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Starfleet Overview
 Starfleet is a deep-space exploration and defense force main-
tained by the United Federation of Planets.  Starfleet’s primary goals are 
to expand the Federation’s knowledge about the galaxy and its inhabit-
ants, advance the Federation’s scientific understanding and technologi-
cal acheivements, the military defense of Federation space, and practice 

Federation diplomacy.
 Due to these goals, Starfleet frequently encounters cultures and species 
previously unknown, requiring Starfleet officers to act as representatives.  Starfleet 
vessels also often ferry ambassadors on distant diplomatic assignments, spread-
ing the Federation’s goodwill.  Likewise, scientists are common passengers on 
missions of extended research and experimentation.
Timeline
c. -850:  Vulcan monastery on P’jem is built.
c. 350:  Vulcans engage in destructive wars that leads to the Time of Awakening.
c. 850:  Kahless unites the Klingon people.
c. 1500:  Second Klingon Dynasty.
c. 1850:  Vulcans resume interstellar travel and exploration.
c. 1950:  First contact between Vulcans and Andorians.  Results in border wars.
2053:  World War III ends on Earth.
2063:  First Contact between Humans and Vulcans.
2097:  First Vulcan-Andorian treaty signed.
2103:   Martian colonies settled.
2104:  Andorians establish contact with mythical Aenar.
2112:  Vulcans accuse Andorians of incursion on Weytahn, in violation of treaty.
2113:  United Earth Government is formed.
2137:  Katric ark of Surak found on Vulcan.
2151:  First Contact between Humans and Klingons and Humans and Andorians.
2152:  Vulcan-Andorian cease fire.
2153:  Earth attacked by Xindi probe.
2156:  Romulan-Earth War begins; no face-to-face contact is ever made.
2160:  Romulan Neutral Zone established with ending of Romulan-Earth War.
2161:  United Federation of Planets formed.
2172:  New World Economy formed and physical cash on Earth is abolished.
2215:  Starfleet begins development of photon torpedoes.
2223:  Federation-Klingon hostilities begin.
2233:  USS Kelvin destroyed while surveying a black hole; all hands lost.
2243:  Duotronic computer invented and becomes Starfleet’s standard computer.
2256:  Starfleet’s first surveyor/cruiser, Antares-class, construction begins.
2262:  Captain Christopher Pike is given command of USS Solace.
2266:  Current year.
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Known Universe
 Starfleet resides within the Milky Way Galaxy.  The Milky Way 
Galaxy is approximately 100,000 light years in diameter and holds 
roughly 400 billion stars.  The galaxy is made up of three major parts:  
the core, the disc, and the halo. 

 The core of the galaxy is actually a supermassive black hole labeled 
Sagittarius A*.  The disc is comprised of stars and interstellar dust that make up 
the circular form.  The halo consists of primarily of older stars that orbit in globu-
lar clusters.  
 For interstellar navigation, the galaxy is divided into four regions called 
quadrants:  Alpha, Beta, Gamma, and Delta.  It is estimated by Federation projec-
tions that 1-in-43,000 planets has the potential to maintain sentient life.  With 
over 300 million possible Class-M planets, the galaxy is teeming with alien life.
Relations

Diplomatic Corps has done an exemplary job of presenting itself to others.  
Andorians, Betazeds, Bolians, Caitians, Humans, Tellarites, Trill, Vulcans, and 
others now comprise the United Federation of Planets.
 The Federation does have its enemies, however.  Klingons, Romulans, 
and Xindi have all, at one time or another, had hostilities.  The Xindi threat has 
been expunged, and the Romulans a tense silent stance.  The Klingon Empire 
still wages war with the Federation.
 Such a positive record of relations is due to Starfleet’s officers.
Officer Material

 With life so abundant in the Milky Way Galaxy, it is in 
the Federation’s best interest to maintain, at least, cordial 
relations with galactic neighbors.  Unfortunately, all that life 
means a myriad of cultures, not all of which could possibly get 
along; conflict is inevitable.  Fortunately, the Federation’s 

 Starfleet puts only its best and 
brightest officers onto their starships, 
sending only their keenest representatives 
into space.  Starfleet officers are among the 
most trained and talented individuals to ply 

Starfleet Ranks
Fleet Admiral
Admiral
Vice Admiral
Commodore
Captain
Commander
Lieutenant Commander
Lieutenant
Lieutenant Junior Grade
Ensign

the spacelanes, and with good reason.  
 Whether environmental or situational, the trials 
and hardships faced by a Starfleet officer on nearly a daily 
basis are experienced by Federation civilians only via the 
media.  As such, a certain degree of confidence and ego 
are anticipated from Starfleet officers, an attitude only 
begrudgingly tolerated by most citizens.
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Engineering
 Starfleet starships are complex vessels operating on advanced 
theories and technologies.  The engineers of Starfleet have the daunting 
responsibility of making theories a reality and maintaining technology.  
Engineers maintain warp engines, transporters, computers, environmen-
tal and weapons systems, and a myriad of other systems that make 

life aboard a starship possible.
Warp Propulsion and Power
 The primary source of power, as well as propulsion, aboard a Starfleet 
starship is the warp drive.  By tapping the energy release from controlled matter-
antimatter combinations, warp drives are capable of producing amazing amounts 
of power.
 The warp core assembly, placed in a horizontal structure, injects matter 
(deuterium) in one end and antimatter (anti-deuterium) in the other.  Magnetic 
suspension keeps the two from contacting until the proper moment.  Magnetic 
constriction aligns the matter and antimatter streams, forcing them into the 
matter/antimatter reaction chamber (M/ARC).
 The M/ARC contains a dilithium crystal, the only known substance that 
does not react to antimatter when exposed to a high-frequency magnetic field.  
Dilithium crystals degrade with use, however, so periodic replacement is neces-
sary.
 Inside the crystal, the matter and antimatter collide.  The crystal channels 
the resulting plasma into power trasfer conduits.  The conduits carry the energy to 
the warp nacelles, where it is then fed into warp coils.  The coils then emit nested 
subspace fields, and by shifting the fields frequencies, the nacelles generate 
faster-than-light propulsion.  Currently, Starfleet vessels can safely attain a 
maximum speed of warp factor 8.
Transporters
 Transporters allow for instantaneous transportation of material from one 
point to another.  The destination must be within 26,000 km and the target is not 
enveloped in deflector shields, cloaked, or within a field of intense matter or 
energy interference.
 The process converts matter into energy and then opens a subspace 
tunnel between the two distant points, effectively “teleporting” between point A 
and point B.  The entire process takes about five seconds.  A transporter buffer 
acts as a safety measure if something blocks the destination point prior to arrival.
Computer Systems
 Starship computers are complex, capable systems that contain hundreds 
of thousands of duotronic circuits.  Each circuit can store 1.07 kiloquads of data 
and can transmit requested data throughout the vessel in nanoseconds.  While a 
ship’s computer is not an artificial intelligence, they are capable of maintaining 
basic starship functions during non-emergency situations.
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Flight Control
 Flight control officers, divided into two stations (helm and 
navigation), pilot Starfleet vessels through the vastness of space.  They 
monitor critical ship systems:  navigational deflectors, intertial dampen-
ing systems, and subspace field geometry during warp flight.  Sent to 

explore new worlds, flight control (also known as the “conn”) might adjust orbit 
to obtain better sensor readings or provide an away team with assistance.  Sent 
to observe celestial phenomena -- a supernova, nebula, wormhole, or collapsing 
planet -- the flight control officers keep an eye out for danger should conditions 
rapidly change.  In battle, the flight control officers work closely with the tactical 
officer to plot intercept courses, perform evasive maneuvers, or patrol a region.
Helmsman Station
 The conn allows the helmsman to chart a course from one point to 
another, access propulsion systems, engage in offensive or evasive maneuvers, 
and monitor the inertial damping field (IDF).  Without the IDF, sublight and 
warp speeds would destroy everyone and everything within a starship.  The IDF 
generates a counterforce that keeps those aboard a ship safe during maneuvers 
and hazardous situations.  Some situations, such as combat, introduce altera-
tions in speed, vector, or acceleration that occur too quickly for the IDF to fully 
compensate.
Warp Factors
 Starfleet’s vessels travel at incredible speeds, but in sublight and trans-
luminal velocities.  Starships have a safe cruising, maximum, and emergency 
warp speed listing.  Cruising speeds are the vessel’s comfortable travel rate.  
Maximum velocities cause minimal strain on the starship’s engines but should 
only be maintained for as long as necessary.  Emergency speeds place a great 

 Warp Speeds
 X Speed    Time to Travel 
 of  400k km 12mil km 5ly 20ly
Speed Light KMH Earth/Moon  Across Sol Nearby Star Across Sector

Standard 
Orbit .00001 9600 42 hrs 142 yrs 558,335 yrs 2 mil yrs
Impulse .25 270 mil 5.38 sec 44 hrs 20 yrs 80 yrs
WF 1 1 1 bil 1.34 sec 11 hrs 5 yrs 20 yrs
WF 2 10 11 bil .13 sec 1 hr 6 mnth 3 yrs 
WF 3 39 42 bil .03 sec 17 min 2 mnth 1 yr
WF 4 102 109 bil .01 sec 7 min 18 dys 2 mnth
WF 5 214 229 bil .0063 sec 3 min 9 dys 1 mnth
WF 6 392 421 bil .0034 sec 2 min 5 dys 19 dys
WF 7 656 703 bil .002 sec 1 min 3 dys 11 dys
WF 8 1024 1.1 tril .0013 sec 39 sec 2 dys 7 dys
WF 9* 1516 1.62 tril .0009 sec 26 sec 1 dy 5 dys
WF 10* 3053 3.27 tril .0004 sec 13 sec 14 hrs 2 dys
*Theoretical warp factor velocities only, not attainable by any known vessel 
 

deal of 
stress on 
the struc-
ture and 
engines of a 
s t a r s h i p , 
o f t e n 
sustainable 
for short 
periods of 
time.
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Intelligence
 Starfleet Intelligence is a covert, fact-finding, and threat assess-
ment branch of the Federation.  Starfleet Intelligence (often referred to as 
S.I.) employs officers for field work, many times in undercover assign-
ments.  S.I. agent duties routinely include scouting of potentially danger-
ous space, reconnisance of enemy space, and classification of enemy 

ships. Starfleet Intelligence also maintains a small number of operatives, and 
counter operatives, within the goverments of threat and potential threat races. It 
also assists Starfleet sciences in pre-contact study of cultures, and is responsible 
for the analysis of potentially dangerous cultures posessing warp travel. Starfleet 
intelligence reports have helped avert many misunderstandings in this capacity.  
S.I. agents have three typical mission types:  assessment, counterintelligence, and 
infiltration.
Assessment
 Assessment missions are similar to scientific assignments; their origins 
often find root with an anomaly, such as a vanished agent, rumor of sabotage, 
political shakeup, and the like that requires expert analysis.  Sometimes, an S.I. 
agent on an assessment mission may be inserted under the cover of another 
mission, such as a scientific or diplomatic assignment.  The key to assessment 
missions are data and discovering anomalous patterns.
Counterintelligence
 A counterintelligence mission is one that thwarts an intelligence (or 
military) mission of a foreign power or internal radical group.  Many times an 
assessment operation becomes a counterintelligence mission halfway through.
 Counterintelligence missions require initiative; if Starfleet were already 
aware of the situation, they would have sent someone else to handle it.  In speed 
and complexity, they resemble emergency operations, but in solution they often 
become tactical missions.  With counterintelligence missions, decisive and 
correct use of force is often central to success.
Infiltration
 An infiltration mission calls on a S.I. agent to covertly (or under false 
pretenses) enter a dangerous or interdicted location, perform some action, and 
exfiltrate or escape, ideally unnoticed by the opposition.  Performing an infitration 
mission requires a solid plan, and inspired inspiration when those plans inevitably 
fall apart.  Like diplomatic missions (which have surprising similarities), keeping 
mission goals in mind and not being distracted by personalities are the key to 
limiting complications.  Often, infiltration missions are classic force multiplier 
situations where a single landing party does more good than a whole starship 
crew.
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Medical
 Starfleet medical officers are scientists who specialize in 
preserving health and treating disease.  Many apply their talents directly 
by treating injuries and healing the sick.  Others perform research, as any 
other scientist, searching for cures to disease, new methods of 
treatment, and studying alien life forms.  Starship medical officers often 

confront exotic maladies, from psionic infections to rapid aging diseases, and find 
themselves on the forefront of disease outbreaks.  Additionally, Starfleet medical 
officers are responsible for researching new life.  With their responsibilities, 
Starfleet medical officers find themselves present with nearly every away team.
Medical Facilities (Sickbay)
 Every Starfleet vessel has medical facilities (referred to as sickbays) 
where injuries and illness are handled.  A typical sickbay includes a medical clinic 
for routine examinations and minor treatments, an intensive care unit, and one or 
more research laboratories.  The staff in a sickbay can treat minor illnesses and 
injuries, including broken bones, in just a few minutes using advanced technolo-
gies and methodology.  More serious ailments may require surgery, drug or nanite 
therapy, or other sophisticated procedures.
 Sickbay’s ICU contains one or more biobeds which are equipped with 
sensitive bio-sensors providing up-to-the-second data on a patient.  Force fields 
can be placed to isolate sections of sickbay, as needed.  If surgery is required, the 
doctor can attach a surgical support frame (SSF) to a biobed.  The SSF contains 
advanced bio-sensors, a bioregenerative field emitter, and tools to assist the 
doctor with surgery.
Medical Equipment

minor injuries or illnesses without the need of sickbay.  A dermal regenerator 
stitches up mild lacerations in seconds.  A hypospray enables the medical officer 
to deliver drugs, serums, and medical nanoprobes into patients with ease.

Sample Hypospray Agents
Anesthezine:  powerful anesthetic
Chlormydryde:  injury stabilizer
Delactovine:  regeneration boost
Hyronalin:  radiation cleanser
Kayolane:  sedative
Melorazine:  powerful sedative

 Starfleet medical officers in the field 
have three primary tools of their trade:  medical 
kit (sometimes referred to as a medikit or even a 
medical tricorder), dermal regenerator, and 
hypospray.
 The medical kit is an advanced first aid 
kit, enabling the medical officer to treat most 

Sample of Known Diseases
Correlium Fever:  blue-black mottling of the skin, fever, numbness in extremities; 
paralysis and death.
Paranisti Measels:  purple bumps, chills; eventual death.
Sakuro’s Disease:  flu-like symptoms, weakness; death.
Xenopolycytheia:  rapid proliferation of red blood cells causing poor oxygen distribu-
tion, weakness; eventual death.
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Operations
 Possessing consumate technical skills, operations officers deal 
with practical solutions to immediate problems.  Each officer specializes 
in a particular field, often defined by the system they operate or their 
function as part of the crew.  Communications officers handle radio 
traffic.  Operations officers montior power distribution.  Transporter 

operators beam passengers and cargo to and fro.  Without operations officers 
(often called ops officers), a ship would have a difficult time functioning.
 As experts in their chosen fields, ops officers are called on to apply their 
skills wherever they are needed.  On a planet’s surface, they may be needed to set 
up, operate, and maintain specialized equipment.  Surveying stellar events, they 
might be required to calibrate and correlate sensor data.  
Sensors
 Starships are equipped with dozens of different types of sensors that 
function as its “eyes and ears”.  They detect thousands of phenomena and 
substances, ranging from subspace variations to asteroid fields and approaching 
starships.  As such, they are crucial to almost all mission profiles, particularly 
those focusing on scientific or military pursuits.  Sensors cannot, however, detect 
everything at once.  Ops officers are needed to calibrate, and recalibrate, the 
sensors as needed.  Sensors come in three general types:  long-range, lateral, and 
navigational.
 Long-range sensors work at a range of five lightyears for a high-
resolution scan, or 12 to 17 lightyears for a medium- to low-resolution scan.  They 
cover a 45° arc forward of the ship.  Long-range sensors operate at superluminal 
speeds approaching warp factor 9.9997.  They can detect solid objects, gravimet-
ric and energy phenomena, subspace emissions, thermal and neutrino images, 
and variations or fluctuations within nearly any occurrence.
 Lateral sensors are located along the sides of a starship in “pallets”.  
They detect objects all around a vessel, but only out to a range of approximately 
one lightyear.  As such, they are of little use when traveling at warp speeds.  At 
impulse speeds, lateral sensors facilitate scientific research and during combat 
they allow the ship to locate and track enemy vessels.  The standard Starfleet 
lateral sensor pallet includes EM scanners, subspace imagers, thermal sensors, 
and several other detectors.  If needed, an ops officer can replace a standard pallet 
with a more specialized version for a specific mission.

Probes
Starfleet often employs 
probes for extended 
sensory input.  These 
are remote guided and 
can carry specialized 
sensors.

 Navigational sensors link with the navigational 
computer and conn to help plot a starship’s course 
through space.  Optimized to detect navigational markers 
such as chronometric relays, navigational beacons, 
pulsars, quasars, and other objects programmed into the 
ship’s computer, nav sensors make it easier for the flight 
control officer to keep a ship on course.
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Psychoanalysis
 Starfleet psycholanalysis officers (called counselors) are a sub-
branch of Starfleet science and are responsible for the emotional and 
mental well-being of a starship’s crew, particularly the command crew.  
Due to the nature of extended space missions -- separation from home 
and loved ones, the stress of the unknown and the hazards of space -- 

they provide guidance.  Counselors provide invaluable insight and advice during 
first contact and diplomatic missions.
Crew Mental Health
 Space is a stressful environment, both in the unknown and in what is 
known.  Add the sheer power at the hands of a Starfleet starship crew’s fingertips, 
and the necessity of a ship’s counselor becomes immediately apparent.  Starfleet 
cannot afford to have trigger-happy, overly aggressive captains, just as they cannot 
allow crewmembers to become despondant and detached. There is a fine line 
required in a starship crew’s mentality and outlook, one that balances awareness 
and eagerness to act with patience and the value of observation.
 While all counselors rely on training and behavioral patterns to discern 
deception and motivation, many counselors come from species gifted with empa-
thy, or even telepathy.  The invasive probing of thoughts is illegal without provoca-
tion, but the passive absorption of emotional “aura’s” can be quite beneficial 
when noting a commanding officer’s desire and intent.  These becomes particu-
larly vital during first contact situations, where a misinterpreted action can lead 
new meetings to states of war.
First Contact
 One of Starfleet’s chief tennents is the seeking of new life.  First contact 
missions have that tennent as a central focus.  The term “first contact” refers to 
the first official meeting between official representatives of different governments 
or species.  Because every first contact situation differs from others, there is no 
hard and fast ruling on how to handle any given development.  Starfleet counsel-
ors are essential in guiding initial meetings, ensuring that actions are handled 
with care and precision, and that cultures and practices are observed and 
respected.
 Because of the volatile nature and mutlitude of potentially unknown 
variables, Starfleet often advises that first contact be reserved until a culture has 
been properly observed, their behaviors understood (at least a bit) and their 
progress have involved the development of transluminal transportation.  It is 
believed that by limited official first contacts to such cultures, that they are better 
prepared to accept their role as a member within a much larger galactic commu-
nity.  Of course, not every culture develops with the same degree of maturity or 
comprehension.  Similarly, due to the nature of Starfleet exploration, some first 
contacts can occur prior to any significant level of preparation.  Again, this is 
where the counselor’s insight and advice prove invaluable.
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Science
 Starfleet science officers oversee scientific investigations and 
provide scientific information necessary to make command decisions.  
Science officers are responsible for observing and theorizing explana-
tions for strange or seemingly unexplainable circumstances.  Science 
officers are often responsible (along with sensor officers) for reading 

and interpreting starship sensor data.  A general survey away team requires the 
direction of a science officer.  Science officers are required to keep a starship’s 
senior staff appraised of all observations, reports, and speculations that poten-
tially compromise the safety of their vessel.
Science Laboratory
 Science laboratories are not located on every Starfleet vessel, although 
they are becoming a more common occurrence.  Laboratories can be generalized 
in capabilties, enabling extensive investigative research regarding samples and 
gathered data.  On some vessels, however, laboratories are more specialized, 
depending upon the role of the starship.  
Science Duty Station
 Located on the bridge, the science duty station acts as a remote labora-
tory and back-up sensor station.  It allows access to the ship’s computer library 
and enables the science officer to correlate data.  It is the science officer’s respon-
sibility to properly inform an away team of the kind of environment they will be 
entering, providing them with as much preparatory education as possible.

Spectral Class
Type O:  Blue stars.  Rapidly consume fuel and burn out in a few million years, before the formation 
of planets.  Only exist in supergiant or dwarf sizes.
Type B:  Blue-white stars.  Even the smallest possess 10x the mass of Sol.
Type A:  White stars.  Typically possess metal-rich gas envelopes and have a greater chance of 
mineral-wealthy planets and moons.  Generally attractive to miners and pirates.
Type F:  Yellow-white stars.  Typically twice the mass (or more) of Sol, Class-M planets orbit twice 
as far away.
Type G:  Yellow stars.  Sol is a common example.  Ideal for most forms of humanoid life.  
Type K:  Orange stars.  Life-supporting with lower radiation.  Planets have thinner atmospheres.
Type M:  Red stars.  Burn slower than other stars and, therefore, account for two-thirds of stars.
Type D:  White dwarfs.  Lack interior luminosity, but have glowing hydrogen “atmospheres”.
Planetary Classification
Class-D:  Small, rocky planet.  Asteroids, very small moons.
Class-F:  Rocky planet.  Similar to Class-D, but larger.  Luna and other moderate to large moons.
Class-G:  Small, low-gravity world with atmospheres unbreathable by most lifeforms.  Pluto.
Class-H:  Extremely dry planets, but habitable with water sources.  Mars prior to terraforming.
Class-J:  “Jovian” gas giants.  One of the most common planetary classifications.  Jupiter.
Class-K:  Gravity comparable to Earth’s, but atmosphere is unbreathable.  Venus.
Class-L:  Small, rocky world with oxygen-argon or carbon dioxide atmosphere. 
Class-M:  Small, rocky world with oxygen-nitrogen atmosphere.  Habitable.  Earth.
Class-T:  Gas giant with major orbital ring.  Subclass of Class-J.  Saturn.
Class-Y:  “Demon World”.  Exceptionally high temperatures, corrosive atmosphere, etc.
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Security
 Serving as a combination of soldier and law enforcement, 
Starfleet security officers play a vital role in starship operations.  They 
patrol sensitive, beam into potentially hostile situations, protect dignitar-
ies, arrest law-breakers, investigate crimes, and help handle tactical 
engagements.  They serve the function of soldiers and employ threat to 

accomplish many of their assignments.  In addition to their basic role as fighters 
and defenders, Starfleet security officers receive training with starship weaponry 
and defenses, enabling them operate in tandem with Starfleet tactical officers.  In 
fact, on some vessels, the two are synonymous.
 Security officers tend to see a lot of action.  As befits their station, they 
are well versed in combat.  During diplomatic missions they take the role of 
bodyguard, while during exploration missions they provide protection against 
whatever threat may arise, ranging from hostile aliens to wild animals.  Despite 
this, however, Starfleet security officers are trained to use the least amount of 
force necessary to accomplish their missions.
Starship Security   Alert Status

Condition Green:  Standard, peacetime 
status of Starfleet vessels.  Crew perform routine 
duties.  Off-duty crew may pursue oersonal 
hobbies, fraternize, utilize the ship’s library, or 
sleep.  Bridge crew is typically kept to a 
minimum (senior officer, helmsmen, sensor 
operator, and possibly a tactical officer).  Some 
captains prefer to maintain a full bridge crew at 
all times, however.  Navigational deflectors are 
on, weapons maintained at 40%, and one 
shuttle maintains a ready status.  An ops officer 
runs a level 4 (full) diagnostic of starship 
systems every 8 hours.
Yellow Alert:  Senior bridge officer can set 
yellow alert.  It generally announces the potential 
for combat, hazardous flight, or other crew-alert 
situation.  Sleeping crew members awaken and 
make ready.  Off-duty security officers arm 
themselves.  Senior staff reports to the bridge.  
Weapons and defensive systems power-up fully.  
Level 4 diagnostics are run immediately.
Red Alert:  Red alert can be declared only by the 
captain or first officer of a starship.  B Red alert 
indicates battle conditions.  All crew members 
report to battle stations.  Security officers take 
strategic stations.  
Intruder Alert:  Sub-status of yellow alert, but 
focuses on internal security breaches.
Medical Alert:  Sub-status of yellow alert, but 
isolates life support by deck to minimize 
exposure.

 In addition to ensuring a 
starship’s crew follow orders and act 
according to Federation standards, 
security officers repel borders, appre-
hend escaped detainees, keep contra-
band off their vessels, and a myriad of 
other duties aboard a starship.  A 
starship’s alert status determines many 
responsibilities.
 While on duty, all Starfleet 
security officers carry a type II phaser.  
Type III phasers are reserved for 
planetary actions, only; the power 
output of the weapon is excessive 
aboard a starship.  While on a starship, 
however, Starfleet security officers have 
more than just phasers at their 
disposal.  Starfleet vessels are 
equipped with internal force field 
projectors located at key, strategic 
locations.  Additionally, life support 
ventilation systems can be modified to 
produce certain sedating gasses.  
Finally, the transporter system, if it can 
lock on to the target(s), can beam 
security problems directly to the brig.



�

�
�
�

�

�
�

Star Trek

26

Tactical
 Starfleet tactical officers operate starship weaponry, shield 
systems, and detect, identify, and track enemy vessels.  Tactical officers 
are vital in any starship conflict, establishing firing solutions, directing 
fire from phaser arrays and banks, and plotting torpedo launch patterns.  
Tactical officers work closely with starship helmsmen to properly execute  

timing-sensitive maneuvers.  Likewise, tactical officers often work in tandem with 
sensor ops to ensure not only the proper vessel, but the correct location on an 
enemy starship is being targeted.  Tactical officers must be familiar with Starfleet’s 
weaponry and general battle tactics, as well as the weapons and strategies of alien 
species, friend and enemy alike.  On some vessels, the tactical officer and security 
officer are one and the same.
Tactical Duty Station
 Often the largest station on a starship, the tactical station enables the 
tactical officer to fulfill their responsibilities; weapons may be powered, targeted 
and fired, and shields may be raised, lowered, and redirected.  Tactical stations 
have a sophisticated computer system and sensor suite called Threat 
Assessment/Tracking/Targeting System (TA/T/TS, or “tats” in crude vernacular).  
The tactical station can also assist with internal issues, aiding the security officer, 
if needed.

Weapon Systems
Disruptors:  One of the most common 
forms of energy weapon.  Disruptors 
deliver more energy than phasers on a 
burst-by-burst basis, but have a shorter 
effective range, and are less accurate.  
Disruptors come in array, bank, and 
cannon designations.
Phasers:  The most common Starfleet 
weapon.  Phasers are highly accurate, 
long-range energy weapons.  Phasers 
come in array, bank, and cannon 
designations, although cannons are rare.
Plasma:  Precursors to phasers, plasma 
weaponry may be found on earlier, or 
more primitive, starships.  They lack the 
power, range, and accuracy of phasers.
Torpedoes:  Photon torpedoes are 
warp-capable matter/anti-matter 
weapons of incredible destructive 
capability.  Photon torpedoes are most 
effective against shieldless targets, as 
deflection shields disperse a photon 
detonation easily.

Tactical Doctrine
 Starfleet has very strict regulations 
about utilization of their powerful weap-
onry in engagements.  Ultimately, these 
regulations can be summarized as follows:
 1)  If the ship’s shields are capable 
of handling the opponent’s full primary 
weapon, the opponent should not be 
destroyed unless completely unavoidable.
 2)  Only the commanding officer 
or first officer can order weapons fire; firing 
the weapons without authorization is a 
court-martial offense.
 3)  Phasers should be used for 
pinpoint attacks to immobilize and disable 
where possible.
 4)  Torpedoes should be used 
when phasers are insufficient to end the 
engagement rapidly and with minimum 
loss of life.  All photon torpedoes should be 
inventoried and stored, except when in 
firing mode.




