can use TOS-era phasers, it must “energize” them—get them ready for use from their normal “cold” status. To do this, the captain gives the order to the helm, who relays it to the Phaser

Control Room. (Similarly, the helm sometimes relays firing orders to the Control Room for actual firing, but normally the crew manning the Control Room transfers firing control directly to the helm and/or navigator by locking the phasers to the computer.) Energizing the phasers, which occurs simultaneously with energizing the targeting systems, requires one full round. It does not ordinarily require a Test, but does require an action by the helm (or other appropriate member of the bridge crew) and by the Phaser Control Room crew. The Narrator may call for a Test in unusual circumstances, such as when relevant ship systems have suffered damage or malfunction.

It costs power to keep the phasers energized for any round in which the crew does not fire at least one phaser bank. Keeping the phasers energized at all times is not feasible; it quickly results in

malfunctions, damaged equipment, and phaser generator overloads. (In other words, if players insist on violating the rules of Star Trek drama by flying around the galaxy with their characters’ ship’s phasers energized all the time, penalize them by imposing Tests to use the phasers, having the emitters break or malfunction, and so forth.)

The accompanying tables lists four things:

1. The SU cost for every five emitters (by type);

2. The amount of damage done (by type of emitter);

3. The SU cost for the auto-phaser interlock, which indicates the base Accuracy for the weapon (a ship must purchase one interlock per array); and 

4. How many shots per round a given array can fire based on its size (either as single shots or as part of a multifire burst).

Every phaser array comes equipped with a phaser array power cell which includes enough power for two shots from the array (at normal full strength). Crewmembers can drain this power, also known as the “phaser reserves” or “defense reserves,” for use by other ship’s systems if necessary.

Phasers do more damage the more power they can draw on, up to a point. A character can increase any phaser’s base damage up to 125% of normal (for example, a Type X phaser normally does 200 damage; it could increase to 250 with enough power). This  requires a Moderate (6) Shipboard Systems (Tactical or Mission Ops) Test. Failure on this Test means the power is wasted (it does not improve the weapon’s performance); Dramatic Failure means the power overloaded the weapon, disabling it for 1d6 minutes or until a crewmember makes a Challenging (11) Systems Engineering (Weapons Systems) Test to effect repairs.

Table 9.2.3.1a: Phasers

	Phaser Type
	SU Per 5 

Emitters
	SU Per 40

Emitters
	SU Per 200

Emitters
	Damage
	Year Available

(Station/Ship)

	Type I
	0.1
	0.8
	4
	20
	2257

	Type II
	0.2
	1.6
	8
	40
	2257

	Type III
	0.3
	2.4
	12
	60
	2257

	Type IV
	0.4
	3.2
	16
	80
	2260

	Type V
	0.5
	4.0
	20
	100
	2260

	Type VI
	0.6
	4.8
	24
	120
	2262

	Type VII 
	0.7
	5.6
	28
	140
	2262

	Type VIII
	0.8
	6.4
	32
	160
	2269/2284

	Type IX
	0.9
	7.2
	36
	180
	2296/2315

	Type X
	1
	8
	40
	200
	2319/2348

	Type XI
	1.1
	8.8
	44
	220
	2333/2368

	Type XII
	1.2
	9.6
	48
	240
	2341/2372


Table 9.2.3.1b: Auto-Phaser Interlocks

	Auto-Phaser

Interlock
	SU
	Accuracy
	Year

Available

	Class Zero
	0
	6/7/9/12
	2257

	Class Alpha
	1
	5/6/8/11
	2260

	Class Beta
	2
	4/5/7/10
	2263

	Class Gamma
	3
	3/4/6/9
	2309


Table 9.2.3.1c: Emitters Per Array

	Emitters per Array
	Max Shots

per Round

	40 – 79 
	1

	80 – 119 
	2

	120 – 159 
	3

	160 – 199 
	4

	200 – 239
	5

	and on…
	and on…


9.2.3.2 Channeled Phasers

Cost: + 10 SUs to normal phaser cost

Available: 2271-2322

In 2271, the Starfleet Corps of Engineers devised a way to increase phaser power by channeling phasers through the main engines. “Channeled phasers” do +30 damage (but cost +10 SUs). However, if the engines suffer a malfunction or problem (such as an antimatter imbalance), channeled phasers shut down entirely until the crew fixes the engine problem.

Starfleet Command, or an individual ship’s captain, decides whether to install (or retrofit) channeled phasers on a starship. Never widespread due to various technical problems, the practice ended entirely when Starfleet switched over to phaser arrays instead of banks in 2322, since the channeling process works even less well with arrays (which, due to improvements in phaser technology, generally don’t need the extra boost from channeling anyway).

9.2.3.3 Pulse Beam Phaser Cannons

Cost: +3 SUs to regular phaser array

Available: 2367


Pulse phasers are a relatively new Starfleet development. They combine large, nearly flawless emitter crystals with rapid-discharge EPS capacitance banks and high-speed beam focussing coils. This technology allows the coils to store the phaser charge for a few nanoseconds, then release it as a layered pulse. Shields and materials have a harder time dispersing the layered energy pulse than the standard phaser

beam, resulting in more damage to the target. 

Pulse phaser cannons are usually built into ships in linked pairs (you don’t have to buy two cannons to represent this—it’s an aesthetic touch already reflected in the weapon’s game statistics—but you can if you want, and always use them in multiple-weapon multifire mode). They have the same range as standard phasers, but are slightly more accurate and do more damage. On the other hand, they have a smaller arc of fire (usually just straight forward) and cannot fire in continuous mode, or in wide-beam

mode without extensive modification (which limits their usefulness as tools—they’re really meant only for combat). They can perform single-weapon multifire, or multiple-weapon multifire with other phasers of any type.

A pulse phaser cannon costs the same as any other phaser of its type, plus 3 SUs for the new technology. It does +50 damage compared to a normal phaser of the same type. A pulse phaser must include a Class Gamma auto-phaser interlock. It can only fire in a 360 arc in one direction. Pulse phasers cannot be ACB-jacketed.

9.2.3.4 ACB Jacketing

Cost:  +5 SUs to normal phaser cost

Available: 2375


Phaser beams are ordinarily useless at warp speeds; they dissipate too quickly in the presence of moving warp fields to be effective weapons. To provide a potential tactical advantage in warp speed combat situations, Starfleet recently invented technology which jackets a phaser beam inside an annular confinement beam (ACB), similar to the one involved in the materialization/dematerialization process which is a part of transporter use. The benefit to this is that a ship can fire an ACB-jacketed phaser beam at any target while the firing ship travels at warp speeds, regardless of relative speeds or angle of fire. This technology, which adds 5 SUs to the cost of a phaser array, is still very new as of 2375. Though it began development some years prior to that date, few ships have been equipped with it.

9.2.4 Disrupters

Cost: Varies

Available: 2258


The primary beam weapons of the Klingons and Romulans is the disruptor; the Cardassians use a variant, the spiral-wave disruptor, which moves energy through the system differently. Disruptors create highly-charged, powerful beams of plasma using microscopic amounts of antimatter. This makes a comparative model more powerful than a phaser, but much less versatile.


Before the application of antimatter to plasma weaponry, the Klingons, Romulans, Cardassians and other disrupter-inclined races continued to use lasers and plasma cannons (past the time that they were dropped by the future Federation races).

The accompanying tables include SU costs, damage done by various types of disruptors, and the maximum number of shots per disruptor per round as indicated in the table. Disruptors’ strength may be increased with extra power, using the same rules as for phasers.

Table 9.2.4a: Disrupters

	Disrupter
	SU
	Damage
	Shots per Round
	Year Available

	Type 1
	4
	40
	2
	2258

	Type 2
	8
	60
	2
	2258

	Type 3
	12
	80
	2
	2259

	Type 4
	16
	100
	2
	2260

	Type 5
	20
	120
	2
	2260

	Type 6
	24
	140
	3
	2261

	Type 7
	28
	160
	3
	2269

	Type 8
	32
	180
	3
	2291

	Type 9
	36
	200
	3
	2319

	Type 10
	40
	220
	3
	2338

	Type 11
	44
	240
	5
	2341

	Type 12
	48
	260
	5
	2358

	Type 13
	52
	280
	5
	2367


Table 9.2.4b: Disrupter Targeting Systems

	Targeting System
	SU
	Accuracy
	Year Available

	Class Zero
	1
	6/7/9/12
	2258

	Class Alpha
	2
	5/6/8/11
	2261

	Class Beta
	3
	4/5/7/10
	2267

	Class Gamma
	4
	3/4/6/9
	2294


9.2.5 Cardassian Spiral-Wave Disrupter

Cost: Varies

The main weapon on most Cardassian ships is the spiral-wave disruptor. This weapon resembles the disruptors used by the Klingons and Romulans in most respects, but uses a different technology to transmit the energy to the weapon. To a certain extent, spiral-wave technology makes a disruptor more like a phaser (but not enough to differentiate it from other disruptors in game terms). The accompanying table provides Cardassian terminology for disruptors. 

Cardassian ships frequently have a large weapon, sometimes the vessel’s largest weapon, mounted aft—a decidedly unusual placement in the eyes of many non-Cardassians. This is a naval tradition dating back into Cardassia’s ancient past. Wet navy captains, fearing treachery, often mounted large weapons on the aft sides of their ships to discourage backstabbing or defection by other ships in their fleets. Additionally, they found that having a large aft weapon helped to discourage pursuit if they had to withdraw from the battlefield. In the modern day, the Cardassians have also discovered that in the three-dimensional combat environment of space, where a ship mounts its weapons often has little impact on its ability to bring those weapons to bear on a target. Many Cardassian ship maneuvers and fleet formations position ships with aft disruptor cannons so that they can use those weapons effectively.

Table 9.2.5: Spiral-Wave Disrupters

	Cardassian Disrupter Type
	Standard Type
	SU
	Damage
	Shots per Round

	Khelra
	1
	4
	40
	2

	Marghet
	2
	8
	60
	2

	Tesh’ra
	3
	12
	80
	2

	Garshep
	4
	16
	100
	2

	Ebshar
	5
	20
	120
	2

	Cheh’gesh
	6
	24
	140
	3

	Carkhet
	7
	28
	160
	3

	Rentaile
	8
	32
	180
	3

	Ta’vor
	9
	36
	200
	3

	Pelrec
	10
	40
	220
	3

	Jhokhel
	11
	44
	240
	5

	Drevan
	12
	48
	260
	5

	Ul’khar
	13
	52
	280
	5


9.2.6 Tholian Gravitic Beam

Cost: Varies

Available: 2240

In open combat, the Tholians use a gravitic-based energy beam based on the same technology with which they create the Tholian web (see below). They have two types, one equivalent to a Type 7 disruptor

and the other equivalent to a Type 8, both available from 2240 on. They can buy any type of disruptor targeting system for these weapons. 

Table 9.2.6a: Gravtic Beams

	Gravitic Beam
	SU
	Damage
	Shots per Round

	Type 1
	28
	160
	3

	Type 2
	32
	180
	3


Table 9.2.6b: Gravitic Targeting Systems

	Targeting System
	SU
	Accuracy

	Class Zero
	1
	6/7/9/12

	Class Alpha
	2
	5/6/8/11

	Class Beta
	3
	4/5/7/10

	Class Gamma
	4
	3/4/6/9


9.2.7 Borg Energy Beam

Cost: 50


The Borg use a powerful energy beam which does 250 points of damage per shot. They can fire it up to twice a round, in all firing modes, with an Accuracy of 3/4/6/9 (bought as for disruptors) and a Range of 10/35,000/150,000/400,000.

9.2.8 Borg Cutting Beam

Cost: 25

The Borg use a weapon called a cutting beam to take samples of other ships’ technology. Able to bypass shields without any loss of effect, the cutting beam slices through a ship’s hull and systems in a circular pattern, then uses a linked tractor beam to pull the “cylinder” of ship’s hull and systems out like removing a cork from a wine bottle.

A Borg cutting beam does 20 points of damage a round (the target’s Resistance affects this, but not its shields). Before using the weapon, the Borg define the size of the piece of ship they want to obtain: Size 1, Size 2, or Size 3 (2 is the most common). (The piece Size cannot exceed the ship’s Size, of course.) The cutting beam must do 50 points of damage to the ship for every Size category (thus, a Size 3 piece

requires 150 points of damage); assume this damage is general, or roll a random location on the Hit Location Table. After the Borg withdraw their “sample” (which takes 1 round), the ship has a hull breach equal in Size to the Size of the piece taken.

9.2.9 Borg Feedback Pulse

Cost: 15


Borg defensive technology includes a beam weapon-like device which allows a Borg ship to send a “feedback pulse” back down a beam which hits it, causing the attacker to take the weapon’s damage as well! A feedback pulse requires a delayed action (to act when the other ship fires) and a successful Moderate (8) Shipboard Systems (Feedback Pulse Generator) Test to use properly. Failure indicates the attack strikes the Borg ship but the feedback system does not take effect; Dramatic Failure results in

the beam doing double damage to the Borg ship and not feeding back.

9.2.10 Borg Shield Draining Weapon

Cost: 20


This weapon only works in conjunction with a Borg tractor beam. When the Borg catch a ship with one of their tractor beams, they can activate the shield draining weapon the next round. Each round it drains 25% of the shields’ normal maximum Protection until the shields collapse. Once shields collapse, they cannot recharge or regenerate until the Borg turn off the shield draining weapon.

9.2.11 Breen Energy Drain Weapon

Cost: 27

Available: 2369


Instead of inflicting damage, this beam – when it strikes its target (shielded or unshielded) – coalesces into an arcing ball of energy-draining plasma. Almost all systems are affected (modern gravity generators still have a chance to ‘wind’ down and antimatter containment is generally unaffected) and a complete restart, usually taking about 20 minutes from a ‘cold’ status – is required. In 2376, when the UFP-Klingon-Romulan coalition first encountered the effect, only Klingon ships could make the immediate and necessary changes to the plasma mixture that resulted in a warp field resistant to the weapon. After a few weeks, and a captured example from which to work, Starfleet and Romulan ships were modified to resist the weapon as well.


Installation on a Breen ship (or later Dominion ships) requires a massive amount of power. Therefore, only ships of Size 7 or larger may mount the system.
9.2.12 Dominion Polaron Beam

Cost: Varies

Available: 2370

The polaron beam is the standard weapon of the Dominion. Powerful, and possessing several useful tactical applications, they’re the perfect weapon for such a belligerent, militaristic species as the Jem’Hadar. From 2370 to 2373, Starfleet vessels were utterly vulnerable to polaron beams; their deflector shields offered no protection against them whatsoever, regardless of shield nutation or harmonics. In 2373,

Starfleet developed a way to overcome this limitation; since that time Starfleet shields have affected polaron beams normally.

A polaron beam can also disrupt a tractor beam.

Table 9.2.12a: Polaron Beams

	Polaron

Beam
	SU
	Damage
	Shots per Round

	Type 1
	4
	40
	2

	Type 2
	8
	60
	2

	Type 3
	12
	80
	2

	Type 4
	16
	100
	2

	Type 5
	20
	120
	2

	Type 6
	24
	140
	3

	Type 7
	28
	160
	3

	Type 8
	32
	180
	3

	Type 9
	36
	200
	3

	Type 10
	40
	220
	3

	Type 11
	44
	240
	5

	Type 12
	48
	260
	5

	Type 13
	52
	280
	5


Table 9.2.12b: Polaron Beam Targeting Systems

	Targeting System
	SU
	Accuracy

	Class Zero
	1
	6/7/9/12

	Class Alpha
	2
	5/6/8/11

	Class Beta
	3
	4/5/7/10

	Class Gamma
	4
	3/4/6/9


9.2.13 Isolytic Weapon

Cost: Varies


Used by the Son’a and some other peoples who favor power over following the laws of war, these widely outlawed weapons have unpredictable effects and can open tears in the subspace fabric. A tear opens near the targeted ship and moves towards its warp engine at Warp 1 (if the ship attempts to go to higher warp speeds to escape the tear, it will simply “pull” the tear along with it, causing it to move at the

same speed and wreaking untold havoc). If the tear contacts the ship, it rips it apart, but the detonation of the warp drive system as it does so seals the tear. Subspace in the area remains dangerously unstable forever after, and can cause problems for ships passing through. 

A ship hoping to escape being destroyed by a tear can try to eject its warp core, move away, and then detonate the core when the tear gets close to it. This requires a Moderate (6) Shipboard Systems (Tactical) Test to get the timing right; if it succeeds, it destroys the tear and returns the local subspace environment to normal. Failure (of any degree) means the tear ignores the detonation and keeps pursuing the ship.

The accompanying table gives the SU cost and damage for isolytic weapons; “Tear” represents the chance that any use of the weapon causes a subspace tear. An isolytic weapon may only be fired once per round.

Table 9.2.13: Isolytic Weapons

	Type
	SU
	Damage
	Tear

	Small
	30
	600
	2 on 2d6

	Large
	50
	900
	1 on 1d6


9.3 Firing Arcs (Beam Weapons)

Cost: Varies


All beam weapons have a firing arc, which defines the shape and size of the area they “cover” (i.e., can fire into). The larger the firing arc, the more SUs it costs, as defined by the accompanying table.

Some firing arcs possess substantial “arc shadows” which interfere with their ability to fire into an area they normally could. For example, a beam weapon mounted on the aft of a saucer section might not be able to fire at a target “behind” one of the ship’s nacelle pylons. At the Narrator’s option, a weapon which suffers from a substantial arc shadow may reduce the SU cost of its firing arc by 1.

Table 9.3: Firing Arcs

	Firing Arc
	SU

	Up to 180 degrees
	0

	181 – 360 degrees
	2

	361 – 405 degrees
	3

	406 – 540 degrees
	4

	541+ degrees
	5


9.4 Firing Modes (Beam Weapons)

Cost: +1 per addition to Standard mode


Beam weapons have firing modes which describe different ways of using them. The various

Modes are Standard, Pulse, Continuous, and Wide Beam.


All beam weapons can fire in Standard mode for free. Each additional mode costs 1 SU per weapon. Typically, a phaser can fire in all four modes (except for pulse phasers, which cannot fire in Continuous or Pulse mode); disruptors and polaron beams fire in Standard and Pulse only; isolytic weapons and lasers fire in only Standard mode.

9.5 Missile Weapons

Cost: 5 + (Spread/2, rounded down) for basic launchers; 10 + Spread for advanced launchers


In addition to beam weapons, most ships carry at least one missile weapon—the torpedo launcher. Though many different types of torpedoes, such as photon, plasma, quantum, and gravimetric, are used, the launchers themselves are basically the same from one ship or species to another. They typically consist of

tubes about 30 meters long made of tritanium, sarium farnide, and similar materials. Sequential field induction coils and launch assist gas generators provide the power to fire the torpedo.

One important difference between different types of torpedo launchers is the spread they can fire, meaning the number of torpedoes a launcher can fire in one round (either one at a time, or via one or more Multifire bursts). Most launchers are limited to one to five torpedoes in a spread; advanced models can fire spreads of up to 10 or more torpedoes or more. (As of 2376, the maximum Spread is 12.)

In the TOS era, it requires two rounds, not one, for the crew to load a full spread of torpedoes into a torpedo launcher for firing. Thus, if a ship fires a full spread of torpedoes from a launcher, the crew spends two rounds reloading the launcher, and the ship can fire it again on the third round after it first fired.

More rules regarding standard and specific torpedo use follows in the Torpedo entry.

The standard Starfleet torpedo launcher—the type used to launch Type II photon torpedoes or

Mark I quantum torpedoes—costs a base of 5 SUs, plus its Spread divided by 2 (round down). Thus, a launcher with a Spread of 10 costs 10 SUs; one with a Spread of 1 costs 5 SUs; one with a Spread of 7 costs 8 SUs.  Old-style chemical and nuclear missiles use different launcher technology and are listed seperately.

For high-yield torpedoes, such as the Type VI photon torpedo, a special type of launcher is

required (the normal launcher cannot fire them at the high-yield level). It costs a base of 10 SUs, plus its Spread. Thus, a launcher to fire ten Type VI torpedoes costs 20 SUs. An advanced launcher can fire torpedoes with normal yields, such as Type II photon torpedoes, and probes without difficulty.

The standard ranges for most torpedoes are 15/300,000/1,000,000/3,500,000. However, recent advances by Starfleet (and perhaps other powers) have increased the fuel tank size of the individual torpedo, extending the range of the missile to 15/350,000/1,500,000/4,050,000. (See individual ship descriptions for which type of torpedo is carried; switching from one to the other, or from one type of torpedo to another, does not change the SU cost of torpedoes or launchers). For every 1,000 kilometers beyond Long range, increase the Difficulty to hit the target by +1.

To determine the Accuracy of a torpedo launcher, buy a Torpedo Targeting System (see table). This is the same as a Auto-Phaser Interlock or Disruptor Targeting System (depending upon what type of beam weapons the ship uses) in terms of SU cost and effect, and applies to a single torpedo launcher. Torpedo launchers must also buy a 541+ degree firing arc (5 SUs), to reflect the self-guided nature of torpedoes.

Table 9.5: Torpedo Targeting Systems

	Targeting System
	SU
	Accuracy
	Year Available

	Class Zero
	1
	6/7/9/12
	2258

	Class Alpha
	2
	5/6/8/11
	2261

	Class Beta
	3
	4/5/7/10
	2267

	Class Gamma
	4
	3/4/6/9
	2294


9.5.1 Chemical Missiles

Cost: 5 SUs for launching tube; 10 missiles per 1 SU storage


Some less advanced races use rockets armed with chemical explosives, such as the Merculite rockets fired by the Talarians. While this type of rocket can vary tremendously, most have a range of 1/100/500/2000, an Accuracy of 5/6/8/11, and do anywhere from 50-100 points of damage depending on size. They can be Multifired.

9.5.2 Nuclear Missiles

Cost: 6 SUs for launching tube; 4 missiles per 1 SU storage

Available: 2016


Humans, and most other starfaring species with aggressive tendencies, replace chemical rockets with fission and/or fusion rockets as soon as they find it technologically feasible to do so. For Humans, this

time came early, in 2016. Initially the intention was to use nuclear rockets primarily to clear debris, smash open asteroids, destroy obstacles, and defend ships. However, they quickly became weapons of war when mankind needed them for that purpose.

The accompanying table describes the different types of nuclear rockets available for ships during the early TOS era. Although nearly as powerful as the early photon torpedoes (see below), they have a much shorter range. Ships may Multifire nuclear rockets. They may fire them into atmospheres without difficulty. They have an Accuracy of 5/6/8/11 (or worse).

Table 9.5.2: Nuclear Missiles

	Type
	Damage
	Range
	Year

Available

	Mark I
	100
	5/75/350/1,500
	2016

	Mark II
	120
	5/100/500/2,000
	2020

	Mark III
	120
	5/150/750/3,000
	2043

	Mark IV
	135
	5/200/1,000/5,000
	2051

	Mark V
	150
	6/300/2,500/8,000
	2060


9.5.3 Spatial Torpedoes

Cost: 5 SUs for launching tube; 6 missiles per 1 SU storage

Available: 2070

During the early 22nd century, a new missile weapon is developed. Smaller in size and several magnitudes safer to deploy than nuclear missiles, the spatial torpedo is also capable of being fired at warp speeds. Miniature warp sustainers allow the torpedo to continue to cruise towards its intended target. The weapon system uses a new plastic explosive compound that has the same equivalent explosive capability of nuclear missiles with none of the messy radiation after-effects.

Table 9.5.3: Spatial Torpedoes

	Type
	Damage
	Range
	Year

Available

	Mark I
	100
	5/75/350/1,500
	2111

	Mark II
	120
	5/100/500/2,000
	2125

	Mark III
	150
	5/150/750/3,000
	2148

	Mark IV
	175
	5/200/1,000/5,000
	2160


9.5.4 Romulan Plasma Torpedoes

Cost: 10 for advanced launchers

Instead of photon torpedoes, the Romulans ordinarily field a fearsome missile weapon called a plasma torpedo. Plasma torpedoes use a trilithium isotope to produce extremely powerful explosions.

However, their effectiveness depends on the distance to the target—the further they travel, the more power they lose. 

A plasma torpedo moves at the rate of 1,200,000 kilometers per round (roughly equal to 0.8 c), with a full-power range of 30,000 km (1 MU. For every 30,000 km (1 MU) beyond that, subtract 6 points of damage. (Thus, if a ship can run far and fast enough, it can reach the point where a plasma torpedo impacts its shields harmlessly.) A ship cannot Multifire plasma torpedoes; it may only fire one per torpedo per round (independent of how many launchers are installed), and each firing constitutes a separate action. Plasma torpedoes require advanced launchers.

Table 9.5.4: Romulan Plasma Torpedoes

	Type
	Damage
	Storage SU per 5 torpedoes
	Year

Available

	RPT-1
	600
	1.5
	2239

	RPT-3
	750
	2.0
	2287

	RPT-5
	900
	2.5
	2348

	RPT-8
	1,200
	3.0
	2377


9.5.5 Photon/Quantum Torpedoes

Available: 2215


Basic Torpedo Rules


Torpedoes are typically loaded automatically by a ship’s Tactical Situation Coordinator (TSC) and fired by commands issued at the Tactical station on the bridge or battle bridge. In the event of an invasion of the ship or disabling of the primary torpedo launch protocols, any Command, Security, Operations, or Flight Control officer on the ship can lock out the standard launch protocols by activating the auxiliary protocols. 

In the event all launch protocols fail or the automatic firing equipment is damaged, torpedoes can be launched manually using the standard rules. If the normal manual controls are disabled for any reason, a crewmember can manually launch the torpedoes from the tube itself, but will suffer 4+4d6 damage from

plasma burns. 

Once a torpedo launcher has fired its complete Spread of torpedoes, it requires one round for the TSC to reload it with another full Spread (this does not require an action or Test by any character). Reloading a partial load also requires one round, during which the launcher may not fire. Until an empty launcher has been reloaded, it cannot fire.

Example: The U.S.S. S’jonross has a launcher with Spread 10. If it fires all 10 torpedoes in one round, it cannot use that launcher again until it’s been reloaded. Reloading it with a full 10 torpedoes takes one round. If it fired five torpedoes in one round, it could fire the other five (singly or at once, as it

chose) in later rounds. If the Tactical Officer decided to reload the launcher to bring it up to full capacity, it would take one round to load the five new torpedoes, and during that round the ship could not fire the launcher.
If a ship wishes to switch a launcher’s load from one type of torpedo to another, it must either fire all torpedoes currently loaded in that launcher and then reload it with another type, or spend one round unloading the launcher and reloading it with the new torpedoes.

Table 9.5.5a: Photon Torpedoes

	Type
	Damage
	Advanced

Launcher?1
	Atmosphere?2
	Year

Available

	Type I
	160
	No
	No
	2215

	Type II
	200
	No
	No
	2271

	Type III
	230
	No
	No
	2327

	Type VI
	500
	Yes
	Yes
	2345

	Type VII
	350
	Yes
	No
	2345

	Type VIII
	300
	Yes
	No
	2345

	Type IX
	250
	No
	No
	2352

	Type X
	400
	Yes
	Yes
	2354


Note 1: Indicates this high-yield torpedo needs an advanced launcher, in order to be used effectively.

Note 2: Indicates that this torpedo may be fired at a surface target through the atmosphere, without difficulty.

Table 9.5.5b: Quantum Torpedoes

	Type
	Damage
	Advanced

Launcher?1
	Atmosphere?2
	Year

Available

	Type I
	400
	No
	No
	2371

	Type II
	450
	Yes
	No
	2372

	Type III
	500
	Yes
	No
	2374

	Type IV
	600
	Yes
	No
	n/a3

	Type V
	800
	Yes
	No
	n/a3


Note 1: Indicates this high-yield torpedo needs an advanced launcher, in order to be used effectively.

Note 2: Indicates that this torpedo may be fired at a surface target through the atmosphere, without difficulty.

Note 3: Not yet in production, due to design phase.

9.5.6 Tricobalt Devices

Cost: 10 for advanced launchers; 2 SUs per device storage

Available: 2360


These powerful photon torpedo-like weapons are carried by a few Starfleet vessels. Not generally

considered a weapon of war, the tricobalt device is used to destroy derelict space stations, crack open small asteroids so miners can get at their interiors, and so forth.

A tricobalt device can only be launched from a high-yield torpedo launcher. It has a range of 5/350,000/1,500,000/4,050,000 and uses the launcher’s targeting systems to determine its Accuracy.

Tricobalt devices must be prepared before firing. Preparing one takes one minute and a Routine (5) Shipboard Systems (Tactical) Test; for every 2 points by which the Test Result exceeds 5, reduce the preparation time by 10 seconds (to a minimum preparation time of 20 seconds). Failure indicates the officer must spend another minute and try again; Dramatic Failure causes the device to explode prior to launch and do its full damage to the ship. Tricobalt devices are not stored while prepared due to their volatile nature; typically a ship fires them as soon as they’re prepared. For every minute (or fraction thereof) beyond one round which a ship keeps a prepared tricobalt device without firing it, the Narrator should roll 2d6. On a 2, the device explodes, doing its full damage to the ship.

A tricobalt device does 750 points of damage. Tricobalt devices cannot be Multifired.

9.5.7 Gravimetric Torpedoes

Cost: Same as Type II Photon Torpedo 

Available: 2370


Gravimetric torpedoes are advanced Starfleet missile weapons whose explosions create intense

gravimetric fields, tearing targets apart through the strain as much as the detonation. They do the same damage as Type II photon torpedoes, but deflector shields provide only half Protection when used against them. On the other hand, the ship’s SIF applies to reduce the damage.

Gravimetric torpedoes count as high-yield torpedoes, and thus require a special launcher and are subject to other restrictions.

9.6 Torpedo Storage

Cost: 0.5 SU per 5 torpedoes


Ships have to carry a sufficient load of torpedo casings and parts so that they have enough “ammunition” to meet any challenge they might face. Every 5 torpedoes occupy .5 SU of storage space. Probes, which are also launched from torpedo launchers, are usually stored with torpedoes; any one probe is equivalent to any one torpedo in terms of the SUs required to store it (thus, a batch of 15 torpedoes and five different probes takes 2 SU of storage space). While mass for SUs do vary from class to class, the difference is assummed to be in the makeup of the storage spaces (machinery, shelves, maintenance areas, etc.). Chemical and nuclear missiles are stored with differently sized spaces (see below).

9.7 Microtorpedo Launcher

Cost: 0.5 SU (+5 SUs for Firing Arc); 100 microtorpedos (storage) for 1 SU


A microtorpedo launcher is a device for firing microtorpedoes, small missiles loaded with chemical explosives. They have ranges of 1/100/500/2000, have a Firing Arc identical to that of a photon torpedo, and do 50 points of damage. The launcher costs 0.5 SU; 100 microtorpedoes occupy 1 SU. It has a Spread of 5.

9.8 Mines

Cost: 0.5 SU per 10 mines


Similar to torpedoes are various types of mines which starships can lay down to, for example, deny an enemy access to an area or interfere with shipping lanes. The types of mines available, and rules for them, are discussed below. Regardless of type, stored mines occupy .5 SU per 10 mines.

Mines are, in essence, stationary torpedoes. Left floating in space to guard some area or interfere

with passage through a particular region, they explode only when a ship comes close enough to them to trip their proximity or contact triggers (they can also be detonated by remote control by the person who placed them). They have no ability to move, other than small thrusters to help keep them in place. 

A ship may detonate a mine by causing 10 points of damage to it with a beam weapon.

Versions include:

9.8.1 Antimatter Mines

Antimatter mines are the mine version of the standard Type II photon torpedo (more powerful versions are available). They use magnetic targeting capabilities to detect the approach of an enemy ship and detonate when they’ll cause the most damage.  Available: 2268.

9.8.2 Cloaked Mines

A Klingon weapon, the cloaked mine hides itself with a cloaking field equivalent to a Class 10 cloaking device. They remain in place, inactive but invisible, until armed with a coded subspace signal. When they explode, they do 1000 points of damage. Available: 2329.
9.8.3: Gravitic Mines

A mine version of the gravimetric torpedo. Three types exist.

Table 9.8.3: Gravitic Mines


	Gravitic

Mine
	Damage
	Year

Available

	Type I
	200
	2256

	Type II
	400
	2269

	Type III
	600
	2283


9.8.4 Self-Replicating Mines 

Invented by Diagnostic and Repair Technician Rom of Deep Space 9 in 2373 as a last-ditch measure to prevent Dominion forces from coming through the Bajoran wormhole, the self-replicating mine consists of a 1.76x1.76x1.85 meter duranium cargo container filled with off-the-shelf photon torpedo parts and replication technology. The replication technology contains enough raw matter to

produce 1/65 of a mine; the mines use subspace emitters to draw on each others’ replication capacity to produce entire mines. Thus, before it explodes, a self-replicating mine creates a mine to replace it, making it very dangerous for any ship to venture anywhere near a self-replicating minefield. They do 200 points of damage when they explode. Available: 2373.
9.8.5 Spatial and Subspace Charges

Similar to mines but less powerful, spatial and subspace charges are usually placed by a ship as it passes through an area to deter pursuit or flush another ship out of hiding. Spatial charges work like antimatter mines; subspace charges like gravitic mines. Both do 120 points of damage. A ship can store 30 charges in 1 SU. Available: 2222 and 2250.
9.9 Tholian Web

Cost: 30


Also known as the “Tholian tractor field,” this weapon uses the Tholians’ advanced understanding of gravitic and tractor beam technology to destroy helpless ships. Tholian space and surrounding regions contain many areas of spatial and subspatial distortion which often cripple or trap starships. The Tholians can then erect a web around a ship and utterly destroy it at little or no risk to themselves.

It takes two ships, both equipped with web generators, to construct the Tholian web. They link up and then separate, stretching a golden beam of gravitic/subspace force (similar to a tractor beam) between

them. They move apart from each other and begin executing a precise flight pattern around the target ship, constantly “weaving” the web beam around it. Creating the full web requires 2-4 (1+1d3) hours. For every 

additional two ships helping weave the web, halve the time needed.

Breaking through a Tholian web, whether fully or partially erected, requires great power and effort. The web has a Resistance of 100; breaking a hole in it large enough for a ship to travel through requires 100 SUs of damage per Size of the ship (thus, a Size 3 ship has to do 300 SUs damage to make a sufficiently large hole in the web). A single Tholian ship can repair damaged web at the rate of 30 SUs per round. (Of course, clever crews may devise other methods to break or disrupt the web than sheer force.)

When the Tholians complete the web, they activate it. It collapses in upon the trapped ship, crushing it. It does 200 SUs damage per round until it destroys the target; only Resistance provides any protection against this damage. The Tholians can automatically deactivate and dissipate the web at any time, if they so desire.

9.10 Threat Assessment/Tracking/Targeting System

Cost: Varies

Known colloquially as the “targeting scanners,” the Threat Assessment/Tracking/Targeting

System (TA/T/TS) is a ship’s tactical sensors and computer package. The Tactical Officer relies on the TA/T/TS in combat in much the same way as the Flight Control officer uses the navigational computer—it helps him do his job better. Different classes of TA/T/TS are available; the better ones make the Tactical Officer’s job easier, but take up more space and require more power to operate. The accompanying table lists types, costs, strength, and benefits of different TA/T/TS systems. The listed bonus applies to the Test Results of Shipboard Systems (Tactical) Tests made to hit a target with weapons, or to cancel out negative modifiers such as those due to size, (Tactical) Tests made to scan a ship for a particular target, and the like. TA/T/TS systems are not cumulative; a ship can only have one in effect.

Ships may have a backup TA/T/TS system if they wish, to take over for the main system if it’s damaged or malfunctions. A backup TA/T/TS occupies 1 SU and provides no Test bonuses. 

In addition to using it to target weapons and assess tactical data, a character may use targeting scanners to obtain a transporter lock on a person or object.

(Cardassian: Cardassian ships use a targeting system similar in most respects to Starfleet’s Threat Assessment/Tracking/ Targeting System (TA/T/TS). Their targeting systems have the same SU and Power

cost.

(However, Cardassian systems enjoy one advantage over their Starfleet counterparts: they include a sophisticated automatic operation algorithm. During periods when the tactical officer cannot focus on every possible target (i.e., in a large battle), the targeting system can fire some of the ship’s weapons, albeit with somewhat less accuracy than the officer could.

(Whenever a Cardassian ship confronts two or more targets, the tactical officer may use an action to activate the semi-autonomous firing system. Once activated, the system checks to determine which target(s) the tactical officer has chosen to fire at, then selects one additional target to fire at by itself. It has an Intellect of 2 and Shipboard Systems (Tactical) of 2 (3). It may fire any weapon on the ship which the tactical officer is not using and which remains capable of firing. The weapon has its normal range, but suffers a +2 Difficulty penalty to its Accuracy to reflect the somewhat inaccurate nature of semi-autonomous targeting. (For example, a weapon with a normal Accuracy of 4/5/7/10 has an Accuracy of 6/7/9/12 when fired by the system.) The system can only fire the weapon once per round and it may not Multifire.

(On the other hand, Cardassian targeting systems sometimes lose targeting locks in multiple-launch situations. If a Cardassian ship makes more than two attacks (with any weapons controlled by the tactical systems) in a round, the Narrator rolls 2d6. If he rolls a 2, the ship loses all targeting locks; the tactical officers must either target enemy ships manually or spend one full round to re-establish all locks.)
Table 9.10: Threat Assessment/Tracking/Targeting System

	Class
	SU
	Strength
	Bonus
	Year

Available

	Class Zero
	3
	6
	0
	1995

	Class Alpha
	6
	7
	0
	2086

	Class Beta
	9
	8
	+1
	2215

	Class Gamma
	12
	9
	+2
	2260

	Class Delta
	15
	10
	+3
	2297

	Class Epsilon
	18
	11
	+3
	2326


9.11 Hull Plating

Cost: 1 x Size

Available: see chart


The earliest defense for most spacefaring cultures is simply hull plating, nothing more than additional layers of physical protection used to stop incoming attacks. Although this raises a vessel’s Protection rating, it doesn’t diffuse damage very well. Vessels can continue using this once Deflector Shield technology becomes available, but it cannot be used with Hull Polarization technology.

Table 9.11: Hull Plating

	Hull Plating
	SU
	Protection
	Threshold
	Available

	Type I
	1 x Size
	7
	-
	-

	Type II
	1 x Size
	8
	-
	2058

	Type III
	1 x Size
	9
	-
	2072


9.12 Hull Polarization
Cost: Varies

Available: 2110


Hull polarization grids are similar to hull plating, both superficially and in effect, and are often the next advance in defensive systems. The hull plates are constructed from ‘smart’ materials so that when a charge is run through the hull the molecules rearrange, taking on a substantially more resilient form. Not only does this make the vessel harder to damage by increasing its Protection rating (and at a fraction of hull plating’s cost), but it can also help distribute damage across the surrounding area. Polarization grids afford a small bit of added protection with their threshold ratings.

Table 9.12: Hull Polarization

	Hull Polarization
	SU
	Protection
	Threshold
	Available

	HPG Mk I
	3
	10
	-
	2110

	HPG Mk II
	4
	10
	1
	2136

	HPG Mk III
	6
	11
	2
	2150


9.13 Deflector Shields

Cost: Varies

Available: 2180


Deflector shields (so called because they deflect energy and physical objects from the shield to save it from harm, not because they have anything to do with the navigational deflector) are a ship’s primary form of defense. They (and related types of technology, such as multiphasic force fields) are fields of highly focused spatial distortion created by shield generators and focused by subspace field distortion amplifiers, within which the generators maintain an energetic graviton field. Shield grids on the exterior of the hull shape the shield to conform to the ship (collectively, the shield grids are referred to as the shield matrix). When energy or physical objects impact the shield, its field energy is concentrated at the point of impact to resist the intrusion. Impacts are accompanied by a quick flash of Cerenkov radiation which

humanoids perceive as a flash of colored (blue for Starfleet shields, sometimes different colors for other species’s shields).

Shields are activated, or “raised,” whenever threats to the ship become apparent. This could be an enemy attack, potentially dangerous emissions from a nearby star, or the presence of some enormous spacefaring creature. Shield modulation frequencies shift at random to prevent an enemy from adjusting the frequency of its weapons to penetrate the shield without resistance (on the other hand, adjusting the shields to match the frequency of a weapon can strengthen them against it). Raised shields interfere with sensors, so shield frequency rotation creates electromagnetic “windows” to which sensors automatically recalibrate to minimize this effect. (In game terms, shields without such windows impose a -1 die penalty on all

Shipboard Systems (Sensors) Tests (minimum of 1 die is still rolled); Tests made when windows exist are rolled normally.) Often, however, Silent Running mode comes into effect when shields are raised, so only passive sensor use is allowed anyway. Shields completely block transporters; no one can transport onto or off of a ship whose shields are raised. 

Shields also interfere with warp travel. Software which controls warp drive and shield operation compensates for this effect. Without such measures, use of shields reduces a ship’s Standard, Sustainable, and Maximum warp speeds by one-third.

Shields would interfere with outgoing attacks, except that Starfleet has anticipated and corrected

for these problems. Torpedoes are equipped with shield transponders which allow them to pass through the shields unimpeded. (It might be possible to interfere with the transponder’s signal, causing a torpedo to strike the inside of a shield and explode, but no workable means has yet been developed to take advantage of this idea.) Beam weapons’ frequencies are set by the tactical computers to match that of the shields,

so they pass through unhindered. (Theoretically, a ship could gauge another ship’s shield frequency by sensing the frequency of outgoing beam weapon attacks, but rapid shield frequency changes during combat generally eliminates any chance of making practical use of this theory.) 

TOS-era tactical systems do not synchronize beam weapon and shield frequencies as smoothly as those of the 24th century, resulting in some degradation of beam weapon strength as the beam passes through the shield barrier. When a ship has its shields raised, reduce the damage caused by its beam weapons by 5 points. Early EM fields (prior to 2180) could only provide the barest protection from micrometeoroid impacts and ionization. They provided 0 Threshold protection and generally collapsed completely upon total shield degradation (i.e., cannot be recharged).
Every ship has four shields: Forward, Aft, Port, and Starboard. Each one is paid for separately in terms of SUs; each shield must have the same characteristics (the Aft shield cannot be weaker than the Forward shield, for example). Each shield provides a certain amount of Protection, rated in terms of a number of points. Each attack reduces the amount of defense provided; when Protection reaches 0, the shield collapses and the ship is vulnerable to attack on that one side. Each shield has a Recharge rating which indicates how long it takes for it to return to full strength after collapsing or being turned off.

However, even while shields remain intact, some damage manages to “leak” through them from some attacks. This reflects concussion damage to the ship from extremely strong attacks, sudden changes of inertia, and other factors. Each shield generator incorporates a subspace field distortion amplifier which provides the shield with a Threshold rating. Threshold indicates the point at which damage leaks through

the shield. For example, if a shield has a Threshold of 200, an attack which does 230 points of damage will leak 30 points through to affect the ship. Hull Resistance offers defense against “leaked” damage. A ship’s Threshold cannot exceed one-third of its full normal Protection except in certain circumstances (for  example, if a shield offers Protection 600, its Threshold cannot be higher than 200).

(Cardassian: Remember that ships with embedded warp nacelles receive a bonus to their shields’ Protection and Threshold.

(Cardassian ships sometimes suffer from shield overload when their shields come under heavy attack. If a shield loses Protection equal to or greater than three times its Threshold in a single round

(whether from one attack, or multiple attacks), the Narrator rolls 2d6. On a 2, the shields collapse entirely (the attacks which collapsed them do not cause any further damage to the ship). The crew must cycle them through their recharge period before it can activate them again.)

The accompanying table describes the various types of shield equipment, their SU costs, and their effects. Each type of equipment— shield generator, shield grid, subspace field distortion amplifiers, and shield recharging system —must be purchased once per shield (i.e., four times). 


Table 9.13a: Shield Generators

	Shield

Generator
	SU1
	Protection

	Class 0
	1.5 x Size
	10 – 50 

	Class 1
	1 x Size
	10 – 200 

	Class 2
	2 x Size
	210 – 400 

	Class 3
	3 x Size
	410 – 600 

	Class 4
	4 x Size
	610 – 800

	Class 5
	5 x Size
	810 – 1000 

	Class 6
	6 x Size
	1010 – 1200 

	Class 7
	7 x Size
	1210 – 1400 


Note 1: The base SU cost listed in the table indicates the SU cost for the lowest figure in the “Protection” column—for example, 810 Protection for a Class 5 generator. For each +50 Protection (or fraction thereof) beyond that, the generator costs an additional +1 SU. Thus, a top-of-the-line Class 5 generator, which provides 1000 Protection, costs (5 x Size) + 4 SUs.

Table 9.13b: Shield Grids

	Shield Grid
	SU
	Increase
	Year Available

	Type 0
	0
	0
	2180

	Type A
	0.5  x Size
	25%
	2215

	Type B
	1 x Size
	33%
	2245

	Type C
	2 x Size
	50%
	2279


Table 9.13c: Maximum Shield Protection Levels

	Maximum Shield Protection
	Year
	
	Maximum Shield Protection
	Year

	40
	2180
	
	750
	2296

	100
	2215
	
	800
	2301

	150
	2219
	
	850
	2304

	200
	2227
	
	900
	2310

	250
	2232
	
	950
	2311

	300
	2245
	
	1000
	2317

	350
	2259
	
	1050
	2326

	400
	2264
	
	1100
	2334

	450
	2271
	
	1150
	2341

	500
	2277
	
	1200
	2351

	550
	2287
	
	1250
	2355

	600
	2288
	
	1300
	2364

	650
	2294
	
	1350
	2371

	700
	2295
	
	1400
	2376


Table 9.13d: Distortion Amplifiers

	Distortion Amplifiers
	SU
	Threshold
	Year Available

	Class Alpha
	1 x Size
	10 – 50 
	2180

	Class Beta
	1.5 x Size
	60 – 100 
	2217

	Class Gamma
	2 x Size
	110 – 150 
	2247

	Class Delta
	2.5 x Size
	160 – 200 
	2280

	Class Epsilon
	3 x Size
	210 – 250 
	2298

	Class Zeta
	3.5 x Size
	260 – 300 
	2304

	Class Eta
	4 x Size
	310 – 350 
	2312

	Class Theta
	4.5 x Size
	360 – 400 
	2339

	Class Iota
	5 x Size
	410 – 450 
	2358


Table 9.13e: Recharging Systems

	Recharging System
	SU
	Recharge Speed
	Year 

Available

	Original Type
	0
	75 seconds
	2180

	Improved Type
	0
	60 seconds
	2245

	Class 1
	0.5 x Size
	45 seconds
	2271

	Class 2
	1 x Size
	40 seconds
	2370

	Class 3
	1.5 x Size
	35 seconds
	2372

	Class 4
	2 x Size
	30 seconds
	2376


9.14 Backup Shield Generators

Cost: Varies

Available: 2298


Most ships have multiple backups for their shield generators, to ensure that they can maintain some form of defense if the main generators are damaged or malfunction. Each backup generator costs 0.25 x Size (minimum of 1 SU per backup generator); a ship must have at least 1 backup generator for each of its four shields (if it has any). 

A backup shield generator functions only when its main shield generator cannot work for some reason (typically, because of damage suffered in combat). When that occurs, the backup generator activates immediately to maintain the shields at their current Protection and Threshold, or a maximum of two-thirds of the shields’ normal Protection and Threshold, whichever is lower. If the shield has already been reduced

to 0 Protection, activating the backup generator has no effect—the shield systems’ capacity for creating and maintaining the shield is too stressed and/or damaged to generate another shield until the normal Recharge period has passed (or the crew effects repairs).

9.15 Multiphasic Shields

Cost: same as per normal shields

Available: 2369


Developed in 2369 by a Ferengi scientist, Dr. Reyga, the metaphasic shield generates overlapping 

low-level subspace fields. This causes anything within those fields to partially enter subspace, which provides a high level of protection against phenomena in normal space. 

Metaphasic shields have the same SU cost as normal shields. However, their Protection and Threshold are triple that of a normal deflector shield. Among other things, this allows a ship with a metaphasic shield to safely enter and spend time in the coronae of stars. (For obvious reasons, metaphasic shields can significantly unbalance a Star Trek roleplaying game series; Narrators should be very, very cautious about allowing players to have metaphasic shields for their ships.)

9.16 Multi-Spectral Shields

Cost: see Recharging System table (above)

Available: 2370


This type of shield, available from 2370 on, uses multiple spectrums of energy, thus enabling the shields to recharge more quickly. To simulate them, buy a Class 2 or higher Shield Recharging System.

9.17 Regenerative Force Fields

Cost: Varies

Available: 2374


Starfleet’s latest advance in the field of defense technology is the regenerative force field, also known as regenerative shielding. Its name derives from the fact that it has the ability to “repair” itself when damaged. A regenerative force field siphons off some of the incoming energy of an attack into a field storage chamber, then uses that energy to recharge and strengthen itself, making it very difficult to ever completely collapse it.

When a regenerative force field loses any Protection to an attack (or other cause), beginning

in the next round each shield can “regenerate” points of the lost Protection until its Protection is once again at full strength (it cannot regenerate additional Protection beyond its full normal Protection). The number of points it regenerates each round depends upon the type of shield regenerator purchased (see accompanying table), but cannot exceed the number of points of Protection lost to previous attacks. For example, if a Class 4 shield regenerator suffers 30 points of damage from an attack, it can only regenerate 30 points, not 50. However, if previous attacks during that combat had caused it 278 points of damage, it could keep regenerating at the rate of 50 Protection per round until it was back at full strength, even if the prior round’s attack only did 30 points of damage. Regeneration, and the associated Power cost, occurs per shield, not for all shields at once.

Regeneration ceases to occur if the shield collapses; however, all regenerative force fields automatically have Recharge rates of only 20 seconds (so there’s no need to buy a separate recharge system). Shield generators, grids, and subspace field distortion amplifiers are bought as normal. Normal shield rules otherwise apply. A regenerative force field can only regenerate up to its full normal Protection.

To buy regenerative shielding for a ship, you must buy it for each of the ship’s four main shield generators (you cannot build a ship which has, say, one regenerative shield and three normal shields). The backup shield generators automatically tie into the regeneration system; players do not have to purchase separate regenerators for them.

At present, regenerative force fields are found on only the most advanced vessels, such as the U.S.S. Prometheus. Due to technical and economic reasons, it will likely take some time before substantial numbers of Starfleet vessels are equipped with them.

Table 9.17: Regenerative Force Fields

	Regenerator
	SU
	Protection

per Round

	Class 1
	3 x Size
	20 points

	Class 2
	4 x Size
	30 points

	Class 3
	5 x Size
	40 points

	Class 4
	6 x Size
	50 points


9.18 Covariant Shields

Cost: 3 x Size (+ normal shield systems)

Available: 2376


Covariant shields use an advanced, tetryon-based technology. They work like normal shields, but with one additional benefit: they interfere with sensors. They have the same effect as a sensor-reflective hull when active. They cost 3 x Size in SUs in addition to the normal SU cost of the shields. As of the available time, they are not in use by the Federation.

9.19 Auto-Destruct System

Cost: 1 x Size


Starfleet vessels contain a lot of advanced technology and sensitive data. To prevent any of it from falling into enemy hands, all Starfleet vessels are equipped with auto-destruct systems. The auto-destruct system is designed to function even if the main computer and most other systems are disabled or destroyed.

The primary auto-destruct system involves releasing all safety interlocks on the warp engine system and expelling the matter and anti-matter simultaneously. The resulting explosion is roughly equivalent to 1,000 Type II photon torpedoes. The secondary system (the primary system for a separated saucer module) is used when command links to the engine systems have been severed. It involves ordnance packages (placed in strategic locations throughout the ship) and an overload of the fusion reactors. It causes

an explosion roughly the same as 500 Type II photon torpedoes. Either explosion is sufficient to destroy the ship and all of its key systems completely, kill everyone aboard, and deny an enemy any useful technology or data. Ships near the exploding vessel take 2d6 x 2,000 points of damage if they’re within 1 Movement Unit; 2d6 x 1,000 points of damage within 2 MUs; and 1d6 x 1,000 points of damage within 3 MUs.

Activating the auto-destruct system requires verbal commands from both the captain and executive officer (unless the computer acknowledges one of them as dead). After the computer confirms the executive officer’s order and the captain informs it of the desired interval until destruction, the computer begins a verbal and visual countdown. The captain or executive officer can abort the destruct sequence at any time with a voice command.

9.20 Klingon Targeting Periscope

Cost: 3 SUs for most; 10 SU for ships equipped with a Class Delta TA/T/TS or better

Some Klingon ships, such as the older D12 variant of the B’rel-class Light Warship, have special

targeting “periscopes” which allow the user (typically, the captain) to fire the ship’s weapons with greater accuracy. The periscope lowers itself in front of the user’s chair until its bottom viewport becomes level with the user’s eyes; it takes one round for the periscope to deploy. Once deployed, it provides a +1 bonus to the vessel’s Shipboard Systems (Tactical) Tests to hit targets. However, because it requires the user’s complete attention, he suffers a -1 Test Result penalty on all other Tests he makes in any round in which
he uses it (except for initiative Tests). 

A ship may have more than one targeting periscope, but can never receive more than a +1 Test Result bonus from them regardless of how many scopes it has.
10.0 Auxiliary Spacecraft Systems


In many cases, a starship, particularly one which lacks atmospheric capability, needs a host of auxiliary craft such as shuttlecraft, runabouts, Work Bees, and the like to accomplish its missions.

10.1 Shuttlebays

Cost: 2 x total Size of all stored ships


Generally, auxiliary craft are kept in shuttlebays, large, open areas equipped for launching, repairing, and storing small ships. Ships access shuttlebays through enormous doors (exterior made of triple-layered duranium, interior of lightweight neofoam sheeting in an expanded tritanium framework). In the 24th century, when the doors are open, atmospheric integrity is maintained with an annular force field. Small, short-range tractor beams assist with ship landings. A Flight Deck Officer operates a shuttlebay from its control booth.

A shuttlebay occupies a lot of space. To buy one, decide how many ships you wish to store in it, then add up all those ships’ Sizes. Multiply the total by 2 to determine how many SUs the shuttlebay occupies. A starship may only keep ships of Sizes 1-2 (and, rarely, Size 3) in a shuttlebay.

Players and Narrators should use common sense when creating shuttlebays. Size 3 ships should not carry other Size 3 ships in their shuttlebays; that simply doesn’t make sense. Most scouts should not carry a large complement of shuttles. The accompanying tables provides some guidelines for shuttle complements for various types of ships.

Table 10.1a: Suggested Shuttle Complements

	Ship Type
	Pre-24th c.
	24th c.

	Courier
	0
	0 – 1

	Cruiser
	1 – 4 
	25 – 40

	Escort
	0 – 1 
	0 – 3

	Explorer
	2 – 10 
	35 – 45

	Frigate
	1 – 3 
	20 – 30 

	Medical
	1 – 3 
	5 – 12 

	Research
	1 – 4 
	5 – 18

	Scout
	0
	0 – 2 

	Surveyor
	1 – 5 
	5 – 18 

	Transport
	0 – 1
	0 – 2


Table 10.1b: Suggested Shuttle Complements (Cardassian)

	Ship Type
	# Shuttles

	Battleship
	35-60

	Courier
	0-1

	Cruiser
	25-45

	Destroyer
	0-10

	Escort
	0-2

	Frigate
	15-25

	Medical
	2-10

	Research
	3-12

	Scout
	0-1

	Surveyor
	5-15

	Transport
	0-2

	Warship
	25-40


Table 10.1c: Suggested Shuttle Complements (Klingon)

	Ship Type
	# Shuttles

	Battleship
	30-60

	Courier
	0-1

	Cruiser
	22-40

	Destroyer
	0-12

	Escort
	0-3

	Frigate
	10-30

	Medical
	1-11

	Research
	1-12

	Scout
	0-1

	Surveyor
	5-10

	Transport
	0-2

	Warship
	25-45


10.2 Captain’s Yacht

Cost: 10

Available: 2304


Many large ships, such as Explorers and Cruisers, have a special auxiliary ship known as the captain’s yacht. Typically stored in a “notch” on the underside of the saucer structure, the captain’s yacht serves primarily to escort diplomatic personnel and the like, though it can be used for any mission a runabout or shuttle could perform.
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