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Chapter 02: Lessons of History

The history of the Klingon people is a long and glorious one. One need only listen to the epic poems and operas about the deeds of their heroes to get a feel for the richness and depth of Klingon lore. The Klingons revere their history, or at least the history they have been taught. Klingons often prefer their cultural myths and legends to the dry (and sometimes embarrassing) details of factual history. There are many details about Klingon history that remain unknown, obscured by the mists of time and legend, but the history we do know tells us a great deal about the Klingons as a people.

History by the Victors

Klingons have an ancient proverb qun luqon yaywI’ ( "It is the victors who write the history.") For as long as the Klingons have recorded their history, they have colored it with their particular beliefs, visions, and even prejudices. The Klingons are a people given to singing songs and creating legends, not to historical facts and research. Klingon leaders also prefer historical "facts" that support their position and bring them the greatest amount of glory. Therefore, many of the details of Klingon history are unclear, even to the Klingons.

This chapter provides the current Klingon version of their history. martaq Qang (Chancellor Martok) is less prone to prevarication than his predecessors, and has made some effort to "set the record straight" where possible. But even he admits, "Klingons do not want to hear about the failures and wrongdoings of the past unless there is a hero to set them right." While these events are as close to the truth about Klingon history as possible, there is always the possibility of new historical evidence coming to light.

The Klingon Calendar

The Klingon Imperial Calendar is based on the cycles of Qo’noS. Although the Klingons use a stardate system similar to that of the Federation, to account for temporal and spatial distortions involved in warp-travel, the Imperial Calendar remains in common use throughout the Empire.

The Klingon year-known as a DIS or "turn"-is 384.2 days long. It is divided into eight jar or months of 48 days each. Each month is divided into six Hogh or weeks of 8 days. The Klingon year begins with the Qo’baval ‘uQ’a’ (Kot’baval Festival), celebrating qeyleS’ (Kahless) victory over Molor. The months of the year are: a’qeyleS, jo’voS, maqtagh, merrutlh, So’jen, lo’bIral, Doqatlh, and tlhan’lar. Every five years, the Klingons add an additional day on to the Qo’baval ‘uQ’a’, the balance out the calendar. Such ‘uQ’a’ DIS(mey) are considered particularly auspicious.

The Imperial Calendar begins with qeyleS’ victory over molor as year 0, and the founding of the First Empire as "DIS wa’DIch". Since their year is slightly longer than the standard Terran year, the Imperial Calendar tends to lag behind the old Terran Calendar. This often causes confusion when Klingons speak in terms of "years" or "centuries," since they may be referring Klingon measurements, Terran, Federation, or some other system. The dates in this chapter are from the old Earth calendar, unless stated otherwise.

 

Ancient Prehistory

The planet Qo’noS formed out of interstellar gases and dust billions of years ago. Much like other life-bearing planets Qo’noS was close enough to its parent star to warm its surface without burning away it’s precious water or atmosphere. It sheltered in the warmth, the fires of its formation cooling as the first rains poured down upon it, sending steam off its dark, rocky hide.

The waters filled the deep lowlands and valleys, forming a mighty sea, while a lone and rugged continent, tlhI’ rose above the waters. In time, those waters became home to life, at first simple and tiny, later larger and more powerful. The life from those oceans found its way onto land, and grew stronger and more numerous. Millions of years later, the first true Klingons looked out into the night sky and wondered at their beginnings.

The Heart of Fire

Klingon legend describes the origin of their race thus: From distant QI’tu (Qui’Tu) the gods came to Qo’noS, which burned with fire. They took the fire of Qo’noS and shaped it, forming it into a heart that beat more powerfully and more forcefully than anything in the cosmos, the heart of the first Klingon. But the beat of the first Klingon heart was a lonely one, without equal in the universe. So the gods shaped from fire a second heart, as mighty and powerful as the first. Those two hearts beat together in unison and the gods trembled at their power. The beat of the two hearts grew stronger and stronger, until the gods could not withstand their might. United together, the first Klingons slew the gods that created them, proving there was nothing two united Klingon hearts could not accomplish.

According to Klingon legend, the first Klingons destroyed their creators, proving they were the strongest force in the universe. They did not do so out of malice, but because they were Klingons, and it was their nature. Modern Klingons often say their ancestors slew their gods "because they were too much trouble."

Interestingly enough, the research of Federation archeologist Richard Galen in the 24th century suggests a grain of truth in this Klingon tale. Professor Galen discovered certain commonalties in the genetics of species spread across many different worlds, including Earth and Qo’noS. He speculated that an ancient race of progenitors "seeded" the oceans of these worlds with genetic material billions of years ago, when life was first forming. Later investigation proved Galen’s theory correct and uncovered a message from these ancient, humanoid aliens.

Only a few high-ranking Klingons are aware of the information uncovered by Professor Galen, and they reject the idea that Klingons could have any sort of kinship with humans, much less Romulans or Cardassians! The idea is considered scientific heresy in the Empire, and kept secret by the High Council.

 

The Legacy of the Gods

If the gods of Klingon legend really were aliens, they may have left some trace, even after billions of years. Such aliens were no doubt highly advanced and some of their technology or artifacts may still exist. Scientists have sought to study Qo’noS in hopes of exploring this theory, but the Klingons frown on scientific research that questions their past, particularly when it calls their most fundamental legends into question. The Klingons cling stubbornly to their traditional views, despite any evidence to the contrary. For example, the discovery of stone age Klingon ruins on Qo’noS served more as a confirmation of the legend of ja’Duch than a challenge to it.

The First Klingons

According to Klingon myth, after they slew the gods, the First Klingons were forced to survive in the harsh wilderness of Qo’noS. The world was a hostile and dangerous place and, although they were strong, the first Klingons were faced with terrible hardships, and hunted by dangerous beasts. But they were Klingons, and they did not despair. Instead, they took the fire from within their hearts and brought light into the darkness. They took stones from the mountains and worked them into weapons to fight the beasts that menaced them. With these tools, they overcome all obstacles that stood in their way.

In fact, the earliest recognizable Klingon skeleton uncovered by archeologists dates back to approximately 500,000 BC. At this time, Klingons apparently lived in extended family tribal units that were at least somewhat nomadic, traveling from place to place in search of food, following the migrations of various food animals. These early Klingons discovered fire and used stone and bone tools made by hand. Archeological evidence suggests these weapons were used for more than hunting; Klingon remains have been uncovered with spear and knife points lodged in them. The early Klingons likely fought over the most valuable hunting territories on Qo’noS, beginning their long history of conflict.

The First Houses

Archeologists have uncovered in Qotmagh Sep the remains of what must be one of the first Klingon settlements, around 25,000 BC. A small collection of stone huts built around a central fire-pit, surrounded by a low stone boundary wall. This coincides with the dawn of agriculture and animal domestication on Qo’noS, as well as the formation of the first extended community or tuq ("house"). These developments appear quite suddenly in Klingon prehistory, and no scientific evidence has been uncovered about how they originated.

The early Klingons grew and harvested food near their villages, and hunted in the surrounding area along with domesticating animals like the targh, which served as a source of food, hides, and bone tools. Archeologists believe that even the earliest Klingons also raised gagh (serpent worms), although there is no proof of this.

Klingon legend offers an explanation in the form of ja’Duch (Ja’Duch), a legendary warrior and hero, said to have founded the first Klingon house. ja’Duch was a great hunter and fought battles against other tribes to protect his people. He was renowned for his generosity, and for his unusual custom of performing the bIreqtal ceremony (in which the killer of the leader of a Klingon House, marries his widow, thereby becoming the Head of House himself) with the families of his honored enemies, who lost their own protectors. In this way ja’Duch brought the families of his defeated enemies into his own tribe, which grew quickly and became strong. They established a vaS’a (a village), under the direction of ja’Duch, so creating the ja’Duch tuq (House of Ja’Duch) , the first great hall or "House" of a Klingon warlord. Nothing is know of what became of the ja’Duch tuq following the death of its founder.

 

Klingon Burial Customs

Ancient Klingons held to burial customs quite different from those of modern Klingons. Archeologists theorize the ancient Klingons believed in the need for the body to be interred in the ground for the spirit to find its way into the afterlife. Ancient burial sites have bodies wrapped in shrouds and placed in deep pits or natural caves, often decorated with paintings or carvings of veqlargh (Fek’lhr) guardian of ghe’tor (Gre’thor); the underworld.

With the rise of powerful city-states and a true Klingon ruling class, burial customs became even more elaborate. Powerful leaders built massive tombs to glorify themselves, decorated with paintings and carvings of their achievements. Bodies were mummified, wrapped in chemically treated bandages to preserve them, and decorated with jewelry and glyphs. These tombs have been compared to the glories of the First Hebitian Civilization on Cardassia, or the Egyptian civilization on Earth. Although many ancient Klingon tombs were looted and destroyed by later Empires as well as during the Hur’Iq Invasion, some of them still stand and are preserved by the Klingons as treasures of their ancient past.

The Rise of the First Empire

For thousands of years, the Klingons lived in small veSmey (settlements and villages). The idea of extended tuqmey spread throughout Klingon society. Houses offered many advantages, not the least of which were greater numbers and more allies in battle. Other Klingon leaders adopted the idea, performing the bIreqtal to unite different tribes together as a single house under their leadership. Many of these houses did not survive the death of the leader that brought them together, but others were passed down to successors able to hold them together for another generation or two. In time, joHwI’ (the leadership of a house) became a traditional position, passed on from father to son, although an upstart could always challenge the current leader for his position.

 

Vengwa’ Dich bov QIHwI’ je - The First City-State

Around 6,000 BC, the concept of tuqmey (extended social & familial ‘houses’) was firmly established in Klingon culture. Settlements grew larger as the more successful houses grew and continued to war against one another. As the great houses grew, it became more and more difficult to incorporate one’s enemies into one’s own house after defeating them. Rival houses were simply too large for such forced alliances, and attempts made to unify houses by force resulted in bloody civil wars that tore the newly unified house apart and destroyed both sides.

According to legend, a Klingon warlord named Qotmagh (Krotmag) hit upon the idea of bringing different houses together without forcing them to become one unified house. Instead, as individuals and families joined a house, so could houses join together to form a nation, working together for their mutual benefit. It was a radical idea, but Qotmagh made it work through a combination of cunning diplomacy and persuasion at the point of his sword. The heirs of his enemies were allowed to keep their house and their title, so long as they swore oaths of loyalty to the Qotmagh tuq. More importantly, houses were allowed to join Qotmagh’ new alliance of their own free will, and some did once they saw the potential benefits.

Qotmagh and his allies are believed to have the Klingon city that still bears his name, the first true veng (city-state) on Qo’noS. Although the city has been conquered, destroyed, and rebuilt many times over thousands of years, Qotmagh’ original alliance lasted for generations before the tides of war brought down his tuq, which is lost in the mists of legend. This Sep still retains the name, and has it’s own unique dialect.

Although it was the 1st political union called veng, another City now bears the title vengwa’Dich (First City). That is more because of it’s function, than historical appelate. vengwa’Dich has been the seat of the Emperor since the time of qeylIS. This is also the regional dialect that is known all around the Galaxy as Klingon, or ta’ Hol, the Emperor’s tongue.

The idea of the veng spread through Klingon society, and other tuqmey began to form alliances of their own. From these new vengmey emerged the first true signs of modern Klingon ideas of nobility, along with blood feuds between houses, which began during this time.

Although Klingon vengmey were successful, they also grew too rapidly for the meager resources of their territory to sustain them. This led to the first large-scale wars in Klingon history, as vengmey and other alliances fought each other for control of valuable land and resources. Vast armies battled on the plains of Qo’noS, and vengmey rose and fell based on the outcomes of those battles.

One of the bloodiest and fiercest battles of this time was the tong vey’ noH ( Tong Vey Seige). tong vey’ was ancient city-state that refused the advances of a warlord named Sompeq (Sompek) to join his new and growing empire. Sompeq led an army of ten thousand Klingon warriors to lay siege to tong vey’ for months. Legends speak of the "vast sea of warriors that broke against the walls of tong vey’." Starvation and disease gripped the populace of the city as they held out against Sompeq’s army for as long as they could. Their continued defiance to his will only angered the Emperor more and more.

Finally, after months of siege, the people of tong vey’ had no choice but to surrender to Sompeq and agree to join his empire. This Emperor accepted their surrender but, as the gates of the city opened, he ordered his troops to kill every inhabitant of the city and to burn tong vey’ to the ground, so no sign of the defiant city would survive.

The destruction by Sompeq of tong vey’ set the tone for millennia of Klingon history, as petty empires rose and fell across Qo’noS. The leaders of great houses schemed and forged alliances, raising new warlords to rule over collections of powerful city-states. New empires warred with the old, falling before their might, or toppling them and taking their place.

Although many legendary Klingon heroes appear in this period, Klingon culture acknowledges it as a dark time, when Emperors and leaders had no understanding of honor or the obligations of a leader to his people, as shown by heroes like ja’Duch or Qotmagh. The so-called bov QIHwI’ ( "Time of the Tyrants") is often the subject of tragic Klingon operas, where cruel leaders and warlords are brought down by their own lack of honor.

 

The Coming of qeyleS

Some fifteen hundred years ago, a figure arose that would change Klingon culture and society forever. qeyleS was born to a common family in an empire ruled by the molor ta’ (Emperor Molor the tyrant). molor was known as a cruel and despotic leader, who built his empire on conquest and cunning, oppressing his people with heavy taxes and other demands to supply his own army and to fill his palace with luxuries.

After their father died in the army of molor, moratlh; brother of qeyleS went to the great hall of molor ta’ to ask the Emperor for money to support the family’s lands. To gain the money, moratlh told the egotistical tyrant his father supported molor, and that the emperor’s people loved him. When qeyleS found out about the lie by moratlh, he insisted on returning the money to molor. moratlh refused, leading the two brothers to fight. According to Klingon legend, qeyleS and moratlh battled for twelve days and twelve nights before moratlh surrendered, realizing his brother was right.

When they attempted to return the money to the tyrant emperor, molor was offended. He ordered moratlh killed and the family’s land confiscated. The two brothers fought to escape, and moratlh gave his life so qeyleS might live, having learned the lessons of honor at last.

qeyleS escaped into the mountains surrounding molor veng, where he lived alone for many years as an exile and hermit. According to the legend, one day, while pondering his fate, qeyleS was struck by inspiration. The idea of a code of honor, as a way to govern the actions of true Klingons, formed in his mind. With the fires of honor burning in his heart and mind, qeyleS forged the first batlh ‘etlh ("Sword of Honor"; betleH) in the fires of QIStaq (Kri’Stak), a volcano in those mountains. When his weapon was ready, qeyleS returned home. He fought his way "through one hundred warriors" to reach the throne room of molor, where he challenged the Emperor to face him in battle. qeyleS slew the tyrant after a duel that lasted for seven days and nights.

With the defeat of molor, his people hailed qeyleS as a hero and liberator. It is said the first act of qeyleS, after the defeat of molor, was to return to his family’s farm. There he used his betleH to harvest all the fields in a single day, ensuring his family would have food to eat and money to support them. qeyleS then assumed the role of Emperor, and rallied the people around him. They quickly swore fealty to their liberator, and word of the victory of qeyleS to spread.

When news of the ascension of qeyleS reached the nearby city-states, their rulers thought they sensed weakness in this commoner-turned-Emperor. They prepared to invade and seize the former territory of molor for their own. Some few city-states, swayed by qeyleS’ philosophy of honor, chose to join him. qeyleS himself led the city’s warriors to defend it. His small army withstood an assault from a force more than ten times their size at wejDIS meH ("Three Turn Bridge"), where qeyleS is said to have held the pass entirely by himself. The blood of his enemies flowed so freely the river there is still known as ‘Iw bIqtIqDaq ("The River of Blood.")

After his victory at wejDIS meH, the noble houses agreed to support qeyleS and he won the respect of friend and enemy alike. Nobles flocked to swear fealty to the new Emperor. Those who continued to defy the power of qeyleS soon felt it for themselves as the Empire continued to grow.

As the years passed, wo’ wa’DIch (First Klingon Empire) became the largest and most powerful on Qo’noS. qeyleS conquered and unified the whole world under his rule, creating this First Klingon Empire. Many legends grew up around qeyleS and his successors, and Klingons often regard the wo’ wa’DIch as a kind of "golden age" of honor and heroism.

 

qon’a’ qayleS - The Legend of Khaless

Stories of the exploits of qeyleS are found all throughout Klingon culture and lore, so many that it is impossible to believe any one man could have accomplished so much in a single lifetime. Among other things, qeyleS is attributed with creating the code of honor that is the foundation of Klingon culture. He forged the first betleH and created the first combat styles based around it, winning numerous battles (often single-handedly). He slew the Sol ghargh (Serpent of Xol) and conquered the veqlargh (Fek’lhr), carved statues, and performed an endless array of other feats.

His battle with the Sol ghargh is typical of many of qeyleS’ legendary deeds. The Serpent laired in the mountains where qeyleS spent his years of exile, before learning the ways of the warrior and forging his betleH. As a test of his new weapon, qeyleS sought out the serpent in its mountain lair. Finding it asleep, he woke it with a terrible battle cry and proceeded to fight it for hours on end.

Finally, battered and bleeding, the serpent’s venom burning in his blood, qeyleS drove the point of his betleH into the serpent’s brain, killing it. As he lay on the floor of the serpent’s lair, he had a vision of the future. The poison burned away his thirst for vengeance against molor, and made him realize his greater destiny, to unite the Klingon people. He coined the Klingon proverb; bortaS bIr jablu’DI’reH QaQqu’ nay’ ("Revenge is a dish best served cold."). qeyleS wore the hide of the Sol ghargh as his armor when he went to face molor, and he kept it always as a reminder of his duty to his people.

The Story of the Promise

qeyleS lived to be a great age. It is said that in his later years qeyleS feared his fame and greatness were a liability to the Empire rather than an asset. He worried that his people were growing dependent on him, losing the fire in their hearts. So qeyleS chose to abdicate as Emperor and depart, without naming a successor, so his people could learn what it meant to be Klingons again. Before he left, qeyleS pointed to bor’etlh , a star in the night sky, and said he would return from there one day. Then he departed the imperial city, leaving his weapons and armor behind, and vanished into the wilderness, never to be heard from again. But the spirit of qeyleS lives on in every Klingon who remembers his name and hears tales of his glory.

The Hur’Iq Invasion

In 1372 AD, more than 700 years after the founding of the First Empire, the Klingons were firmly in an industrial era. The Empire unified all of Qo’noS and established extensive routes of trade and commerce. It also solidified the power of the noble houses and established the beginnings of the Klingon High Council. Although the houses still struggled against each other, most of the great wars of conquest were over. Klingons often longed for the glory days of the past, the great battles of qeyleS. They longed for an enemy to fight, and they got one.

Little is known about the Hur’Iq. The name means simply "outsider" in Klingon. According to historical records, the Hur’Iq wore full-body environmental suits, and never showed their faces. They may have come from a non-Class M environment. Their technology was superior to that of the Klingons, although there is no evidence they possessed transporter or force field technology. Still, the Hur’Iq were more than a match for Klingons warriors armed with blades and primitive firearms. They invaded Qo’noS and killed hundreds of thousands of Klingons who fought against them. The Hur’Iq raided and plundered many of the homeworld’s cultural and historical treasures, including the Sword of qeyleS, which they took with them back to the stars.

The Hur’Iq Invasion lasted for only seven months, but it left Qo’noS practically in ruins. Klingon history and legend records that they drove off the Hur’Iq and prevented them from taking over the planet, but it is entirely possible the Hur’Iq were not interested in conquest, merely looting, and they left of their own accord. Hur’Iq ruins have been found by Archeologists as far away as the Gamma Quadrant, suggesting the Hur’Iq had access to extremely advanced starships or some sort of shortcut like a wormhole in order to cover such a vast distance.

 

The Age of Expansion

It took the First Empire nearly a century to fully recover from the damage done by the Hur’Iq Invasion. Recovery was hindered by infighting between the different noble houses for control over scarce resources. Slowly but surely, the Klingons rebuilt their shattered Empire and repopulated their cities. They looked towards space with a new vision. Now they knew there were enemies out there, enemies of the Klingon people. The Hur’Iq were gone, but they might come again, and the Klingon Empire fully intended to bring the battle to them.

The Klingons embarked on a study of the sciences of flight and space travel. Previously, there was little interest in either, apart from a few scholars who studied the prophecy of qeyleS. Now the whole Empire devoted itself to learning how to reach the stars. The program suffered from various setbacks as civil wars split the Empire from time to time, and many early Klingon astronauts died in the name of science, but every effort taught the Klingons a little more.

By the early 21st century, the Klingon space program was well underway. The Klingons used vast slower-than-light generation ships to explore and colonize nearby star systems. These ships took decades to reach their destinations, carrying hundreds, even thousands of Klingons in suspended animation. If they found their destination uninhabited, the Klingons colonized. Where they found other civilizations, they conquered. In time, the Klingon Empire encompassed a cluster of systems surrounding Qo’noS. Governance of this vast Empire was difficult without the advantage of subspace communication, so many of the great houses directly governed colony worlds. This increased the power of the houses and further divided them into separate camps.

In 2069 AD the last Klingon Emperor; qetlh rIvaQ died without a successor. For a short time civil war on Qo’noS, and throughout the Empire, seemed certain, but the High Council of the noble houses stepped forward to take up the reins of power. For generations the High Council had grown in power and influence, going from an advisory body established by qeyleS to the real power behind the imperial throne.

The death of the Emperor qetlh rIvaQ worked in the Council’s favor, and they decided to secure power for themselves. The Chancellor of the Council assumed executive power and the role of Emperor was left vacant. Klingons consider the death of the last Emperor the end of the First Empire, and the ascension of the Council as the beginning of the Second Empire.

 

First Contact

During their centuries of expansion into space, the Klingons did not encounter the Hur’Iq again. The inhabited worlds they found were primitive by comparison and easily conquered by Klingon warriors. On some of these worlds, the Klingons heard rumors of a race known as the Breen, which sounded similar to the Hur’Iq in many respects, humanoids concealed beneath full-body environmental suits. In 2142, The Klingon High Council gathered a fleet and sent it to conquer the Breen, but it was never heard from again. The Klingons chose to leave the Breen alone and expand elsewhere.

In 2218, the Klingons had their first encounter with a more technologically advanced civilization since the Hur’Iq. The Federation starship U.S.S. Ranger arrived to explore the region of the Klingon Empire. The Ranger traveled to Qo’noS and made first contact with the Klingons, unaware of the Empire’s intense paranoia regarding visitors from the stars. The Ranger disappeared and the Federation never received any word of its whereabouts. A few years later, Federation ships exploring in the region encountered Klingons using warp-drive starships to rapidly expand the boundaries of their Empire. The Klingons attacked these invaders in their space and drove them away. They ignored Federation attempts at communication.

Following contact with the Ranger, Klingon society underwent a dramatic change. QaDur la’quv (Chancellor Kadur) declared himself supreme ruler of the Empire, backed by military leaders, and dissolved the High Council. In its place qaDur elevated the military High Command and appointed a bureaucracy of ministers to handle government affairs. He also revoked the privileges of the noble houses and seized their lands for the Empire. The backing of the military and the potential threat of the Federation allowed qaDur to succeed, and the Klingon Empire became a monolithic nation controlled by the High Command. Warp-driven ships enforced the Chancellor’s will throughout the Empire, and brought rebellious worlds back into the fold through force.

The Klingon Empire remained hostile towards the Federation for decades. The Klingons expanded virtually unopposed in the Beta Quadrant, making forays into systems bordering on Federation space. Their new government made the Klingons even more aggressive and expansionistic than before. The destruction of the Federation colony on Ardan IV near the Klingon/UFP border fanned the flames of conflict as the Klingons sought a war with their new adversaries.

In early 2239 a large diversionary force fought along the Klingon UFP border, while a deep space expedition established a foothold 55 Parsecs further into Federation exploration space. Among the primitive culture of ‘atlhanar (Axanar) a significant scientific and cultural facility was begun, and held for over half a year. Only a chance encounter by the USS Republic with a small trio of Klingon supply ships to this colony, led the worthy Starfleet Captain Garth to battle, then eventually defeat superior forces at may’ ‘atlhanar. So tenacious was our hold, that Klingon forces fought back to their own borders for a total of four years. This is known to Klingons as the ‘Iw ghomtiqDaq (the Long Rendevous of Blood) also known to the Federation as the Axanar Rebelion.

In 2242, a massive but outgunned Klingon fleet engaged Starfleet in the Donatu star system. may’ Donatu loS ended with the Klingons withdrawing to their own space, forced back by the cunning of the Federation, and Captain Garth. Many klingon captains were honoured in battle by this wily and worthy opponent. Only such a tera’gnan, whose heart was truyly tlhIngan, could have wrest victory under overwhelming adversity. Even mortally wounded he fought back, and gained success in the face of defeat. He was finally brought down on Antos IV. Later after recovering slowly, Captain Garth was permanently hospitalized like a HaDDI’baH. Imprisoned in tera’gnan facilities, Captain Garth was more severly treated by his own people than any Klingon foe. This , his fierce "vajtIq batlh", is sorely missed on the subsequent battlefields. The Empire realized that the Federation as a whole was a more formidable adversary than imagined (and their treatment of the heroes of battle stranger & more horrible than imaginable). Klingon expansion into the Alpha Quadrant was effectively halted for some 25 years. Both sides warily watched each other across the border and the Empire continued to reorganize and arm for war.

 

‘orghenya’ rojmab - The Organian Peace Treaty

In 2267, after a number of skirmishes and brush-wars, the Empire was prepared. The High Command was in complete control and Klingon military forces were at their peak. They demanded Federation withdrawal from disputed territories along the border and sent agents to worlds in those areas to prepare them for conquest. qor Sa' (Commander Kor) took a mighty tlhIngan yo’ (Klingon fleet) to the planet Organia along the Federation border. Organia appeared to be a primitive world, ripe for conquest. They knew this would provoke a response from Starfleet and the war would be joined.

The Federation did indeed respond, but as the Klingon fleet prepared for glorious battle every instrument and weapon on board their ships became red-hot and impossible to handle. The "primitive" Organians were, in fact, immensely powerful energy beings. They prevented the battle from taking place and forced the Klingon commander qor Sa' to accept a peace treaty with the Federation, the first such treaty in the history of the Empire. ‘orghenya’ rojmab (The Organian Peace Treaty) stated that disputed worlds would go to the civilization best able to develop them, and the Organians claimed they would prevent any further attempts at war between the two parties. Neither side had any choice but to accept.

wam’a’ yIHmey – The Great Tribble Hunt

Klingon forces continued to support primative civilizations along the border shared by the Federation. Some progress was made in many places, but a setback at one minor world. On Sherman’ Planet Klingon operatives foolishly chose to use Romulan tactics, and sabotaged a shipment of wheat at the Federation’s own Starbase K-7. An independent trader, with brought an unforgiveable infestation of yIHmey vermin (tribbles)! This foul cargo revealed the Romulan style efforts of the traitor DarvIn who was subsequently arrested. Shortly thereafter, under suspicious circumstances, the ‘ejDo’ ghIrolth (IKS Gr’oth), commanded by qolotlh HoD (Captain Koloth) was also infected. This was the beginning of the wam’a’ yIHmey (The Great Tribble Hunt) . After destroying every vermin they could find, the crew still managed to infest several Klingon worlds and starbases, before finally ridding his ship of every yIH. The general population of these worlds were beset with plagues of yIHmey. Every Klingon man, woman, and child was enlisted to hunt down & exterminate all yIHmey. Armed forces were mobilized, and an assault was mounted against all yIHmey in the Galaxy, until reaching the Tribble homeworld. These fould creatures were exterminated, until they were extinct.

boq tlhIngan romuluSghan je - The Klingon-Romulan Alliance

For the first time, the Klingons were faced with an enemy they could not meet in open battle. They took some of their frustration out in attacks on the nearby Romulan Empire. Then they realized; if they could not attack the Federation directly, then perhaps they could do so with the assistance of allies. Conquering the Romulans would take time and resources away from dealing with the Federation, so the Klingons offered an alliance to the Romulans. They provided the Romulans with warp technology and better ships, and received Romulan cloaking technology in return. This allowed the Romulans to draw more of the Federation’s attention.

The alliance was never a strong one. The Klingon Empire considered itself the superior power, and the Klingons found the arrogance of the Romulans difficult to stomach. A number of object lessons were necessary to ensure the Romulans knew who was the stronger, which only led to further Romulan defiance. In 2271, the Romulans disputed Klingon possession of qIlach Duqel bIratlh (Klach D’Kel Bracht), a mineral-rich planet along the border. When the Romulans attempted to take the planet for themselves, a force of Klingon warriors, led by qor Sa', fought to hold the planet for the Empire. They overcame the Romulans in glorious battle, and qor chose to teach the Romulans a lesson.

The Klingon fleet continued deeper into Romulan space, pushing aside the resistance of the Romulans until it reached Tranome Sar, a system on the outskirts of the center of the Romulan Empire. The forces of qor Sa' battled the Romulan fleet, showing who was the superior warrior. This message from qor was clearly received by the Romulans.

In 2285, the Klingons discovered the Federation was developing a powerful new weapon. This "Genesis device" could destroy all life on a planet, while at the same time creating an ideal environment for colonization. Faced with possible extermination, the independent privateer Qugh HoD (Captain Kruge) chose to violate the Organian Treaty to obtain the device. Although the mission failed, the Klingons made an important discovery: the Organians were not enforcing their treaty! Scouts dispatched to Organia discovered the planet was apparently abandoned. Many Klingons suspected the Organians’ threats were merely a ruse all along. This emboldened them to see how far they could go.

The following year, seeking new territory to conquer, the Klingon vessel qa' vaS (Ka’vas) ventured into the Betreka Nebula, an area filled with energy distortions that caused minor damage to the ship. A nearby Cardassian vessel, detecting what they believed to be easy prey, moved in and attacked the qa' vaS. The Klingons retaliated, crippling the Cardassians, but suffering significant damage in return. Both ships withdrew and reported, and the Klingon Empire and the Cardassian Union declared war again each other. For eighteen years, the two powers engaged in skirmishes and conflicts in and around the nebula before the Klingon Empire declared the war won and turned its attention to more pressing matters.

In 2292, the treacherous Romulans abrogated the alliance and ejected Klingon vessels from their territory, ambushing and destroying any that remained behind. Fortunately, by that point, the Klingons knew they no longer needed the Romulans. There would be no more subterfuge, no more slinking in shadows. The Klingons would claim the battle that was rightfully theirs.

 

bov boq - The Alliance Era

As the Empire prepared for war, fate took a hand. In 2293 paQSIS (Praxis), the moon of Qo’noS, exploded. The force of the explosion and the resulting dust cloud around Qo’noS devastated the planet, leaving the Klingons facing the slow death of their homeworld. In the space of 50 years, Qo’noS would become lifeless. The High Command was at a complete loss. Hated by the Romulans and at war with the Cardassians, the Empire had only one place to turn for help: the Federation. 

ghorqon la'quv (Chancellor Gorkon) realized there was no choice, his people had to achieve peace with the Federation or Qo’noS was doomed, but the military High Command was not capable of peace, only war. ghorqon secured the support of the noble houses, but a large portion of the military opposed his plans. A faction of military renegades unwittingly supported by Romulan spies, engineered the assassination of ghorqon on the eve of his meeting with the Federation to ensure war, but their plot was exposed and the ringleader; qang Sa' (General Chang) was killed in that battle. He was only fortunate enough to die in battle against the formidable & worthy Federation opponent Captain Kirk. 'aSetbur (Azetbur), daughter of ghorqon, assumed control of the High Command to carry out her father’s wishes. The Klingon Empire and the United Federation of Planets signed the QItomer rom (Khitomer Accords) shortly thereafter.

QItomer rom - The New Alliance

The new peace between the Federation and the Klingon Empire was a shaky one at best. Many Klingons still considered the Federation an enemy, and the military supported the idea of war against the Federation. Fortunately, the Empire was forced to focus on internal matters for decades following the Accords.

With the assistance of the Federation the Empire averted ecological disaster on Qo’noS and began a program of slowly repairing the planet’s damaged ecosphere and infrastructure. 'aSetbur la'quv introduced sweeping reforms in Klingon government and society, calling for a return to rule by the noble houses, the restoration of traditional Klingon values and social structures, and a reduction in the power of the Chancellor and the military.

This naturally received the full support of the nobility and weakened the power of the High Command, which was divided up once again according to house, breaking up agitators and preventing organized resistance from forming. When 'aSetbur la'quv stepped down as Chancellor the old ways were fully instituted once more, preventing women from serving on the High Council. She remained a valued advisor to the Council for years and is seen as a hero by many Klingons.

Despite Federation aid and years of relative peace, many Klingons still saw the QItomer rom as a defeat. Attitudes towards the Federation were slow to change and it was commonly believed that war was inevitable once the Empire settled matters at home.

That changed in 2344, when four Romulan warbirds attacked the Klingon outpost on narenDI’ra’ wej (Narendra III). The Federation starship U.S.S. Enterprise-C responded to the distress call. Although the Enterprise was unable to defeat the Romulans, the valiant sacrifice of her crew was seen as the first true signs of honor in the Federation. The Romulans continued their attacks against Klingon targets over the next several years, including the massacres at QItomer and 'eDoSa' Soch (Edosha VII). Each time, the Federation aided the Klingons in battle, and helped treat the survivors.

The valor of Starfleet impressed the Klingons, who began to see the Federation in a new light. Finally it became evident that the posative influence of tlhIngan tIgh (The Klingon Way) was beginning to improve the Federation. In 2352, Federation and Klingon delegates attended a conference on narenDI’ra’ wej and signed the formal Treaty of Alliance; narenDI’ra’ rom. Among the negotiators were the Ramatian diplomat Riva and Federation negotiator Curzon Dax, a skilled match for qolotlh (Koloth), one of the Empire’s greatest warriors and diplomats.

Although the Treaty of Alliance led to a new era of peaceful relations between the UFP and the Klingon Empire, not everyone in the Empire was pleased with their Federation allies. Some militant tuqmey found even the idea of "peaceful relations" offensive. A small number of Klingon ships and citizens chose to go renegade following the treaty in order Qam Hegh law, tor yIn puS . These renegade Klingons raided and attacked ships along the Federation/Klingon border. One pair of Klingon renegades even attempted to seize control of the U.S.S. Enterprise-D in 2364. It was at this time that the Empire was 1st really made aware of pIqarD HoD (Captain Picard).

For the most part, the Klingon Empire spent the time following the signing of the Treaty of Alliance focusing on domestic matters. The Empire was still recovering from the destruction of paQSIS (Praxis) and the rebuilding of its traditional culture. Political upheaval and Romulan interference became increasingly common on many of its colony worlds. Subjects of the Empire began pressing for concessions, even seeking independence. Such rebellions had to be put down.

 

Threats to the Empire
QImpeq la’quv (Chancellor K’mpec) is known for having ruled the Klingon Empire longer than anyone else in its history. The levelheaded guidance of QImpeq and iron will helped make the Federation/Klingon Alliance a success. In 2367, QImpeq was poisoned by his political enemies. But before his death, he named Captain Jean-Luc Picard of the Federation starship Enterprise as arbiter of succession for the High Council.

Picard conducted the rite of succession for ghawran and DuraS (Gowron & Duras), the contenders for the position of Chancellor. Before the conclusion of the rites, DuraS was killed in a duel by Worf, a Klingon Starfleet officer, who claimed right of vengeance against DuraS for the death of his mate qey’lIr (K’Ehleyr). ghawran became the sole candidate for Chancellor, until DuraS’ sisters, lurSa and be’tor, revealed their brother had a son, toral. When Captain Picard ruled toral’s claim invalid, the DuraS tuq led a rebellion against ghawran’s forces, plunging the Empire into civil war.

The Federation chose to remain neutral in the conflict, and initial engagements went poorly for ghawran’s forces, resulting in significant losses. It was later revealed the DuraS tuq was secretly allied with the Romulans. When a Federation fleet halted the flow of Romulan supplies to the rebel forces, the leadership of ghawran turned the tide and won the war. toral was captured, although his aunts escaped. ghawran gave toral’s life to Worf, who chose to spare him. The scion of the DuraS tuq went into hiding shortly thereafter.

The rule of the Klingon Empire by ghawran la’quv helped restore stability following this civil war. But, in 2369, a new threat to the ghawran leadership appeared, this one more dangerous than the DuraS tuq ever imagined being.

qeyleS the Unforgettable reappeared at a monastery on the planet boretlh, as foretold by qeyleS himself some fifteen centuries earlier. It was later proven this qeyleS was a clone, created by the monks of boretlh to fulfill the prophecy and restore honor to what they saw as a corrupt government. ghawran la’quv initially denounced qeyleS as a fake. But as belief in the fabled return of qeyleS spread, ghawran chose to accept his claim to the imperial throne, rather than risk another civil war. qeyleS became the first ta’ (Emperor) of the Klingon Empire in centuries, although his position was that of a figurehead and spiritual leader. Political power remained in the hands of the High Council and the Chancellor.

Breaking the Alliance

ghawran grew increasingly paranoid over possible threats to his rule. When a civilian uprising overthrew the military government on Cardassia Prime, ghawran la’quv was convinced the Founders of the Dominion engineered the coup. He ordered an invasion of Cardassia to seize and execute members of the Detapa Council, believing them to be changelings. When the Federation refused to aid the Empire in its assault, ghawran dissolved the Khitomer Accords and the Treaty of Alliance.

Starfleet personnel helped the Detapa Council escape the Klingon fleet, and came under fire when Klingons pursued them back to Deep Space 9. The station’s weapons, combined with the firepower of the U.S.S. Defiant, were enough to drive off the Klingon forces. Chancellor ghawran halted the invasion of Cardassia and declared victory. Klingon forces fortified worlds taken from the Cardassians and began attacking outposts along the Romulan border. Federation efforts to convince ghawran to relinquish captured Cardassian territory only angered him and led to a further deterioration of relations.

On suspicion that ghawran himself was actually a changeling, a group of Starfleet officers went undercover disguised as Klingons. They discovered a changeling posing as martaq Sa’ (General Martok), one of ghawran’s advisors, and exposed him. This led to a temporary suspension of hostilities between the Klingon Empire and the Federation. Not long thereafter, ghawran was convinced it was in the best interests of both the Empire and the Federation to restore the Khitomer Accords and the Treaty of Alliance and unite against the common threat of the Dominion/Cardassian alliance.

Federation forces were not blamesless in all things however. It is found out much later that a space-time expedition, reaches back into the past of the Klingon Federation border, at Sherman’s Planet & Deep Space Station K-7. There Federation meddling not only revealed Klingon efforts, but Romulan complicity, and ruined a peaceful development of this region by the Empire. Not only that, but the Federation fools brought back the dreaded vermin yIHmey.

 

The Dominion War

The true martaq Sa’ was rescued from a Dominion prison camp in the Gamma Quadrant. Chancellor ghawran made him commander of a Klingon detachment on Deep Space 9 to keep watch over the Dominion/Cardassian alliance. The presence of martaq Sa’ became important when the Dominion demanded full right of passage through the Bajoran wormhole, only to be denied by the Federation. The Dominion launched an attack on Deep Space 9, signaling the beginning of the Dominion War.

From the very beginning, Klingon forces fought at the forefront of the war alongside the Federation. martaq Sa’ led numerous sorties against Cardassian and Jem’Hadar forces and was placed in command of the war effort. For the Klingons, it was a glorious time of battle against a powerful enemy. For many Klingon warriors, it was an opportunity to die on their feet, fighting for the Empire, and many warriors did as the Dominion continued to slowly force the Federation/Klingon alliance back. The addition of the Romulan Empire to the alliance managed to slow the Dominion advance, but did not halt it.

As leader of the Klingon Forces, martaq Sa’ carried out a number of daring and glorious attacks against the Dominion, including the destruction of the Dominion shipyards at Monak IV. Towards the end of the war, ghawran came to see the fame of martaq Sa’ as a threat to his authority. After he honored martaq Sa’ with admission to the betleH ‘obe’ (Order of the Bat’leth), ghawran chose to assume title of la’quv ("Supreme Commander"), and took command of the Klingon portion of the war effort directly. This led to several disastrous attacks against Dominion forces, including one where martaq was nearly killed. Although martaq Sa’ protested, he could not sway the Chancellor from his unwise course of action.

Finally, Klingon forces remained all that stood between the alliance and the Dominion’s new allies, the Breen. When ghawran continued to waste the lives of Klingon warriors on ill-conceived attacks, he threatened the entire war effort. var’Iv mogh puqloD (Worf, the son of Mogh), opposed ghawran’s decisions and challenged his right to lead the High Council. var’Iv killed ghawran in single combat, but did not take up the Chancellor’s robe for himself. Instead, he passed the duty on to martaq, a man he both trusted and respected. martaq accepted reluctantly, and has since used his authority as Chancellor to bring a sense of honor and responsibility back to the role, and to the Empire.

Under the leadership of martaq la’quv, Klingon warriors stood at the forefront of a combined invasion of Cardassian space to root out the Dominion. True to his word, martaq stood on the surface of Cardassia Prime and drank bloodwine to toast the defeat of the Dominion. Following the Dominion’s surrender, martaq la’quv returned to Qo’noS to take up governing the Empire and rebuilding from the losses of the war. 

End

CHAPTER 3 Character Creation

This chapter provides rules for Klingon character creation-a Template for Klingons, plus new Overlays and Background History paths specific to Klingon culture. At the end of this chapter you will also find special rules for Honor, a characteristic unique to Klingons that replaces Courage Points. Klingon Character concept Many stereotype Klingons as simple warriors who live only to fight, and it's easy to play a character like that (assuming you don't mind twiddling your thumbs during scenes which aren't action-oriented). But Klingons do much more than just fight. You can create a Klingon character that is just as richly developed and complex as any Starfleet officer or rogue with a heart of gold. Take some time to think a little bit about your character before you start creating him.

BALANCING KLINGON CHARECTERS

For those narrators who carefully maintain character balance here’s how to build Klingon Characters.

Klingon Template 

50 points

Klingon Warrior Overlay 
24 points

House Template

9 points

Background History

Tour of Duty/Career

10 points each

One tour of duty/career yields a character built with only 93 Points (versus 128 for standard Starfleet characters or 110 for the typical civilian) However because of the nature of Klingon Society, characters should take more than one tour of duty or career package from the many supplied.  With a total of four tour of duty/career packages  (The initial one plus three more), a Klingon warrior becomes an equal of a Starfleet character on game terms. With just two a Klingon character becomes equal to a civilian though he’s much more skilled combatant than your average merchant or rouge.  Narrators who want to adjust character balance can change the number of tours of duty a character can take, or provide bonus development points at certain stages of character creation.  Or make similar changes based on a character experience growing up, living and working in Klingon Society.

THE THREE TIERS of Klingon Society

Klingon society has three social "tiers": the nobles (chuQun); the freemen (veSwl; literally "warrior"); and the commoners (vumwl', literally "worker," but more appropriately meaning "those who do not fight"). The latter tier includes slaves, thralls and others without honor. To cast this in terms of Firth's medieval European history, there are lords, the knights who serve them, and the serfs who labor for them. When designing a Klingon character, you should first consider to which tier he rte Three Tiers of Klingon Society belongs.

Noble characters occupy the top levels of Klingon society, and their skills and traits should reflect this. They should have high Honor, and often take advantages such Heirloom, Holdings, or one of the Renown Advantages. They should have a House Template. 

Warriors - freemen's need a louse Template as well, reflecting the House they were born into or serve. But though they're quite honorable , they’re less likely to have renown advantages or other benefits which come from noble blood.  The struggle to advance in Klingon society and to prove one's self, as General Martok did, may be what motivates a character in this tier.  If you want to play a vumwl', you should take the Houseless Template, as well as Diminished Social Status -1). Your character will face prejudice and obstacles every day of his life, and have to prove himself time and time again. It's not unheard of for a commoner to rise to a position of power and honor, but it's a long, hard, pain-filled road (see sidebar).

ASCENDING THE SOCIAL LADDER

it's possible for a commoner to become a freeman; of sometimes even , a noble, but this is both difficult and rare a process the Klingons call toSbotlh, ("the climb of honor”). Through toSbotlh, a vumwt' can become a veSwl' or chuQun, but .only through a great and often life long struggle.

Martial prowess and victory in battle play a major role in try! drag himself out of the mire of serfdom a Klingon must find a Way show the nobles and freemen whom  that he is made of better, more honorable mettle.

You should build a commoner character with the houseless template. Using an appropriate early life package (such as lowborn childhood, half-breed, or orphan) then take the field promotion tour of duty package to reflect how you attracted the attention of your superiors in Klingon society and earned a place among the freeman.   This sort of Honorable heroism and victory in battle when the “true Warriors” could not rise to the occasion is the only way to enter the ranks of freemen.  Neither long, dedicated service nor supreme skill at a commoner craft ever provides a means to do so.  Game mechanics can not simulate freeman or commoner, becoming a noble simply by spending points or taking a background history package.  (other than the adopted early life package).  You must roe-play this process.  It involves being adopted into or asked to join a noble house, much the way Worf was asked to Join House Martok.  It requires great accomplishments and unblemished record of honorable conduct.


fleshing out your Klingon Character

After you've determined the character's basic concept and place in society, you must flesh out those bare bones to create a well-developed character. Once you have some ideas about his background and personality, you'll know how to build him using the Icon System's character creation rules.  To help elaborate upon a Klingon character's background and personality, play a game of "20 questions" with yourself. Ask a lot of who, what, when, where, why and how questions about your character:  

• What House does your character belong to? How does he feel about his House (and his close relatives)? How does he serve his House, if at all?

• What interests or "careers" did your character pursue prior to the game's start? (This tells you, among other things, what Background History packages he should consider taking.) Is he still pursuing them, and if not, why not?

• Has your character ever been in battle, or is his devotion to the Klingon warrior ideal still untested? If he has fought, was he injured, and if so, how? Have the battles he's fought had any lasting effect on him (besides crippling wounds or the like)? Did he fight well enough for other Klingons to notice his prowess?

• Is your character now, or has he ever been, involved in a blood feud?

• What does your character do for fun or relaxation? He can't be on duty all the time.

• Is your character married or "involved'? Has he ever been in love? If so, what was it like, and what happened?  Does he have any children?

• Has your character ever seen a close friend die (in battle or otherwise), and if so, how did it affect him?

• Does your character have any religious beliefs or inclinations, and if so, how does he express (or try to live up to) his faith?

Once you've determined some background material, you're ready to start creating the game mechanics to define your character using the Klingon Template is based on the one in Star Trek. Deep Space Nine role-playing core Rulebook. 

Attributes 

Fitness 3 [6]  

Strength +1  

Vitality +2  

Coordination 3 [5]  

Intellect 2 [5]  

Logic -2  

Presence 2 [6]  

Empathy -2  

Willpower +1  

Psi 0

Skills

Culture (Klingon) 2 (3)  

History (Klingon) 1 (2)

Languages - Klingon ta’hol 'dialect) 2 

Primitive Weaponry (choose Specialization) 2 (3) 

Unarmed Combat (choose Specialization) 2 (3) 

World Knowledge (Qo'noS, or other Homeworld) 1 (2) 

Typical Traits 

High Pain Threshold +2, 

Organ Redundancy brak'lul +2,  

Excellent Chemoreception +1 

Night Vision +1 (Extends to infrared Spectrum).

Code Of Honor (Klingon Code) -4

Blood Lust -2

KLINGON WARRIOR OVERLAY

Energy Weapon (Chose Specialization) 2 (3)

Planetary Tactics (Chose Specialization) 1 (2)

Shipboard systems (Tactical) 1 (2) OR systems engineering (Weapons systems) 1 (2)

Strategic Operations (Chose Specialization) 1 (2)

Chose two:

Administration (logistics) 1 (2)

Weapons (Chose Specialization) 1 (2) (Includes Primitive weapons)

Projectile weapons (Chose Specialization) 1 (2)

Security (Chose Specialization) 1 (2)

CHAPTER 4 SKILLS

SKILLS

This chapter discusses special applications for existing skills, advantages and disadvantages for Klingon characters, and provides many new traits specifically for Klingons. Players should check with their Narrators before taking these abilities for non-Klingon characters.

Klingons value skill and competence. While their militaristic nature seems like pure belligerence and aggression to many other species, Klingons take warfare seriously. They train many long hours to perfect their fighting skills, and take great pride in them. A Klingon who cannot fight well dishonors himself, his House and the Klingons who taught him.

Klingons apply a similar ethos to most other abilities and skills-if he's not going to, do something well, a Klingon often won't bother to learn how to do it at all. Poor performance is disgraceful. A Klingon who studies and practices enough to 

overcome an acknowledged "expert" in a particular field may even receive a special title (such as Basal master for poets or Dahar master with bureaucrats. A Klingon would rather fight his way to the heart of some bureaucratic tangle than talk his way through it for warriors) to recognize his abilities and skills as learned by characters raised and trained as Klingons

DIPLOMACY

The rich Klingon culture gives them a different perspective on, or way of performing, certain tasks. A Klingon's approach to creating art- While the term "Klingon diplomat" is an oxymoron throughout work may differ from that taken by Andorians, Humans, Cardassians or much of the galaxy, in truth Klingons make fine diplomats-at least the other species. The following notes details the key differences between older, more level-headed ones. Provided they can hold their tempers in The Next Generation and Deep Space Nine Role-playing Games check, their aggressiveness and willing to abide by honorable agreements. serves them well at the negotiating table.

Most Klingons regard certain skills as dishonorable, either because they're "sneaky" or because they provide some unfair advantage (in combat or otherwise). Any Klingon using one of these skills may suffer a loss of honor (including Total Honor points). Dishonorable skills include: Behavior Modification, Disguise, Espionage, Fast Talk (involving -deception), Gaming (to cheat at games) and Sleight of Hand (to fool or trick people, especially in combat)

command skills

As experienced by Commander William Riker and other Starfleet personnel who served aboard Klingon ships as part of the Officer  Exchange Program, Klingons use a very different approach to the command and administration of a starship or space station than most other species. Since the Klingon military does not have a formal command branch, command becomes a "survival of the fittest" matter -a Klingon who feels a superior officer is weak, or has made an incorrect 

decision, can challenge him, settling the matter in a "trial by combat" fashion. often Klingons challenge each other on the basis of honor, resolving the contest through fierce arguments which often degenerate into trial by combat. This ensures only the bravest, most skilled and honorable warriors hold the most important positions.

administration

Except for the Logistics Specialization, Klingons generally scorn this skill. Only lesser species or old men work with datawork and negotiate operations skills While warriors of most species learn this skill to keep themselves and 

their comrades alive, Klingons often ignore it entirely-after all, a true Klingon warrior can withstand several injuries and still fight better than other species! True Klingons prefer to rely on their brak'lul temper and fighting skills instead of retreating to the doctor every time they get cut or shot. (The same rationale applies to Medical Sciences.)

PROJECTILE weapon

This skill is unusually common among Klingons. Although it has little practical use in battle, many warriors make a hobby of collecting and studying ancient weapons. Some of their collections are both impressive and valuable.

other skills

CHARM

Klingons rarely possess this skill as most other species that conceive of it even Klingon courtship doesn't involve what most people would consider "charm." But some have Specialization such as inspire or Appeal To Honor which reflect the ways one Klingon warrior makes an emotional appeal, or one based on honor, to another Klingon warrior.

INTIMIDATION
Since Klingons profoundly respect honor, the greater a Klingon's Total Honor, the more intimidating he seems. To reflect this, any Klingon may divide his Total Renown by 10 (round down), and add the quotient to the Test Result of all Intimidation Tests he makes against other Klingons.  The Narrator may deny a character this bonus if he attempts intimidating an enemy or other Klingon who has no respect for him. While they can inflict pain as effectively as the Romulans or Cardassians (albeit not as elegantly, perhaps), Klingons prefer the Bluster and Cross-Examination Specializations of this Skill to Torture. They enjoy cowing a subject more than they do causing him pain.

language

ta'hol and ruq'Hol.

Some Klingon dialects characters might learn include Krotmag, Morskan, Sakrej and Vospeg.

Note: a narrator may choose not to use this. Dialects can be left up to the Narrators design their own.

New skill

The following new skills apply mainly to Klingon characters, since they reflect certain aspects of Klingon culture. If non-Klingons wish to learn them, the Narrator must decide whether this is possible, making the necessary changes as appropriate (for example, substituting Courage Points for Spendable Honor).

MOCKERY (PRESENCE)

Category: Other Any Klingon can insult another Klingon simply by saying something   rude to him. But some Klingons are particularly skilled at turning insulting phrases or belittling their fellows when engaging in del jok ritual insult duels. Characters can use Mockery to obtain the upper hand ritual insult duels, which may lead to other game bonuses or benefits When engaged in a war of insults with another Klingon, the charecter makes a Mockery Test. The higher the Test Result, the more effective his insult seems. The Test Result establishes the Difficulty for a Mockery or Presence Test (modified by Willpower) which the target must attempt   (similar to using Dodge to establish Difficulty Numbers for combat) If the target makes the Test, he retains self-control. If he fails the Test, he, must either pay 1 Spendable Honor to retain self-control or respond for the insult in some appropriately Klingon way (this means the target has lost the del jok, but the character with Mockery may be the worse for his victory).

The Klingon tongue contains many dialects. ta'Hol (the "Emperor's Language") is the standard dialect, the one associated with the First City and spoken by the majority of Klingons. When other species learn to speak "Klingon," they usually learn this tongue. Other regions and plan - Ghoret (Presence 3, Mockery (Barbed Comments) 2 (3)) ets within the Empire have their own dialects; however, some sound so and Tussok (Presence 2) participate in del jok. Ghoret says, similar to ta'Hol that characters need no separate Language skill to You are a dull-toothed vaSa-serpent who subsists on offal speak them. But others are completely different languages (just like because you fear to obtain better fare He makes a Mocker] Earth's Chinese has Mandarin, Cantonese, and other "sub- Test and rolls three dice (for his Presence). His best result is tongues" not mutually intelligible). These dialects use different sentence o 4, to which he adds 3 from his skill. Tussok must make a structure and words (if not different sounds or writing systems). A Presence Test against Difficulty 7 to resist losing his temper, speaker of ruq'e'vet Hol (Ruk'evel Language, also called ruq'Hon would Tussok rolls his two dice, but only gets a 3 and o 4, so he not comprehend, or might misunderstand, speech or writing in to'Hol. fails. Rather than lose the duel so early, Tussok spends 1 honor Point. A character from Ruk'evet would probably have two Language skills- Spendable Honor point to keep his temper in check but he still feels his hand wanting to reach for his dagger to teach  this pahtk a lesson he won't soon forget  Players should roleplay their characters' use of Mockery. If they create particularly good insults, or ones which (intentionally or not) jab one of the target's sore spots, they receive a Test Result bonus (typically +1, or +2 at most). If their insult sounds weak or poorly delivered, they may suffer a corresponding penalty.

The Narrator can use the Test Result from a Mockery Test to gauge onlookers' reaction to an insult. A Test Result of 7 might inspire a few smirks or a guffaw among the Klingons observing the duel. A Test Result of 13 could cause the crowd to laugh aloud at the offended Klingon, since the insult is particularly clever, vicious and biting.


Mockery typically applies only when a Klingon insults another Klingon. A Klingon character can make a Mockery Test against a member of another species, but unless he gets a very good test Result on or higher) much of the insult's meaning and innuendo in the insult is lost on its target.

Note: Characters don't need Mockery to run ritual insult duels. You can role-play del jok quite "easily with few Tests of any kind. But not all players are good at thinking fast on their feet and using their wits as an experienced Klingon might.  The Mockery mechanics can help such players create appropriate characters, which transcend their own (the players') limitations. A player can if he wants to, regardless of his personal skills.

Specialization: Ancestral Insults, Barbed Comments, Classic Jibes, Sarcasm

Chapter 05 Klingon Houses

KLINGON HOUSE TEMPLATES

Most Klingons grow up as part of a House, Great or otherwise. Each House teaches its children certain things beyond the basic Klingon Template skills-skills they need to survive or for which the blouse is known. Additionally, the House's reputation helps define its younger members, providing them with a starting Renown. This reflects how other Klingons view the character based on his ancestry and family associations. Klingons of the House of Kozak, for example, are known for their mercantile and financial skills, thus they have Aggression 2, Discipline 2, Initiative 2, Openness 0 and Skill 2 as starting Renown. A House known for the prowess of its warriors would have higher Aggression and Skill Renown.

HOUSE TEMPLATE DESCRIPTION

Each House Template includes the following information:

House Name: The name of the House.

House Renown: The House's Renown scores, by Aspect, with totals typically ranging from 1 to 250. For rules on House Renown, 

Starting Renown: The starting Renown scores for characters that belong to that House. For lesser Houses the total renown ranges from 1 to 4; for Great Houses it may be 6 to 10.

Skills: Any Skills taught to all members of the House.

Traits: Advantages and disadvantages common to members of the House. Use any presented the House Template supplemented as noted with ones from the regular advantage list or the disadvantage list provided below.

CREATING YOUR OWN HOUSE TEMPLATES

You’ll find templates here for all of the great houses described in Chapter three, but players and Narrators may wish to make up their own Houses and house templates.  If so build each templates with 9 development points.  House renown costs nothing (the Narrator determines each Houses Renown), but starting Renown for Characters costs 1 development point per 2 points of Renown.  Skills and traits have standard cost.  Choices for traits should be Renown or Socially orientated such as contact, favor owed, arrogant, Obligation (Blood Feud), Black Sheep and estranged, not physical ones like poor eyesight or athletic ability.

House DISADVANTAGES

For Houses with no specific list of disadvantages in their House Template, characters may choose extra advantages by balancing them with disadvantages, from this list:

Black Sheep (-1) 

Code of Honor: House Code (-2) 

Dark Secret (-1 to -3) 

Dark Secret revealed (-2 to -4) 

Disgraced Ancestor (-2 to -4)

Dishonorable (-2) 

Estranged (-2) 

Honorless Dog (-6) 

Hunted (-2 to -4) 

Obligation: Blood Oath (-3) 

Passion (-2) 

Rebellious (-2) 

Rival (-1 to -3)

Seventh Son Of A Seventh Son (-1) 

Shady Background (-1 to -5) 

Shamed (varies) 

Sworn Enemy (-1 to -3)

Klingon HoUSe template

HOUSE OF CHANG

The House of Chang represents, in the eyes of some, everything quintessentially Klingon; others see its practices as an insult to all Klingons hold dear. Proud and ruthless, they strike without warning, using victory as the only justification for their actions.

House Name: Chang

House Renown: Aggression 52, Discipline 30, Initiative 48, Openness 21, Skill 61. Total: 212

Starting Renown: Aggression 4, Discipline 0, initiative 2, Openness 0, Skill 2

Skills: Politics (choose Specialization) 1 (2), Starship Tactics OR Strategic Operations (choose Specialization) 1 (2)

Traits:

Suggested Advantages: Choose 2 points' worth of advantages.  

Bold (+l)  

Devoted (+2)  

Favored (+2)

First born (+4) 

Heirloom (+l) 

Holdings (+ l or +2 value) 

Line of Succession (+2) 

Patron (at +2 level) 

Quick-Draw (+2) 

Weapon Master (at +2 level)

Suggested Disadvantages: Code of Honor: House Code -2,  

Plus an additional -1 worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Black Sheep (-1)

Dark Secret (-1 to -3)

Dark Secret revealed (-2 to -4)

Dishonorable (-2)

Estranged (-2)

Hunted (-2 to -4)

Obligation: Blood Oath (-3)

Passion (-2)

Rebellious (-2)

Rival (-1 to -3)

Seventh Son Of A Seventh Son (-1)

Shamed (varies)

Sworn Enemy (-1 to -3)

HOUSE  DAA'MAQ

A House of ancient, lineage, House Daa'maq is for its military prowess and the fact that, after falling from power two hundred years ago, it recently returned to the High Council. It prefers to conduct military operations against non-Klingons.

House Name: Daa'maq

House Renown: Aggression 45, Discipline 25, Initiative 30, Openness 19, Skill 47. Total: 166

Starting Renown: Aggression 3, Discipline I, Initiative 0, Openness 0, Skill 4

Skills: Primitive Weaponry OR Strategic Operations (choose

Specialization) 1 (2), Starship Tactics (choose Specialization;

Traits:

Suggested; Advantages: Famous Ancestor +3.

Suggested Disadvantages: Code of Honor: Mouse Code -2, plus an additional -2 worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Black Sheep (-1) 

Dark Secret (-1 to -3)

Dark Secret Revealed (-2 to -4) 

Dishonorable (-2)

Estranged (-2) 

Honorless Dog (-6) 

Hunted (-2 to -4) 

Obligation: Blood Oath (-3) 

Passion (-2) 

Rebellious (-2) 

Rival (-1 to -3) 

Seventh Son Of A Seventh Son (-1) 

Shamed (varies) 

Sworn Enemy (-1 to -3)

HOUSE DEVNOH

A House of ancient, prominent lineage, House DevnoH is known for its military prowess, and innovation.  It prefers to conduct military operations against non-Klingons. House DevnoH retrofits obsolete Ships into usable fighting vessels.
DevnoH means to judge and to lead or to lead and to judge.
House Name: DevnoH

House Renown: Aggression 65, Discipline 35, Initiative 35,Openness 19, Skill 47. Total: 201

Starting Renown: Aggression 4, Discipline 2, Initiative 1, Openness 0, Skill 4

Skills: (Choose 1) Command (Combat Leadership OR Starship Command) 1 (2), Primitive Weaponry OR Strategic Operations (choose Specialization) 1 (2), Starship Tactics (choose Specialization) 1 (2)

Traits:

Suggested; Advantages: Famous Ancestor +5 (Kahless)

Weapon Master (+2, +4 or +6)

Suggested Disadvantages: Code of Honor: Mouse Code -2, plus an additional -2 worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Black Sheep (-1) 

Dark Secret (-1 to -3)

Dark Secret Revealed (-2 to -4) 

Dishonorable (-2)

Estranged (-2) 

Honorless Dog (-6) 

Hunted (-2 to -4) 

Obligation: Blood Oath (-3) 

Passion (-2) 

Rebellious (-2) 

Rival (-1 to -3) 

Seventh Son Of A Seventh Son (-1) 

Shamed (varies) 

Sworn Enemy (-1 to -3)

HOUSE Kang

Paragons of Klingon virtue honor and power. The House of Kang has an ancient lineage dating back to, if one believes the legends, Kahless himself The voice of the House of Kang speaks with authority on the High Council and many Klingons follow the House wherever it chooses to go. 

House Name: Kang 

House Renown: Aggression 56, Discipline 28, Initiative 40, Openness 20, Skill 52. Total: 196

Starting Renown: Aggression 4, Discipline 1, Initiative 0, Openness 1,

Skills: Primitive Weaponry (Bat’leth) OR Persuasion (Debate) 1 (2) 

Traits: Suggested Advantages: Famous Ancestor (Kahless) +5.

 Suggested Disadvantages: Code of Honor: House Code -2, plus an additional -2 worth of disadvantages (or, if character  takes more than that, balance with appropriate advantages).

Passion (-1) 

Rebellious (-2) 

Rival (-1 to -3) 

Seventh Son Of A Seventh Son (-1) 

Sworn Enemy (-1 to -3)

HOUSE KOZAK

The only Great House led by a woman (the redoubtable Grilka), the House of Kozak is known not only for its military prowess, but for its skill on financial battlefields. Scorned by some Klingons as a "merchant House," the House of Kozak nevertheless plays an important role in the Empire's economy.

House Name: Kozak 

House Renown: Aggression 29, Discipline 23, Initiative 41, Openness 27, and Skill 33. Total: 153

Starting Renown: Aggression 2, Discipline 2, Initiative 2, Openness 0, and Skill 2

Skills: Administration (choose Specialization) 1 (2), Merchant Starting  (Klingon Markets or other appropriate Specialization) 1 (2) OR Social Sciences (Economics) 1 (2)

Special advantages: Choose two points worth of advantages (or, if character takes more than that, balance with appropriate advantages).

Contact (+ 1 to +3) 

Devoted (+2)

Famous Ancestor (up to +2).

Favored (+2)

Favor Owed (+1)

First Born (+4)

Heirloom (+1)

Holding (varies)

Line of Succession (+2)

Patron (+2 to +4)

Suggested Disadvantages: Code of Honor: House Code –2

Plus choose an additional -1,"worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Argumentative (-1)

Arrogant (-1)

Black Sheep (-1) 

Dark Secret (-1 to -3)

Passion (-2)

Rebellious (-2)

Rival (-1 to –3 )

Seventh Son Of A Seventh Son (-1)

Sworn Enemy (-1 to -3)

House Kapronek

Perhaps the oldest of the Great Houses on the High Council, the House of Kapronek is steeped in Honor and tradition.  Their Honor and sense of tradition make their powerful military forces even stronger.

House Renown: Aggression 55, Discipline 37, Initiative 13, Openness 0, Skill 2, Openness 19, Skill 53. Total: 177 

Suggested Advantages: Famous Ancestor +3.

Starting Renown: Aggression 4, Discipline 2, Initiative 0, openness 0, Skill 4

Skills: Command (Combat Leadership OR Starship Command) 1 (2),

Special advantages: Choose two points worth of advantages (or, if character takes more than that, balance with appropriate advantages).

Contact (+ 1 to +3) 

Devoted (+2)

Famous Ancestor (up to +2).

Favored (+2)

Favor Owed (+1)

First Born (+4)

Heirloom (+1)

Holding (varies)

Line of Succession (+2)

Patron (+2 to +4)

Suggested Disadvantages: Arrogant -1 (family pride and support for Klingon traditions),

Code of Honor House (-2) plus choose an additional -2,worth of disadvantages. 

Dark Secret (-1 to -2)

Passion (-2)

Rebellious (-2)

Rival (-1 to –2)

Seventh Son of A Seventh Son (-1)

Shamed (varies)

Sworn Enemy (-1 to -2)

HOUSE OF MARTOK

This relatively young Great House now holds a place of pre-eminence in the Empire, since its leader, Martok, sits in the Chancellor's seat. Although many consider him and his House honorable, many question his and his House's role as ruler of the Empire.

House Name: Martok

House Renown: Aggression 48, Discipline 32, Initiative 18, Openness 16, Skill 40. Total: 154

Starting Renown: Aggression 3, Discipline 1, initiative 1, Openness 0, Skill 3

Skills: Primitive Weaponry (Bat'leth) 1 (2) or, Starship Tactics (choose Specialization) 1 (2)

Suggested Advantages: Choose 3 points worth (First Born is not available; since General Martok already has a son, Drex).

Bold (+1)

Contact (+1 to +3)

Devoted (+2) 

Favored (+2)

Favor Owed (+1)

Holding (varies)

Honorable (+2)

Line of Succession (+2)

Patron (+2 to +3)

Quick-Draw (+2)

Weapon Master (+2)

Suggested Disadvantages: Code of Honor: House Code –2

Plus choose an additional -1,"worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Argumentative (-1)

Arrogant (-1)

Black Sheep (-1) 

Blood Lust (-2)

Dark Secret (-1 to -3)

Estranged (-2)

Hunted (-2 to –4)

Passion (-2)

Rebellious (-2)

Rival (-1 to –3)

Seventh Son Of A Seventh Son (-1)

Sworn Enemy (-1 to -3)

House KURRIIS

House Kurriiss recently rose to power due to its successes in the Dominion War, becoming a staunch ally of Chancellor Martok.  

House Name: Kurriiss 

House Renown: Aggression 36, Discipline 27, Initiative 22, Openness 17, Skill 45. Total: 147

Starting Renown: Aggression 4, Discipline 0, Initiative 0, Openness 0, Skill 4 

Skills: Command (choose Specialization) 1 (2), Starship Tactics (choose Specialization) 1 (2)

Traits

Suggested Advantages: Choose 2 points' worth of advantages.  

Bold (+1)

Contact (+1 or +2 value)

Devoted (+2)

Favored (+2) 

Favor Owed (+1) 

First Born (+4)

Heirloom (+1)

Holdings (varies)

Patron (+2) 

Quick-Draw (+2) 

Weapon Master (+2) 

Suggested Disadvantages: Code of Honor: House Code -2, plus another -1 worth of disadvantages (or, if character 

Takes more than that, balance with appropriate advantage)

Black Sheep (-t) 

Bloodlust (-2) 

Dishonorable (-2) 

Estranged (-2)

Obligation: Blood Oath (-3)

Passion (-2)

Rebellious (-2)

Rival (-1 to -3)

Scorned (-2)

Seventh Son Of A Seventh Son (-1)

Shady Background (-t to -5)

Shamed (varies)

Sworn Enemy (-1 to -3)

House of Toqttuss

Taking after their leader, the gifted orator Toghuss, members of this House often use their quick-wits, sharp-tongues, and skills at Klingon politics. But those who scorn them as "talkers, not warriors'' discover their folly when they meet House Toghuss in battle.

House Name: Toghuss

House Renown: Aggression 40, Discipline 33, Initiative 27, traits Openness 21, Skill 48. Total: 169

Starting Renown: Aggression 2, Discipline 2, Initiative 0, Openness 0, Skill 4

Skills: Mockery (choose Specialization) t (2), Politics (choose Specialization) 1 (2) 

Traits:

Suggested Advantages: Choose 2 points' worth of advantages. 

Bold (+l) 

Contact (+ I to +3) 

Devoted (+2) 

Favored (+2) 

Favor Owed (+l) 

First Born (+4) 

Heirloom (+1) 

Holdings (varies) 

Honorable (+2) 

Line of Succession (+2) 

Patron (+2 to +4) 

Quick-Draw (+2) 

Weapon Master (+2, +4 or +6)

Suggested Disadvantages: choose -3 worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Argumentative (-1) 

Arrogant (-1) 

Black Sheep (-1) 

Code of Honor: House Code (-2) 

Dark Secret (-1 to -3) 

Dark Secret Revealed (-2 to -4)

Dishonorable (-2) 

Estranged (-2) 

Honorless Dog (-6) 

Obligation: Blood Oath (-3) 

Passion (-2) 

Rebellious (-2) 

Rival (-1 to -3) 

Scorned (-2)

Seventh Son Of A Seventh Son (-1) 

Shamed (varies) Sworn Enemy (-1 to -3)

HOUSE of Voss

The largest House in the Empire in terms of territory controlled and wealth, House Voss is also renowned for its military prowess. It faces significant challenges in maintaining control of its vast holdings with its war-reduced fleet.

House Name: Voss

House Renown: Aggression 38, Discipline 29, Initiative 22, Openness 16, Skill 40. Total: 145

Starting Renown: Aggression 2, Discipline 0, Initiative 1, Openness 1, Skill 4

Skills: Administration OR Merchant (choose Specialization) 1 (2), Starship Tactics (House Voss) 1 (2)

Traits:

Suggested Advantages: Wealth +1 OR Holdings +l.

Suggested Disadvantages: Choose -2 worth of disadvantages (or, if character takes more than that, balance with appropriate advantages).

Argumentative (-1) 

Arrogant (-1) 

Black Sheep (-1) 

Code of Honor: House Code (-2) 

Dark Secret (-1 to -3) 

Dark Secret Revealed (-2 to -4)

Dishonorable (-2) 

Estranged (-2) 

Obligation: Blood Oath (-3) 

Passion (-2) 

Rebellious (-2) 

Rival (-1 to -3) 

Seventh Son Of A Seventh Son (-1)

Shamed (varies) Sworn Enemy (-1 to -3)

houseless TEMPLATE

Not all Klingon warriors come from established Houses. Some leave their Houses, rejected or disowned by their peers, some are born into families and earn their positions as warriors through their skills, and some grow up as orphans. They take the following Template

House Name: Houseless

House Renown: Not applicable

Starting Renown: Not applicable. 

Houseless characters must earn their own Renown.

Skills: Primitive Weaponry (Bat'leth or other weapon of choice) 1 (2) OR Unarmed Combat (choose Specialization) 1 (2),

Intimidation (Bluster) OR Mockery (choose Specialization) 1 (2)

Traits:

Advantages: Choose 3 points of advantages

New HOUSE Advantages/Disadvantages

House Status (+/- 1 to +/- 3)

ADVANTAGES




DISADVANTAGES

+ 3  Esteemed Line (+ 5 Honor bonus)

- 3   Discommendated Line (- 5 Honor)

+ 2  Favored Line (+ 3 Honor bonus)

- 2   Disfavored Line (- 3 Honor)

+ 1  Recognized Line (+ 1 Honor bonus)

- 1   Disreputable Line ( - 1 Honor)

The Klingon overlay

An egalitarian system dominates Klingon society in the 24th century A few "nobles" manage politics while the vast majority of Klingons fall into the middle, or "warrior," class. Every Klingon receives training in the various arts of combat beginning at an early age, and considers himself a member of the "warrior" profession (at least in part).

Of course, a society with nothing but warriors could not survive. Civilizations rise through the minor, day-to-day efforts of farmers, craftsmen and service professionals, not just the grand deeds "of soldiers and rulers. Klingons fill many roles besides that of simply "warrior": Klingon scientists, artist, and arid diplomats. But their society's veneration of the  "warrior ideal" colors their perception of their personal profession or career. A Klingon doesn't think of himself as a scientist, artist or diplomat he thinks of himself as a "warrior-scientist," "warrior-artist" or "warrior-diplomat." to reflect this emphasis in Klingon society, all Klingon player characters take the same Overlay: Klingon Warrior. Their Tours of Duty/Careers (see below) describes the other jobs they perform throughout their lives. Depending on personal desires and various social pressures, a Klingon might work as a diplomat one year, an advocate the next, and an engineer on a bird-of-prey after that. They pick up what they need to know along the way.

background history

Because of the nature of their society, Klingons do not go through a period of "advanced training" like most characters do; the training is provided by their House (the House Template) provides their education to a large extent. Once their Early Life concludes, they go straight into a military tour of duty or career of some sort, learning "on the job" anything they don't already know. (Keep this in mind if players wish to build Klingon characters using the Background History packages from other books. Klingon characters should have a 5-point Early Life and two or more 10-point Tours of 

Duty; do not allow them to take Advanced Training packages, or their high skills will unbalance the game.) Ignore the icons indicating inappropriate skills in the Star Trek: The Next Generation Role-playing Game and Star Trek: Deep Space Nine Role-playing Game core rulebooks when building Klingon characters. (On the other hand, see "Dishonorable Skills" in Chapter Ten of this book for guidelines on skills which Klingons often avoid because those skills carry the taint of “dishonor').

Chapter 07 early LiFe history

early LiFe history

This stage of a Klingons life represents the period from his birth until he time when he embarks on his first tour of duty or career. During this time he also receives training in the skills particular to his House (i.e., his louse Template).  In large part, a Klingon's House determines what kind of upbringing will have. The son or daughter of a Great House must learn what it means to be a "noble"-court politics and intrigues, military strategy, and such. The power he or she will grow up to inherit (one way or another) with attendant responsibilities and dangers. Children from middle, Houses receive typical warrior indoctrination or other training, without the additional burdens noble scions must bear. Lowborn children may not receive much training at all; often they must fend for themselves and learn how to survive on their own. 

Klingon children often have what other species would regard as a tough, disciplined, even harsh, childhood. Klingons expect their children to act "Klingon" from a very early age. Klingon childhood aren’t filled with as much play and laughter as those of other species' children (though such things are by no means absent). Instead, when looking back on their childhood, many Klingons mostly remember learning how to be a Klingon the warrior training, the ability to ignore pain and other distractions, the carefully developed stoicism. At the same time, they learn how to control, and sometimes when to release, their passions and anger.

Early LiFe history packages

Each Klingon character receives 5 Development Points to spend during Early Life.

EARLY LIFE PACKAGES (EACH COSTS 5 DEVELOPMENT POINTS

Adopted: The character's parents were killed (maybe his entire House was wiped out), and another family adopted him. Alternately, his parents secretly fostered him to another House so he would not suffer the shame or discomendation their House had somehow incurred. The character's foster House raised him in its traditions as one of their own. (The character should choose the House Template for the House which raised him, not the House he was born into.)

Athletics (choose Specialization) t (2), Primitive Weaponry OR Unarmed 

Combat (choose Specialization) 1 (2), Dark Secret -1 (member of other House)

Alien Adoption: The character's parents were killed while the entire family was away from Qo'noS. Fortunately, the character survived and a member of another species found him and raised him. (The character does not take a House Template; instead, he should take a 9-point 'Advanced Training' package from another Last Unicorn Games Star Trek supplement, or create one of his own. Furthermore, unless he returned to Klingon society during adulthood and established himself there, he should take the Honorless Dog (-6) disadvantage (and balance it with six points' worth of skills and advantages) and-use the Courage Point system.)

Athletics (choose Specialization) 1 (2), +1 Dexterity or Reaction edge, 

Alien Upbringing +1

Colonization: The character grew up on a Klingon colony planet far from Oo'noS, and helped to make it a livable world.

Planetary Sciences (choose Specialization) I (2), any one Survival Skill (choose Specialization) 1 (2) (see below), or +2 Skill or Initiative Renown, Intolerant -2 ("citified" persons)

Famous Parents: The character's parents are renowned throughout the Empire for their accomplishments, honor, and abilities. Some of their skill and prestige wore oft on their child. Any one Military Skill (see below) OR Intellect-based Skill (choose Specialization) 1 (2), Famous Ancestor +2 

Half-breed: One of the character's parents was not a Klingon. The character suffered a certain amount of prejudice

from this (if the character is raised in a prejudice-free society, such as the Federation, replace the Diminished Social Status disadvantage with another appropriate -I disadvantage).

HONORABLE UPBRINING

Some early life packages reflect childhood that is not entirely honorable. “An academic upbringing by parents who are teachers, not warriors might not be seen as honorable by most Klingons. However that doesn’t mean a character raised that way must become dishonorable just because his personal circumstances as a child don’t seem honorable or his parents try and steer him away from the warriors path doesn’t mean he wont grow up as an honorable Klingon warrior.  (It may make it more difficult for him to do so of course but that is part of your character’s background).  If you feel your character’s upbringing dishonorable life then take the dishonorable or honorless dog disadvantages from the universal history list at anytime in your characters background history, balancing with additional beneficial elements Otherwise keep your characters normal honor and explain how he overcame early adversity.

Mixed Species Heritage +6, Diminished Social Status -1 (half-breed prejudice)

Lowborn Childhood: The character was born into a family of Klingon commoners and learned the family's trade. He received only the most basic warrior training, though he may have learned more on his own. (Unless he has been adopted into a House for some reason, a character with a Lowborn Childhood must take the Houseless House Template. If adopted into a House, he should probably replace the Diminished Social Status disadvantage with another appropriate -1 disadvantage.)

Craft (choose Specialization) 1 (2), Streetwise (choose Specialization) 1 (2), Diminished Social Status -1

Monastic Upbringing: The character grew up the child of deeply religious parents who lived in a monastery or spiritual retreat and taught him about Klingon spirituality and religious doctrines. Theology (Klingon Religion/Spirituality) 1 (2), +2 Renown (choose appropriate Aspect), +l Empathy edge

Ogat Training Academy: The character obtained admission to and studied at the prestigious Ogat Training Academy, where he learned Klingon culture and skills from some of the best instructors in the Empire. The character maintained ties with many classmates, including one who's since filled a position of great significance in the Empire and to whom the character owes a debt of honor. Unfortunately, old rivalries die-hard; one of the character's schoolyard antagonists continues competing with him.

Any one Military Skill (choose Specialization) 1 (2), +4 Skill Renown, Contact +3, Obligation -1, Rival -2

Orphan: The character's parents died while he was very young. He got his education from the School of Hard Knocks and became extremely self-reliant. (A character who chooses this package must take the Houseless House Template.)

Athletics OR Stealth (choose Specialization) 1 (2), Streetwise (choose Specialization) 1 (2), Diminished Social Status -1 

Strange Inclinations: For some reason the character never really accepted his place in a warrior culture. Instead of playing "war" like the other children, he preferred to play "diplomacy" or "advocacy" or something else nonviolent. He no longer walks the Warrior Path. Any two Academic Skills (choose Specialization) 1 (2), any two skills from the “Other” category (choose Specialization) 1 (2), Pacifism -1, Honorless Dog -6 

Teli'gath: The character's parents were soldiers in the IKDF or some House, and he was dragged along with them from post to post and mission to mission. Any two Military Skills (choose Specialization) 1 (2), Intolerant -1 ("civilians' of any species)

CHAPTER 8 RANK

RANK (MILITARY, POLITICAL, Religious)

Klingons do not buy the Department Head, Promotion, Political Rank or Religious Rank advantages like other characters. Instead, they take such positions by killing the person who holds them in honorable combat, or receive appointments to them based on their accomplishments and Total Honor.

The accompanying table lists the minimum Total Honor necessary to hold certain offices or positions. Characters do not automatically receive such positions just because they have that much Total Honor; instead, receiving the position requires role-playing.  The character might kill the current officeholder, 

Ingratiate himself with the person who has the Power to appoint someone to fill the position, or display great valor in battle to draw his superior’s attention. The Narrator determines whether a character receives an offer of a position, or what he must do to take that position for himself.

Klingon Ranks

Total honor

Political Rank

30 A Low ranking House Leader on the Klingon High Council; House leader of

                                           Equivalent Power; Colonial Governor; Ambassador.

40 A Medium Ranking House Leader on the Klingon High Council; House leader of equivalent power

50


A powerful or prominent member of the Klingon High Council; the head of             

                                           house of equal power to the members of the High Council

75 The Chancellor of the High Council

Total Honor

Department Head/Ship type

10 scouts, specialized support ships

15 Destroyers, Escorts, fast attack ships

20 Cruisers, Frigates

25 Battleships, Warships

35 Negh’Var, Dreadnoughts

Total Honor

Military Rank

0 Ensign

10 Lt (JG)

15 Lt

20 Lt Cmdr

25 ra’wI Commander

30 HoD Captain

40 sa’ general

Total Honor

Religious Rank

0 Monk

10 Cleric

25 High Cleric

CHAPTER 9 SKILLS

Academic Skills  




Military Skills
Culture  






Administration (Logistics)

History  






Energy Weapon

Language  





Heavy Weapons

Law  






Planetary Tactics

Sciences, 





Primitive Weaponry

All World Knowledge 




Projectile Weapons








Starship Tactics

Survival Skills  





Strategic Operations

Dodge  






Systems Engineering (Weapons Systems)

Energy Weapon 





Unarmed Combat

First Aid 

Planetside Survival 




Additional Early Life Skills
Primitive Weaponry 




Animal Handling

Stealth 






Psionic Skill (if applicable)

Tracking 





Streetwise

Unarmed Combat 

Attributes and Edges




Disadvantages

Any






Low Pain Threshold (-2)








Slow Healing (-2)

Advantages





Weak Will (-2)
Alertness (+2) 





Weakness (-2)

Alien Upbringing (+1) 




Zero-G Intolerance (-2)

Ambidexterity (+2) 

Double Jointed (+2) 

Eidetic Memory (+3) 

Engineering Aptitude (+3) 

Excellent Balance (+1) 

Excellent Chemoreception (+1)

Excellent Hearing (+2) 

Excellent Metabolism (+1) 

Excellent Sight (+2) 

Innovative (+1) 

Language Ability (+2)

Mathematical Ability (+3) 

Mixed Species Heritage (+6) 

Night Vision (+2) 

Peripheral Vision (+1) 

Rapid Healing (+1) 

Sense of Direction (+1)

Sense of Time (+2) 

Tactical Genius (+3) 

Telepathic Resistance (+4) 

Toughness (+2)

Chapter 10 ADVANTAGES

Existing Advantages

Unless noted otherwise, these advantages apply to Klingons detailed in the Star Trek: The Next Generation Roleplaying Game rulebook and supplements, and other Last Unicorn Games Star Trek products.

COMBAT advantages 

The following advantages occur with greater than normal frequency, among Klingons due to their society's emphasis on conflict and aggressive approaches to problems: Alertness; Battle-Hardened; Bold Quick-Draw; Resolute; Sixth Sense; Strong Will; Toughness; and weapon Master. Of course, all pure-blooded Klingons have High Pain Threshold and Organ Redundancy (Brak'lul) as a function of their physiology.

Courage AND RENOWN ADVANTAGES

Advantages which provide a character with Courage Points (either permanently or for discrete purposes) provide Klingons with Honor points instead. Advantages which affect his Skill or aggression

Renown likewise affect his Total Honor.

ALIEN Upbringing (+1)

Because of Klingons' warlike nature, they sometimes leave "war orphans" on Klingon outposts in their wake. Members of other species sometimes rescue and raise these children (Starfleet's Lt. Cmdr. Worf is one example). A Klingon raised in a non-Klingon environment may or may not make the effort to study and follow his Klingon heritage; doing so usually requires some effort, especially if his parent’s species or world does not maintain cordial relations with the Klingon Empire. For further discussion of how Alien Upbringing affects Klingon characters, refer to the Alien Adoption Early Life History package under Background History in Chapter Nine of this book. 

COMMENDATION (+1. TO +3)

The accompanying table lists some of the Commendations Klingon characters can earn. Each award includes a bonus to TotaI Honor. Most Commendations are medals or decorations worn on the warrior's baldric or uniform. ,

Klingon Commendations

Cost total
Honor
Commendation

1

1
Kre’jok, Ribbon of the Empire, Award of Merit

2

2
Empire Medallion, Ta’Qal, Star of Kahless

3

3
Order of the Bat’leth, Order of Kahless, Jaq’togh

Mixed SPECIES HERITAGE (+6)

Genetic records and common experience show Klingons can crossbreed with several other races, including Humans, Bajorans, Andorians and Romulans. (On the other hand, they cannot breed with, or have significant difficulty breeding with, Trill, Tellarites, and Cardassians, among others.) Klingon crossbreeds are not common, many other races seem too "small" and "fragile" to Klingons-but do exist. The accompanying table includes suggested Templates for Klingon dominant 

Mixed Species Heritage characters. Players may create their own instead. The Narrator decides whether a species’ native advantages, such as Klingons' High Pain Threshold and Organ Redundancy, apply to a crossbreed (Organ Redundancy, or brak'lul, almost never carries over).

Klingon/Andorian Template  

Fitness 3  Strength +1  Vitality +2  Coordination 3  Intellect 2  Logic -1  Perception +l  Presence 2  Empathy -2 Willpower +1  Psi 0

Klingon/Bajoran Template  

Fitness 3  Strength +1  Vitality +2  Coordination 3  Intellect 2  Presence 2  Willpower +l  Psi 0

Klingon/Human Fusion

Fitness 3 (5)



Culture (Klingon or Human) 2 (3)


Strength + 1


History (Klingon or Human) 1 (2)


Vitality + 1


Language (Klingon or Federation Standard) 2

Coordination 2 (5)


World Knowledge (Qo’NoS or Human world) 2 (3)

Intellect 2 (5)



Primitive Weaponry (specialization) 2 (3)

Presence 3 (6)



Unarmed Combat (specialization) 2 (3)

Willpower + 2


Mixed Species Heritage + 6

Psi 0




Diminished Social Status (half-breed) – 1






[Optional: Alien Species Upbringing + 1]

Klingon/Romulan Fusion

Fitness 2 (6)



Culture (Klingon or Romulan) 2 (3)


Strength + 2


History (Klingon or Romulan) 1 (2)

Coordination 3 (5)


World Knowledge (Qo’Nos or Romulus) 2 (3)

Intellect 2 (5)



Primitive Weaponry (specialization) 1 (2)


Perception + 2


Language (Klingon or Romulan) 2

Presence 2 (5)



Mixed Species Heritage + 6


Empathy – 1


Diminished Social Status (half-breed) - 1


Willpower + 1


[Optional: Alien Species Upbringing + 1]

Psi 0 (5)

These fusion templates will provide a challenge to players who want to create a distinctive character, one who may rise to a position of power in the Empire, despite their mixed parentage. A fusion carries the best capabilities of both races, but regardless is distrusted due to the stigma of being a “halfbreed.”

The optional stats reflect the options in creating the character’s background. Where was he raised? Who raised him? Was he a fusion raised by Romulans or was he raised on Earth? These are points to consider during the creation process. 

RANK (MILITARY, POLITICAL, Religious)

Klingons do not buy the Department Head, Promotion, Political Rank or Religious Rank advantages like other characters. Instead, they take such positions by killing the person who holds them in honorable combat, or receive appointments to them based on their accomplishments and Total Honor.

The accompanying table lists the minimum Total Honor necessary to hold certain offices or positions. Characters do not automatically receive such positions just because they have that much Total Honor; instead, receiving the position requires role-playing.  The character might kill the current officeholder, 

Ingratiate himself with the person who has the Power to appoint someone to fill the position, or display great valor in battle to draw his superiors attention. The Narrator determines whether a character receives an offer of a position, or what he must do to take that position for himself.

Klingon Ranks

Total honor

Political Rank

31 A Low ranking House Leader on the Klingon High Council; House leader of

                                           Equivalent Power; Colonial Governor; Ambassador.

41 A Medium Ranking House Leader on the Klingon High Council; House leader of equivalent power

50


A powerful or prominent member of the Klingon High Council; the head of                

                                           house of equal power to the members of the High Council

76 The Chancellor of the High Council

Total Honor

Department Head/Ship type

11 scouts, specialized support ships

16 Destroyers, Escorts, fast attack ships

21 Cruisers, Frigates

26 Battleships, Warships

36 Negh’Var, Dreadnoughts

Total Honor

Military Rank

1 Ensign

11 Lt (JG)

16 Lt

21 Lt Cmdr

26 ra’wI Commander

31 HoD Captain

41 sa’ general

Total Honor

Religious Rank

1 Monk

11 Cleric

26 High Cleric

WEAPON MASTER (+2, +4 OR +6)

Weapon Master works the same for Klingons as for other species. but Klingons can buy a third level a +3 bonus to Tests to hit targets with a particular weapon for 6 Development Points. This reflects the Klingon culture's intense emphasis on hand-to-hand combat.   Characters; of other species (even ones known for their fighting skills, like the Andirons) should not be allowed to buy it in most circumstances. -'

NEW Advantages

D'AKTURAK (+ 2)

A Klingon with this advantage is an "ice man"-one who's very good at keeping his temper and focusing on his goals, allowing him negotiate, gamble or conduct other non-combative activities without resorting to "typical Klingon" methods. A Klingon with this advantage `s must almost never pay Spendable Honor to keep his temper (see Chapter Nine for rules on Honor), even during del jok. Only on those occasions where he faces the most extreme and demeaning of insults (primarily when someone successfully uses the Mockery skill against, him) must he pay Spendable Honor to keep his temper.

FEL'MIN (+1)

Fel mln is the Klingon "death eye," the instinctive ability to look an opponent in the eye and see his intent to kill. When fighting an opponent in one-on-one combat, the character may make a Routine (4) intellect + Perception Test (this is an Immediate Action). If he fails, nothing happens. If he succeeds, he can determine his opponent's intentions in the combat - is he willing to fight to the death, or just enough to satisfy honor, or something in between? This gives the character +1 Spendable Honor to use during that fight.

FEROCITY (+3)

Ferocity is the positive side of the Bloodlust disadvantage. A Klingon with this advantage becomes so focused on battle that he becomes a better fighter. He receives +1 die to roll for all Primitive Weaponry, Shipboard Systems (Tactical), and Unarmed Combat Tests. He also receives +1 Spendable Honor whenever he engages in combat.

GheH'lar (+3)

GheH’lar is the Klingon ability to inspire others to fight better or Struggle harder. A Klingon with this advantage is a born leader, or one who through example reminds others of the "Klingon ideal" toward

which they should strive. He may choose one Klingon to inspire each  round (this does not require any conscious ad on his part, but should be role-played as the player sees fit). That Klingon receives +1 Spendable Honor to use to accomplish whatever immediate task he has been inspired to perform. The goal must be an immediate one, such as defeating an onrushing enemy or breaking out of a prison cell. If the inspired Klingon doesn't use the point of Spendable Honor on that action, or if he .leaves the character's presence for too long (as determined by the Narrator), the bonus point of Spendable Honor fades away.

Heirloom (+1)

The Character possesses an object of importance to his family or house. Examples include a bat’leth or other weapon used by a famous ancestor in an important battle; his great grandfathers awards and medals from campaigns against starfleet; or a piece of antique jewelry.  The object's value is typically only sentimental, but it may have some intrinsic use (the character might use an Heirloom weapon in combat).

holdings (VARIES)

A Klingon with this advantage owns a small estate somewhere in the Empire. How he obtained it (inheritance, conquest, favor) depends on his background and the series. A character can lose this advantage through the course of game play; if so, he does not regain the points spent on it. Because of the wide range of possibilities for this advantage, no guidelines exist for the cost in Development Points; the Narrator must set the cost. The more useful a Holding, the more it should cost.

HONORABLE (+2)
Others know the character for being extremely honorable. He receives +t Total Honor, which also increases his Spendable Honor and can affect Renown Tests. The character may not actually be honorable, but everyone thinks he is.

Intimidating (+1)

Due to the character's size or demeanor, others perceive him as intimidating and dangerous. He receives +1 Spendable Honor to use whenever making intimidation Tests or other Tests involving attempts to cow 

others.

MASTERY (+1)

Others revere the character as an expert practitioner of a certain skill or discipline, and awarded him a special title in recognition of his abilities (see accompanying table).A character with Mastery receives +1 Spendable Honor to use whenever he attempts any Test relating to his related subject. For example, a

Basai Master receives +1 Spendable Honor to use when he makes an Artistic Expression Test to compose a poem; a Dahar Master gets the same bonus when he engages in combat.

MASTERY

Title

Subject


minimum Total Honor

Basai master
Poetry


15

Dahar master
Warfare, Fighting

35

Kort’al master
Diplomacy, Negotiation
20

Suras master
Advocacy

20

Ta’tHot master
Doctoring Healing
15

Players must obtain the Narrator's permission before buying this advantage. Typically it takes years of experience and accomplishment before receiving such titles; most characters should buy this advantage with Experience Points, not during character creation. Furthermore, characters must have a minimum amount of Total Honor to receive a Mastery title, as indicated in the table.

PROPHECY (+4)

A Klingon with this advantage dreamed that Kahless came to him and prophesied that he would accomplish something wonderful and important for the Klingon people. The Narrator must decide what the prophecy concerns (something significant which relates to one or more important series story arcs), and how much the character knows about his role in it (usually not much). Prophecy has two game effects. First, whenever the Narrator determines the character is acting directly to fulfill his destiny (whether he knows it or not), he receives +1 Spendable Honor to use on any such actions. Second, he cannot spend his entire Honor in pursuit of his destiny.

If he uses his last point of Spendable Honor trying to fulfill the prophecy, that last Spendable Honor point immediately refreshes (in effect allowing him to spend a point of Spendable Honor on every action, assuming he's willing to spend all the rest of his Spendable Honor to reach that stage). -  Furthermore, Klingons who know the character has a Prophecy tend to be well disposed toward him (to simulate this, the character may receive a +1  Test Result bonus on all Presence-based Skill Tests with other Klingons).

To receive the benefits of Prophecy, the player must role-play the; character properly. He must remain aware of the Prophecy, constantly questioning whether he's doing "the right thing" to fulfill it. In some 

nations, his focus on the Prophecy may distract or confuse him, resulting in penalties to Tests. The Narrator should set other role-playing guidelines based on the Prophecy itself; for example, a Klingon fated to  restore spirituality to Klingon society must live a spiritual life himself.  Being the subject of a prophecy has its drawbacks as well. Those fated to become tools of destiny often do not survive the experience, (or if they do, are profoundly changed by it). A player whose character fulfills his Prophecy may find the character is no longer playable and must become an NPC or legendary hero.

TODAY Is A good DAY To DIE  (+1)

The character is determined to do his duty in combat, no matter what the odds or how difficult the task. Whenever he is outnumbered or at other significant disadvantage in a combat situation, he receives +1 

Spendable Honor to use in an effort to snatch victory from the jaws defeat.

HONOR ADVANTAGES

The following advantages affect a character's Honor or Renown.

Devoted (+2)

Typically characters must buy them during character creation, since they relate to a character's House and his relationship to that House.  players must have the Narrator's permission to buy them with Experience 

Points.  A Klingon with this advantage embraces his House's traditions wholeheartedly. He must participate enthusiastically in all House activities. For example, if his House becomes involved in a blood feud, he must be at the forefront of the conflict. He receives double aggression Renown for all missions he conducts on behalf of his House other hand, if the House earns negative Aggression Renown for any reason, 

he receives double that many points of negative Aggression

Renown.

FAMOUS ANCESTOR (VARIES)

The character descended from someone famous-perhaps even Kahless himself! The more

development Points spent on this advantage, the more famous the ancestor (Kahless would be

'worth 5 Points, with others proportionately less). Each point gives the character +1 Total Honor.

FAVORED (+1)

The character is his father's favorite child. He sits in an honored place, and receives added attention. To reflect this, he may roll +1 die when making Tests with any one Military Skill (pick one from the list in Chapter One). He also receives +2 Skill Renown.

FIRST BORN (+4)

The character is destined to inherit the mantle of leadership for his House, and everyone vows he is destined for greatness. To prepare him for this role, he received special training. He may role +1 die when making Tests with skills in one of these categories: Command, Operations, (choose one). He also receives +2 Skill Renown.

Line of SUCCESSION (+2)

While not the First Born, or likely to inherit leadership of His House, the character is relatively high up the chain of descent-just a death or two may put him in the position of heir. He may choose any one skill for which he may roll +1 die when making Tests; he also has +2 Skill Renown.  Unless noted otherwise, these disadvantages apply to Klingons as detailed in the Star Trek: he Next Generation Role-playing Game core rulebook and supplements, and other Last Unicorn Games Star Trek products.

CHAPTER 11 DISADVANTAGES

Existing Disadvantages

Unless noted otherwise, these disadvantages apply to Klingons as detailed in the Star Trek The Next Generation role-playing Game Core Rulebook and Supplements and other Last unicorn Games Star Trek Products

COMBAT Disadvantages

The following disadvantages occur with greater than normal frequency among Klingons due =heir society's emphasis on conflict and aggressive approaches to problems: Argumentative; Arrogant; Bloodlust; Chronic Pain, Domineering; Impulsive; Medical Problem; Physically Impaired; Rival; and Vengeful.

COURAGE AND RENOWN DISADVANTAGES

Disadvantages reducing a character's Courage Points (either permanently or for discrete purposes) decrease Klingons Spendable Honor points instead. Disadvantages affecting his Skill or Aggression Renown 

Likewise affect his Total Honor.

ADDICTION (-1 TO –4)

Klingons regard Addiction as extremely shameful. It represents a loss of control no true warrior can tolerate. If a Klingon starts the game with a publicly known Addiction, he must reduce his Total Honor by 1 point, but he gains an additional Development Point for the disadvantage. If he chooses to keep it secret, he loses no Total Honor at the start of the series. If his Addiction becomes known thereafter, he loses the point of Total Honor, but does not, gain an additional Development Point for the disadvantage. 

Argumentative (-1) 

Many Klingons take this disadvantage. They see arguing as a social, non-lethal form of combat, and believe victories in debates increase their honor. Arguments can lead to actual combat, so Argumentative characters are often good fighters as well.

BLOODLUST (-2)

This disadvantage is quite common among Klingons, who don't even consider it a shortcoming. Some of them even turn their love of violence into an advantage by purchasing the Ferocity advantage.

CHRONIC PAIN (-2), MEDICAL PROBLEM OR -3),  AND PHYSICALLY IMPAIRED (-1 TO –3)

These disadvantages all work well representing old war wounds and similar problems, such as General/Chancellor Martok's lost eye, a severed or useless limb, or a damaged heart. Klingons do not scorn those crippled by battle injuries, but regard them as heroes who gave themselves to further the Empire's causes.

CODE OF HONOR (-2 TO –5)

 This disadvantage occurs frequently-among Klingons, who passionately follow causes. (See "Chapter One: The Klingons" for details on Klingon honor and psychology.) The standard Klingon Code, as described 

in the Star Trek: The Next Generation Role-playing Game and Star Trek: Deep Space Nine Role-playing Game core rulebooks, is the most common; the Code of Honesty, Code of Fairness and Pledge from those books also crop up frequently. Characters can use other Klingon Codes of Honor:

Code of Kahless (-5): Similar to the normal Klingon Code, it also includes a devotion to the spiritual and moral ideals espoused by Kahless. Klingons following this code tend to be more "religious" ands spiritual than the typical Klingon, though they share the refusal to brook insults or show cowardice.

Death Before Dishonor (5): Although most Klingons go to great lengths to preserve their honor, they won't necessarily put themselves in mortal danger to do so regularly. A Klingon with this code will to him, maintaining his honor and reputation for honorable behavior more important than life itself.

House Code (-2): A Klingon with this disadvantage is especially dedicated to the ideals of his House (in a sense the opposite of the devoted advantage).  Regardless of the personal consequences to himself does what he must to support his House and maintain its power.

DARK SECRET (-1 to -3)  

If a Klingons Dark Secret is revealed to the public (not the same as Dark Secret Revealed, see below), he permanently loses a number of Total Honor points equal to the value of the disadvantage. He may also earn negative Renown.  The Narrator may, if he chooses, ignore the Total Honor penalty for revelation of a Dark Secret For example, for many years Kurn had a Dark Secret: he was the son of Mogh. Since revealing this poses other dangers (that enemies of the House of Mogh, such as the House, Duras, would try to kill him), and the secret itself is not particularly honorable, the Narrator might choose not to reduce his Total Honor. When the fact becomes publicly known-especially if Kurn himself reveals it in an honorable way, such as defending the honor of the House of Mogh.

DARK SECRET REVEALED

This disadvantage, first introduced in The Way of Dera, signifies that the character hides a Dark it and uses If against him ac continual blackmail He may have participate player and the Narrator should work together to concoct an appropriate secret which fits the series.  Only a handful of people knows of a Dark Secret Revealed. If the character's secret becomes widely known, he suffers the consequences described under Dark Secret, above

DARK SECRET REVEALED

Value

Secret

-2

Embarrassing (Your only half Klingon?)

-3

Career ruining (you showed cowardice in battle)

-4

Life Threatening (You betrayed your people at Khiotemer,)

DIMINISHED SOCIAL STATUS (-1, -3 or –5)

This disadvantage can represent ritual Klingon discomendation or "shaming." such as 'Worfs Discommendation at the hands of the High Council. The value of the disadvantage  depends on the extent of the restrictions imposed on the character  (see accompanying table).

DIMINISHED SOCIAL STATUS

Value

Status

-1

lesser discomendation; The character losses a few minor privileges and perks and loses 1 

total honor point permanently (or until someone reverses the decision) this level of diminished social status also  shows that a character was born into a lower class Klingon family or as a vumwI’ (Commoner) and has few rights and privileges.

-3

Greater discomendation: The character losses most privileges within Klingon society and 

may even be stripped of Lands or titles, but does not give up his major or most important possessions (Including a seat on the high council) he losses 3 total honor points permanently or until someone reverses the discomendation 

-5

Full Discommendation: The character losses all rights and privileges in Klingon society 

Including all lands titles and Honors. He becomes non existent in the eyes of Klingon society and his entire family and house are disgraced for seven generations he losses 5 total honor points (Though he may recover that lost honor if someone reverses the discomendation)

EXILE (-4)

Exile This humiliating punishment sometimes accompanies Full Discommenclation (see diminished Social Status, above). It is one of the worst punishments the High Council can impose on a Klingon, one rarely used. Other Klingons attack an Exiled Klingon if he returns to Qo`noS. He also suffers a -1 die penalty on all Presence-based Skill Tests made against Klingons who know of his exile (this may require a Renown Test).  

Guilt (-1)

Klingons rarely take this disadvantage (whose game effects are detailed on pages 80-81 of the

Star Trek The Next Generation Players' Guide). Psychologically they seem able to brush aside feelings

Of guilt by convincing themselves the act in question (however despicable) was necessary to maintain survival, power and Honor.  But some Klingons take it as Ashamed, indicating the shame they feel for some past dishonorable act. Ashamed functions identically to Guilt, but has different triggers.

Hides EMOTIONS (-1 OF -2)

While they don't go to the Vulcan extreme, many Klingons take pains to hide their emotions. They regard emotional displays as "inappropriate" in almost all circumstances. At the same time, v often express violent emotions such as anger when necessary Klingons may take this advantage at a reduced value (-1) to reflect how they only hide nonviolent emotions such as sentiment, love, fear, affection, and pride in others. When it comes to hatred, anger and other emotions evolving violence, they rarely restrain themselves.

IMPULSIVIE (-1)

Many young Klingons feel they can take on and conquer the world. Rather than stopping to consider matters of tactics, strategy, or simple prudence, they rush headlong into cattle, determined to acquit themselves  "with honor." Often they only find an honorable death and burial.

OBLIGATION (-1 TO –3)

At the -3 point value, this disadvantage can represent the Ip'Iw, or Klingon blood oath. A blood oath is a promise of vengeance which, once sworn, cannot be broken, even if it takes decades to fulfill or the character his life. A solemn ceremony usually accompanies the swearing of a blood oath.

PACIFISM (-1 TO –5)

This disadvantage is so rare in Klingon society as to be almost nonexistent. Others regard a Klingon with any level of Pacifism as a coward and usually as an honorless warrior as well. The character must subtract the disadvantage's value (I-5) from his Total Honor. (For this reason increase the value of the disadvantage by -2 unless the character also takes Honorless Dog, but do not subtract Total Honor based on those additional 2 points of value.)

PHOBIA (-2 To -5)

This disadvantage is also extremely rare in Klingon society, since Klingons believe in confronting one's fears to overcome and banish them.

POWER-HUNGRY (-1 TO -2)

This disadvantage has, sadly, become much more common on Qo'noS in recent years. Where once Klingons lived only to fight ably and rule nobly, today many concern themselves with maintaining' and increasing their own power and that of their House. Gowron, Chancellor until killed by Worf in 2375, is a perfect example; so are leaders of the House of Duras.

RIVAL (-.1 TO -3)

In a society devoted to conflict and competition, rivalries inevitability develops. Many Klingons take this disadvantage. Sometimes it becomes more intense and turns into a Hunted disadvantage instead (see below).

SHADY background (-1 TO –5)

Klingons with shady Backgrounds aren't very honorable. The character must subtract the value of the disadvantage ( 1 -5) from his Total..  Honor. (For this reason, increase the value of the disadvantage by -2 unless the --character also takes Honorless Dog, but do not subtract Total Honor based on those additional 2 points of value.)

Shamed (varies)

This disadvantage, first introduced in The Way of Dera.  Represents the character committing some act which caused him/her to loose prestige, (he surrendered to an enemy, abandoned a post, or failed spectaculary before a large group) this stigma comes back to haunt him no matter what he does to regain his honor. For every 1 Development Point received from this disadvantage the character gains 2 – renown points for example going from Aggression 3 to Aggression 1, and thus losing Total Honor as well). The bigger the disgrace, the more Renown lost. The player should determine the nature of his character's shame and reduce the appropriate Renown Aspect. Supporting Cast characters who succeed in a Renown Test for the character always recognize him for his shameful behavior.

SWORN ENEMY (-1 to –3)

As with Rival, and for the same reasons, this disadvantage frequently occurs in Klingon society: Sometimes all it takes is the exchange of an insult or two, and a brief flurry of blows, and suddenly two Klingons are lifelong enemies. 

CHAPTER 12 NEW DISADVANTAGES

NEW DISADVANTAGES

COWARD (-1)

The cowardly character fears risking his life or suffering harm. This doesn't mean he never fights-some people are more afraid of looking like cowards than of getting hurt-but in the end, he's still wracked by fear. Whenever faced with a situation inspiring enough fear to hamper the characters actions, he must use a point of Spendable Honor. If he does not spend the point, he either (a) suffers a -1 Test Result on all Tests made while afraid, or (b) quickly flees from whatever's causing the ileac The Narrator decides which result applies, based on what's most dramatically appropriate for the scene or episode. Public displays of cowardice usually earn a character negative Aggression Renown thus a loss of Total Honor), and may lead to other disadvantages such as Shamed.

DOOM (-1)

Kahless appeared to the character in a dream and foretold his doom. The character now sometimes overwhelming senses of dread at the thought of his impending doom. Whenever confronted with a situation, circumstance, or phenomena reminding him of Kahless's prophesy. (The Narrator must choose the character's triggers, perhaps after consulting with the player), the character must make a Moderate (7) Presence Test (modified by Willpower) or suffer a -1 die penalty for all rolls until the situation changes or he can overcome his feelings. The character may roll to resist his despair every round; once he succeeds, no further rolls are necessary.

HOT-TEMPERED (-2)

The character has difficulty controlling his fierce temper, often aroused by trivialities. Whenever he must use Spendable Honor or lose his temper, his Spendable Honor cost to keep his cool is doubled

HUNTED (-2 TO –4)

Similar to Sworn Enemy, this disadvantage indicates a adversary actively pursuing the character with the intent of Killing or capturing him.  More “proactive” than sworn enemy, , a hunter devotes virtually his entire life to tracking down and killing the character (either by himself, or through hired proxies such as professional assassins).

HUNTED

Value


Hunter

-2


less powerful or influential then the character

-4


more powerful or influential then the character

PASSION (-2)

Klingons often feel very strongly about certain things their House, their spouse, the merits of a particular artist. The character must indicate the subject of his strong feelings (see accompanying table).  Whenever the person or thing is insulted, threatened or in danger, he must defend it in an appropriately Klingon manner or use double the normal Spendable Honor points for not doing so. Inaction may also entail other penalties, such as permanent loss of Total Honor due to earning negative Renown.

KLINGON PASSIONS

Name



Subject

Dagh’nong


A particular artist and his works

Ghom’nong


A particular group (typically a military Unit)

Par’machkai’nong

A spouse or Lover

Tuq’nong


The House a character belongs to or serves

SCORNED (-2)

Other Klingons heap scorn upon the character and regard him as ’unworthy' because of some blunder he once committed, his status in society, or other reasons. He can never shake this stigma regardless of how well he does in life, or how high his Renown or Total Honor becomes. Whenever he makes any Tests related to social interaction with other Klingons (including most Presence-based skills), he suffers a -2

Result unless he uses a Spendable Honor point to overcome this effect.

HONOR DISADVANTAGES

The following disadvantages affect a character's Honor and Renown. Typically characters must buy them during character creation, since they relate to a character's House and his relationship to that House. Players must have the Narrator's permission to buy them With Experience Points.

Black Sheep (-1)

The character is his father's least favorite child. (The player and Narrator should work together to determine why his father feels this way)  Klingon society considers such dislike disgraceful, causing others shun the character as well. He rolls -1 die when making Presence – based skill test against other Klingons who know about his circumstances (which requires a Renown test)

Blood Feud (-1 to -3)

A Blood Feud (veS'Iw) is a vendetta between Houses (it's essentially a form of Sworn Enemy for Houses). They stem from old insults or - defeats, political rivalries, and insults accidentally or deliberately given. Whatever the cause, the character's House joins in a Blood Feud, and must support it by fighting members of the other House, participating in plans to cause the enemy's downfall. His personal feelings on the matter are irrelevant; a loyal House member must help out. The disadvantage's value depends on the enemy House's relative power.

BLOOD FUED

Value


ENEMY House

2 Enemy House is Weaker than the characters house

3 Enemy House is as strong as the characters house

4 Enemy House is Stronger than the characters House

Disgraced Ancestor (-2 to -4)

Somewhere within the lineage of the House, a member committed a grevious failure resulting in that name forever being associated with that failure. The name of said ancestor is rarely – if ever – spoken and is often hidden or erased from House history to avoid any taint of the House’s Honor..

Dishonorable (-2)

This Klingon has violated his honor in some fashion – not kept his word, failed to aid a House member, etc. In turn, he is not readily trusted by others, especially those of his House or ship. This taint may be removed by some act of redemption. – 2 honor points.

estranged (-2)

Somewhere along the line, the character has had a falling-out of some form with other House members, and has chosen to distance himself from the family.

Honorless Dog (-6)

This is the lowest form of Klingon – one who has completely forsaken his honor and Klingon tradition. One such as this may have committed such heinous acts such as consorting with known enemies of the Empire or may have plotted against his own House for personal gain. He wants it all, and doesn’t care what he has to do to attain it.

PASSION (-2)

A Klingon possessing this trait believes in and adheres to traditions so steadfastly that he may cloud his own judgment in actions. Worf’s sense of tradition is an example

Rebellious (-2)

A character with this trait is a thorn in the side of other warriors, along with those in command. Orders are always questioned, challenges constantly made, and for some odd reason, such a warrior rarely advances in rank. He also receives 2 negative Discipline Renown.

Seventh Son Of A Seventh Son (-1)

Once said to be a sign of great luck, this is actually a detriment to a Klingon. A warrior this lucky never gets into fights (he somehow manages to avoid them), avoids losing any battle – or manages to never get into any danger at all. In short, he lives a trouble-free life. Will often come through when it is least expected. This one never set out to become a “black sheep”; circumstances may have caused this to occur, or he may have been seeking his own path – but in an unexpectedly negative fashion.

CHPTER 13 TOURS OF DUTY/CAREER

Tours of Duty/Career

After their Early Life ends, Klingons enter the military (either the IKDF for a House's military) or begin some career. Klingons typically do not train in the same career or position throughout their lives, but move from one to another as their inclinations and skills allow. A Klingon might enroll in a House's military and be assigned to the communications station,   after a while switch to engineering, and after years of experience earn a command (remember, there's no "Command" branch in the Klingon military; one obtains a command solely on merit). A Klingon might choose to serve as an advocate for a while, then switch to teaching or diplomacy, and eventually find his way back into some niche of the legal profession. Every Klingon takes the basic Warrior Overlay, but each individual then distinguishes himself by his achievements, which depends largely on the Tours of Duty/Career Packages the player selects. To play an advocate, the Character can take one (or more) advocate-related packages. This way a Klingon character could serve as a warrior, helmsman, advocate, and ambassador throughout his career. What is his profession? Whatever he makes it at the time you ask. As mentioned above, Klingon characters should take a minimum of two (for "civilians' or four (for professional military personnel) Tours of Duty/Careers. This balances Klingons with similar characters of other species. Each Tour of Duty/Career provides a character with 10 development Points to spend. You can represent similar experiences several ways. A Klingon who fought in the Dominion War could take any one of several Military/Warrior packages reflecting how he was specifically involved in that war (or, for a broad range of experiences, the "Warfare -Dominion War" package). If he wants to simulate the fact that he spent the war serving as, say, an engineer one or more ships, he could take the appropriate Shipboard service package (in this case, "Engineering Officer'. Choose a package ion experience or on position (or perhaps find one package which adequately represents both).

tour of duty/career history packages

Each Klingon character receives 10 Development Points to spend during each Tour of Duty or Career.

The character served in some branch of the Klingon military. The packages below primarily relate to specific assignments or missions; for packages based on positions on a starship, see Shipboard Life Packages below.

Aide-de-camp: The character served as an assistant or aide to a high-ranking military figure, helping him deal with PADD-work, plan strategy, keep transmissions secure, and execute other military administrative duties. (This package is most appropriate for older warriors-those no longer fit for active field duty for whatever reason.) Administration (Klingon Military) 1 (2), Strategic Operations (choose Specialization) 1 (2), Contact +3, +2 Discipline Renown  

Blood Feud: The character's House became embroiled in a veS`lw, or blood feud, against another House.

Any two Military Skills listed under Early Life History Packages (choose Specialization) 1 (2) and t (2), Starship Tactics OR Planetary Tactics (choose Specialization) 1 (2), +6 Renown in Aspects of player's choice, Blood Feud –2

Blood Oath: The character swore a blood oath with another character, promising to give his life in some quest for vengeance or victory, and strove to fulfill that vow.  Any two Military Skills (choose Specialization) 1 (2) and t (2), Stealth (choose Specialization) 1 (2), Streetwise (choose Specialization) 1 (2), +2 Aggression, Initiative, or Skill Renown, Obligation: Blood Oath (-3) 

Bodyguard: The character put his warrior skills to use as a bodyguard for a prominent House official, a Klingon military officer, or some other important person. Search (choose Specialization) 1 (2), Security (choose Specialization) 1 

(2), +1 Perception edge, Contact +2, +2 Skill Renown

Border Patrol: The character served on a ship assigned to patrol one of the Klingon borders to maintain order and repulse potential invaders.  Primitive Weaponry (choose Specialization) 1 (2), Shipboard Systems (choose Specialization) 1 (2), Starship Tactics (choose Specialization) 1 (2), +2 Skill or Aggression Renown

Commando: The character served with one of the feared Klingon Commando units -warriors who beam into hostile locations armed with bat'leths, mek'leths and disruptors to wreak havoc among the enemy. Energy Weapon (choose Specialization) 1 (2), Primitive Weaponry (choose Specialization) 1 (2), Ferocity +3, Today Is A Good Day To Die +1

Counter-terrorism: Not all worlds which belong to the Empire are united in their desire to remain a part of the proud Klingon realm. On some planets underground groups try to "rid our Homeworld of the foul Klingon yoke!" The character belonged to a unit of soldiers assigned to exterminate terrorists and their activities.  Demolitions (choose Specialization) t (2), Energy Weapon (choose Specialization) 1 (2), Streetwise (Terrorist Underground) 1 (2), +2

Aggression or Skill Renown 

Dahar Master: A character's accomplishments on the field of a battle qualified him for recognition as a Dahar Master a of the greatest warriors of the Empire. (This package should be chosen relatively late in a character's life, and only by characters who have at least one Military Skill at the 4 (5) level or higher.) +l level in any one Military Skill, Honorable +2, Mastery (Dahar Master) +l, +8 Skill Renown

Exalted Order: Because of extensive military accomplishments and consummate warrior skill, the character received membership in one of the Klingon Empire's highest military orders, such as the Order of Kahless or Order of the Bat'leth

+l level in any one Military Skill, Commendation +3, Contact +3, +6 Aggression or Skill Renown, Sworn Enemy -2.

Exploration: The character served on a vessel assigned to explore deep space, looking for potential Klingon colony worlds, new enemies to fight, and planets to conquer. Planetary Sciences (choose Specialization) 1 (2), Shipboard Systems (Sensors or other appropriate Specialization) 1 (2), Space Sciences (choose Specialization) 1 (2), +2 Skill Renown 

Ground Forces: The character served as part of the Klingon ground forces during some conflict. He earned a reputation as a fierce and skilled fighter, in part because of his conduct in a particular battle (for which he earned a commendation but which also left him with impaired hearing due to a wound he suffered).  Planetary Tactics (choose Specialization) 1 (2), Planetside Survival (choose Specialization) 1 (2), +4 Aggression or Skill Renown, Famous Incident +l, Commendation +2, Poor Hearing –1 

House of TuHmoH Operations: The character belonged to or worked for the House of TuHmoH, the "House of Shame,' and used his talents in stealth, disguises and dirty tricks to infiltrate enemy territory and engage in missions of assassination, sabotage and mayhem.  Assassination: Demolitions (choose Specialization) 1 (2), Physical Sciences 

(Chemistry) 1 (2), Primitive Weaponry (choose Specialization) 1 (2), Security (choose Specialization) 1 (2), Diminished Social Status -2

Honor Guard The character, a warrior of great skill, is now serving as a member of the Honor Guard , The honor guard protect members of the High Council and VIP Guests only along with the Chancellor, Energy Weapon (choose Specialization) 1 (2), Primitive Weaponry (choose Specialization) 1 (2), Security (choose Specialization) 1 (2), Weapon Master +2, +4 Skill Renown, Fanatic -3 (protect their Charge’s life and safety at all costs)

Imperial Marine: The character has served with the back bone of the Empires assault troops warriors who beam into hostile locations armed with bat'leths, mek'leths and disruptors to wreak havoc among the enemy. : Any three Military Skills (choose Specialization) 1 (2) and 1 (2) and 1 (2), Today Is A Good Day To Die +1, Arrogant –1 +4 aggression Renown

Infiltration/Sabotage: Disguise (choose Specialization) 1 (2), Espionage OR Demolitions (choose Specialization) 1 (2), Security (choose Specialization) 1 (2), Stealth (choose Specialization) 1 (2), Diminished Social Status -2

Undercover Mission: Artistic Expression (Acting) 1 (2), Disguise (choose Specialization) 1 (2), Espionage (Covert Communications) 1 (2), Fast Talk 1 OR Charm (Influence) 1 (2), Diminished Social Status –2

Counterintelligence: Espionage (Counterintelligence) 1 (2), Search (choose Specialization) 1 (2), Streetwise (choose  Specialization) 1 (2), +1 Perception edge

Cryptography: Espionage (Cryptography) 2 (3), Physical Sciences (Mathematics) 1 (2), +1 Logic OR Perception edge

Intelligence Analysis: Espionage (Intelligence Analysis) 1 (2), Social Sciences (choose Specialization) 1 (2), +l Intellect, Security Clearance +3

Military Intelligence: Planetary Tactics OR Starship Tactics (choose Starfleet, Romulan or other Threat species) 1 (2), Strategic Operations (choose Starfleet, Romulan or other Threat species) 1 (2), Security Clearance +3, +2 Skill Renown

Starfleet Intelligence Liaison: Administration (Starfleet Intelligence) 1 (2), Espionage (Starfleet Intelligence Techniques) 1 (2), Culture (Federation) 1 (2), +2 Skill Renown

Invasion: The character participated in an invasion of an enemy world or territory. Energy Weapon OR Primitive Weaponry (choose Specialization) 1 (2), Planetary Tactics (choose Specialization) 1 (2), Weapon Master +2, +4

Aggression or Skill Renown

Military Administration: The character served the House military as an administrator. Although not rich with opportunities to earn great honor, his job was crucial to the proper functioning of the Empire. (This package is most appropriate for older warriors no longer fit for active field duty for various reasons.)  Administration (Klingon Military) 1 (2), Computer (choose Specialization) 1 (2), Personal Equipment (choose Specialization) 1 (2), Favor Owed +l

Military Instructor: The character spent some time instructing young Klingons in the arts of war. Command (Military Training) 1 (2), any two Military Skills (choose Specialization) 1 (2) and 1 (2), +Z Skill Renown 

Officer Exchange Program: As part of the Officer Exchange Program, the character served aboard a Starfleet vessel, learning how the Empire's greatest ally fights its battles.  Culture (Federation) 1 (2), Language: Federation Standard 1, Starship Tactics (Starfleet) 1 (2), +2 Openness Renown 

Scientific Mission: The character served on a ship, which performed scientific missions, such as surveying star systems or analyzing stellar anomalies.  Space Sciences (choose two Specialization) 1 (2) and (2), Science, Any Other (choose Specialization) 1 (2), Shipboard Systems (Sensors) 1(2)

Space Station: The character served aboard a space station as part of its permanent detachment of warriors.

Administration (Space Station) 1 (2), Computer (choose Specialization) 1 (2), Planetary Tactics ([Space Station] Tactics)

1 (2), Contact + l  

Strategic Analysis and Planning: Because of the character's well-known gift for tactical and strategic planning, the High Council asked him to work on the Empire's short- and long-term military plans. Starship Tactics (choose Specialization) 1 (2), Strategic Operations (choose Specialization) 1 (2), Tactical Genius +3, -1 Arrogant

General Warfare: Any three Military Skills (choose Specialization) 1 (2) and 1 (2) and 1 (2), +2 Aggression or Skill Renown.

Cardassian War: Planetary Tactics (Cardassian) t (2), Starship Tactics (Cardassian) 1 (2), World Knowledge (choose Specialization) 1 (2), +2 Aggression or Skill Renown

Dominion War: Starship Tactics (Dominion) 1 (2), Strategic Operations (choose Specialization) 1 (2), +4 Aggression Renown, +4 Skill Renown

Federation Conflict: Energy Weapon (choose Specialization) 1 (21 Planetary Tactics (Federation) 1 (2), World Knowledge (Ajilon Prime or other appropriate world) 1 (2), +2 Aggression or Skill Renown

Yan-Isleth: The character, a houseless warrior of great skill, served in Yan-Isleth, the "Brotherhood of the Sword," personal guard to the Chancellor, at the Chancellors request. (To take this package, a character have the Houseless House Template, or the template for the House of the current Chancellor.)  Energy Weapon (choose Specialization) 1 (2), Primitive Weaponry (choose Specialization) 1 (2), Security (choose Specialization) 1 (2), Weapon Master +2, +4 Skill Renown, Fanatic -3 (protect the Chancellor's life and safety at all costs)

The following packages deal with various careers and occupations not specifically connected to the military-everything from artists to scientists to herbal doctors. No matter how much it venerates warriors, Klingon society needs scientists to invent weapons, shopkeepers to sell goods and artists to entertain people. But don't forget Klingons aren't just for example, artists; they're warrior-artists. Someone who questions or criticizes a Klingon's aesthetics, the quality of his goods, or their skill might find himself challenged to a duel!

ARTIST CAREER

ARTIST 

Filled with creative urges and impulses, the character became an artist of some sort.

Magnum Opus: The character spent years practicing, creating lesser works, and feeding the fires of his creative energies. At last he set to work and created a true masterpiece, the defining work of a lifetime. Orders for commissions, and thus wealth, have since flowed to the character.  Artistic Expression (choose Specialization) 2 (3), Wealth +2, +4 Skill 

Renown

Performer: The character is an opera star or actor who performs for an appreciative, bellowing Klingon audience. His skill brought him accolades arid wealth. For those occasions when the audience is less than appreciative, he's learned to avoid thrown objects. Artistic Expression (choose appropriate Specialization) 2 (3), Dodge 1, Wealth +1

ASSASSIN CAREER

ASSASSIN

Klingons scorn the very idea of assassination as cowardly and dishonorable-and yet Klingon assassins exist. They even use a special type of dagger, the kut'luch. All assassins have Shady Background -3 (suspected of major criminal activities), Wanted -3 (throughout the Empire), or Dark Secret -3 (secretly an assassin).  (Note: Narrators and players who have access to lion and Ash, the Cardassian Union book from Last Unicorn Games, may substitute the Assassination skill for any of the skills listed in the Assassin packages.)

Master of Blades: The character prefers to look his victims in the eye before he kills them-or at least get close enough that they could look him in the eye if he doesn't stab them in the back. He honed his skills with bladed weapons to a razors edge. Primitive Weaponry (Kut’luch and one other Specialization) 2 (3) and (3), Throwing (choose Specialization in bladed weapon of some sort) 1(2), Stealth (choose Specialization) 1 (2), Dark Secret -3 OR Shady Background -.1 OR Wanted –3

Sniper: The opposite of the Master of Blades, a character with this package prefers to strike down his victims from a distance-a long distance. An expert with various types of ranged weapons, he can kill his target and disappear by the time anyone even finds his sniper position.  Energy Weapon (Disruptor Rifle) 1 (2), Projectile Weapon (choose Specialization) 1 (2), Primitive Weaponry (choose appropriate Specialization) 1 (2), Throwing (choose Specialization) 1 (2), Bold +l, 

Dark Secret -3 OR Shady Background -3 OR Wanted –3

DIPLOMATIC CAREER

ENVOY

The character served the Klingon Empire as an ambassador, diplomat, negotiator or similar representative to a foreign government. Ambassador: The character headed the Klingon embassy to another government or planet. (Characters may not take this package until they have taken at least two other appropriate packages, including other Envoy packages or various Military and Politics packages.) Culture (choose Specialization) 1 (2), Diplomacy (choose Specialization) 1 (2), World Knowledge (choose Specialization) 1 (2), +2 Skill Renown, +2 Discipline Renown, +2 Openness Renown, Rival –2 

Diplomatic Attaché: The character served as an undersecretary in a Klingon ambassadorial delegation, an assistant to an ambassador or negotiator, or similar position.  Administration (Diplomatic Delegation) 1 (2), Diplomacy (choose two 

Specialization) 1 (2) and (2), Language (choose Language) 1

Negotiator: The character worked as a member of a negotiating team seeking to obtain concessions from other governments on various matters. Diplomacy (choose Specialization) 1 (2), Mediation (choose Specialization) 1 (2), Persuasion (Negotiation) 1 (2), +1 Logic edge 

EXPLORATION CAREER

COLONIST

The character lived on a Klingon colony world, helping tame it and make a good life for himself and his fellow colonists.   Colonist: The character was a typical colonist, not significantly different from dozens of his fellows.  Craft (choose Specialization) 1 (2), Planetary Sciences (choose Specialization) 1 (2), Planetside Survival (choose Specialization) 1 (2), +1 Specialization with any Template skill

Colony Administrator: As a colony leader, the character supervised the administration and kept in touch with the homeworld. Administration (Colony) t (2), Persuasion (choose: Specialization) 1 (2), Planetary Sciences (choose

Specialization) 1 (2), +2 Skill or Discipline Renown

INSTRUCTOR CAREER

INSTRUCTOR

The character worked as a teacher, professor or other type of instructor. 

House Teacher: Having learned of his reputation as a scholar, one of the Empire's Great Houses hired the character to teach its children. Any two Academic Skills (choose Specialization) 1 (2) and 1 (2), Craft (Instructor) 1 (2), Culture (appropriate House) t (2), +4 Skill Renown, Hunted -4 (employer House's enemies)

Weapons-master: The character taught other Klingons weapon use skills (perhaps as a House instructor, perhaps as a "freelance" teacher). Craft (Instructor) 1 (2), Primitive Weaponry (choose Specialization) 1 (2), Weapon Master +4

LABORER CAREER

LABORER

The character, typically a member of the lower classes or a warrior somehow fallen on hard times, worked as a common laborer somewhere in the Empire.

House Servant: The character was a servant in one of the Great Houses.  Craft (choose Specialization) 1 (2), Culture (appropriate House) 1 (2), Stealth (Avoid Master) 1 (2), +l Dexterity edge 

Ship: The character worked on a Klingon ship as a menial laborer. During this lime he befriended a junior Klingon officer.  Craft (choose Specialization) 1 (2), Shipboard Systems (Environmental Systems or other appropriate Specialization) t (2), Systems Engineering (General Ship Maintenance) 1 (2), Contact +1, if character does not already have -1 Diminished Social Status (reflecting his status as a commoner), add that and take an appropriate +1 advantage

Space Station: The character worked on a Klingon space station in some low-level capacity. In his off-hours he gambled with his fellow laborers, earning a tidy sum to supplement his pay.  Craft (choose Specialization) 1 (2), Gaming (choose Specialization) 1 (2), Shipboard Systems (Environmental Systems or other appropriate Specialization) 1 (2), +l Dexterity edge OR Contact +1

Major Domo: The character worked for a Great House as one of its high-level, most trusted servants. Typically his parents or ancestors served that House in similar capacities for generations. 

Butler: The character served as a butler. Among his many responsibilities were waiting on table and arranging the setting in traditional Klingon fashion. He also had some responsibility for House security.  Artistic Expression (Table Arrangement) 1 (2), Craft (Butler) 1 (2), Security (House Security Techniques) 1 (2), +t Perception edge

Factotum: The character was the House's chief general servant. He oversaw the other servants and sometimes even acted as an informal advisor to his masters.  Administration (House Servants) 2 (3), Craft (Factotum) 1 (2), +1 Perception edge

MEDICAL CAREER

HERBALIST/ DOCTOR

For cultural and biological reasons, Klingon medicine is primitive compared to Federation, Romulan or Cardassian medical practices. Klingon medicine derives from ancient traditions of herbalism. The Klingon herbalist (who sometimes goes by the title "doctor," especially when serving on a ship) usually treats diseases and injuries with special teas, poultices, and infusions. He may also know some modern medical techniques, but prefers not to use them unless absolutely necessary; his idea of anesthesia, for example, is for someone to hold the patient down (or knock him out) while he does the cutting. While herbalists abilities are often represented with Science Skills, their knowledge derives from folklore, apprenticeships and other matters; for most characters, it's more "folk wisdom" about how the Klingon body works than formal training in the biological sciences.

Combat Medicine: The character joined the military as a physician. During his tenure in the military he learned a great deal about treating battle injuries.  Energy Weapon (choose Specialization) 1 (2), First Aid (Klingon, Wound/Combat Trauma) 1 (2) and (2), Medical Sciences (choose Specialization) 9 (2), +2 Skill Renown, Rival –1

Healer: The character worked as a general healer, attending to any and all afflictions he felt qualified to treat.

Culture (Klingon Lore) 1 (2), First Aid (Klingon) 1 (2), Physical Sciences (Klingon Herbalism) 1 (2), +I Empathy edge

Herb Gathering: The character traveled throughout the Empire, gathering and growing herbs for his pharmacopoeia and treating suffering patients along the way.  Life Sciences (Agronomy) 1 (2), Physical Sciences (Klingon Herbalism) 1 

(2), World Knowledge (choose two Specialization) 1 (2) and (2)

MERCHANT CAREER
TRADER

The character has worked as a trader, merchant or other member of the Klingon economy. According to Klingon culture, most persons involved in such professions are honorless parasites-and in truth, many Klingon traders care more about business and profits than honor.  

Arms Merchant: The character deals in weapons and other items related to warfare. Any one Military Skill (choose Specialization) 1 (2), Bargain (Weapons) 1 (2), Merchant (Arms Market) 1 (2), Streetwise (Arms Black Market) 1 (2), Dishonorable –2

Commodities Dealer: The character buys and sells bulk quantities of one or more commodities, such as Ludugial gold, foodstuffs, or Spican flame gems.  Bargain (choose Specialization) 1 (2), Merchant (choose Specialization) 1 (2), Persuasion (Persuade Customer/Seller) 1 (2), World Knowledge (choose Specialization) 1 (2), Dishonorable -2

Free Trader: The character plied the Klingon trade lanes, carrying goods from one world to another and selling them at a profit. Bargain (choose Specialization) 1 (2), Merchant (choose Specialization) 2 (3), Shipboard Systems (Flight Control or other appropriate Specialization) 1 (2), Dishonorable –2

Shopkeeper: The character owns and operates 3 small shop selling food, shoes, weapons, entertainment equipment or any dabbler in the sciences who might just make an important discovery or breakthrough someday.  of a million other products. Because such merchants often form an important part of the community, he does not share the stain of dishonor

that some of his mercantile brethren do. Bargain 1 (2), Law (Klingon Trade Laws) 1 (2), Merchant (choose Specialization) 1 (2), Holdings +1 (small shop)

ATTRIBUTES AND Edges




SKILLS
Any







Any

advantages






Disadvantages

Alertness (+2) 






See Universal Background List

Commendation (+I to +3) 

Department Head (+t to +4) 

Famous Incident (varies) 

Innovative (+l) 

Promotion (+0 to +6) 

Tactical Genius (+3) 

Weapon Master (+2 to +6)

POLITICAL CAREER

POLITICS

Either through choice or circumstances, the character entered rough and tumble world of Klingon politics.

ADVOCATE

Skilled at debating and presenting a position, the character satisfies much of his urge for combat and confrontation in the courtroom.  Klingons make good lawyers-they argue skillfully; they know how to learn, and use, organized bodies of rules; and they're masters of verbal combat.

Gin'tak: The character is a gin'tak a house adviser so trusted that he's considered part of the family. Even if he eventually leaves the House's service to pursue other opportunities, he always remains allied and associated with it-and its enemies will always be his as well. Culture (House) 1 (2), Diplomacy (Klingon Affairs) 1 (2), Politics (choose Specialization) t (2), Primitive Weaponry (choose Specialization) 1 (2 ),Sworn Enemy -2 (House's enemies)

Government Advocate: The character worked as a prosecutor, a drafter of regulations, or a legal representative to another power.   Administration (Klingon Court System or other appropriate Specialization) 1 (2), Law (Klingon) 1 (2), Persuasion (Debate) 1 (2), Contact +1 (some low-level, but well-placed, bureaucrat)

Government Representative: The character worked as an advocate representing the Klingon Empire in another state.

Administration (choose appropriate Specialization) 1 (2), Culture OR World Knowledge (choose Specialization) 1 (2), Law (Klingon and one other Specialization) 1 (2) and (2)

Judgeship: Thanks to his consummate legal skills and wisdom, the character received a judgeship in the Klingon judiciary. The Klingon term for this is HII'ra'Hev (literally, "receiving the Iron Orb," referring to the spherical metal gavel used by Klingon judges).  (Characters may only take this package after taking at least one other Advocate or Political package.) Administration (Klingon Court System) 1 (2), Law (Klingon) 2 (3), Contact +1

Litigation: The character spent most of his time preparing cases or representing clients in court. Intimidation (cross-examination) 1 (2), Law (Klingon) 1 (2), Persuasion (Debate) 1 (2), +2 Skill Renown

Mover and Shaker: Although he holds no formal office or position of power, the character is a "mover and shake" in the Klingon political world. He can get things done through contacts, influence peddling and backroom dealing.

Diplomacy (Klingon Affairs) t (2), Politics (Klingon) 2 (3), Contact +3, Dishonorable –2

Political Warfare: The character was involved in a nip-and-tuck political battle with another Great House. Whatever they sought over, the character was one of his House's frontline operatives in this cold war, which sometimes turned quite hot.

Demolitions (choose Specialization) 1 (2), Politics (choose Specialization) 1 (2), Primitive Weaponry (choose Specialization) 1 (2), +4 Aggression Renown, +4 Skill Renown, Sworn Enemy –3

Politician: The character served in a general political post on Qo'noS or some other Klingon world, exerting what influence he could and hoping to someday rise through the ranks to the true circles of power. Those who covet his position try to make life difficult for him.  Administration (choose Specialization) 1 (2), Diplomacy OR

Law (choose Specialization) t (2), Politics (choose Specialization) 1 (2), +4 Discipline or Openness Renown, Rival -1

RELIGIOUS CAREER

CLERIC

Having felt a religious vocation, the character spent some time exploring Klingon spirituality and religion.  

High Cleric: After years of religious devotion, study, and service , to the Klingon people, the character ascended into the highest ranks of Klingon religious hierarchy. (Characters cannot take this package until they take at least one other Cleric package.) Theology (Klingon) 2 (3), Religious Rank +2, +2 Discipline Renown, +2 Skill Renown

Monk: The character joined a Klingon monastery, such as the one on Boreth. While there he studied Klingon religion, participated in the monastery's everyday upkeep and took preliminary formal religious vows. Artistic Expression OR Primitive Weaponry (choose Specialization) 1 (2),  Craft (choose Specialization) 1 (2), Theology (Klingon) 1 (2), +1

Empathy edge, Religious Rank +0

Priest: The character took formal religious vows and entered the Klingon clergy. His duties included ministering to the faithful and maintaining a temple, shrine or monastery.  Administration (Klingon Church) 1 (2), Theology (Klingon) 2 (3), Religious Rank +1

SCIENTIFIC CAREER

scientist

The character approaches science as a challenge-he must struggle with research and facts to uncover new scientific truths, make discoveries and breakthroughs and invent new technologies. He must also vie against other Scientists trying competing with his research, or who criticize his theories. Dabbler: The character is a tinker, a hobbyist, a dilettantish Any two Science skills (choose Specialization) 1 (2) and I (2), Knowledge (choose Specialization) 1 (2), Curious +l

Military Scientist: The character puts his scientific skills to work for the IKDF or a House military. He tries improving existing weapons and defenses, inventing new ones and finding scientific ways to circumvent the enemy.

Any Science skill (choose Specialization) 1 (2), Systems engineering (choose appropriate Specialization) 2 (3), +1 Logic edge Researcher: The character researches fields for the advancement of Klingon science and technology. He sometimes forgets other goals while pursuing pure scientific knowledge.  Any two Science skills (choose Specialization) t (2) and 1 (2), any two Engineering skills (choose Specialization) 1 (2) and t (2), Fanatic -2 (advancement of pure science)
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CHAPTER 13 Shipboard Service Tours of Duty Packages

These packages describe the skills, abilities and other benefits a character would learn while filling a particular position aboard an IKDF starship or a House fleet. The character spent his entire tour of duty in that position or positions closely related to it. Note there are no "Command" or "Security" branch officers on Klingon ships. Command, as discussed above, is a function of ability, not training in a particular school All Klingon officers must see to the security of their ship; the Commanding officer delegates crewmen to specific security duties when he feels it's necessary Characters who spend a lot of time on security details can construct their own "package" from the generic attributes and Traits list for this stage of the Background History (which includes Security).

Communications Officer: A Klingon communications officer receives and transmits messages from other ships and the High Council, encodes and decodes messages, and serves as the ship's "ears to the galaxy." Computer (choose Specialization) 1 (2), Shipboard Systems (Communications) 1 (2), Systems Engineering (Communications) 1 (2), +2 Skill

Renown

Engineering Officer: Klingon engineers have never been known for their subtlety-everyone in the quadrant knows the old joke about how they fix things by beating on them. While he sometimes loses his temper with the equipment (or those who misuse it), he's a highly skilled technician, who often devises innovative solutions to engineering problems, 

Helping to keep his ship in fighting trim. Engineering, Any (choose Specialization) 2 (3), Engineering, Any Other 

(Choose Specialization) 1 (2), Innovative +l, Intolerant -1 (of people who abuse his precious ship), +2 Skill Renown

Field Promotion: Unable to gain admission to the Klingon military on his own merits, the character signed on as a "civilian" laborer on a Klingon ship. One day his quick thinking and heroic actions saved the ship. A battlefield commission and position in the Klingon military soon followed igniting jealousy and antagonism in some circles. (To take this package, the character must have at least one of the following: the Houseless House Template; the Lowborn Upbringing Early Life History package; or the  Laborer (Ship) Career package.) Any one Military Skill (choose Specialization) 1 (2), Craft (choose Specialization representing work done as a shipboard laborer) 1 (2). Shipboard Systems (choose Specialization) 1 (2). Promotion +l, Famous Incident +2, +2 Aggression or Initiative Renown, +2 Skill Renown, buy off -1 Diminished Social Status, +2 Initiative Renown, Marked Man -3, Scorned -2

Helm, Navigation: Like old-fashioned Starfleet vessels, modern Klingon ships divide the functions of Helm (the officer who pilots the ship) and Navigation (the officer who plots the course the ship follows). Computer (choose Specialization) 1 (2), Shipboard Systems (Helm or Navigation, as appropriate, and one additional Specialization) 1 (2) and (2), Systems Engineering (choose Specialization) 1 (2) 

Medical Officer: While Klingon medical technology lags behind that of many other races for cultural and biological reasons, Klingon ships usually travel with a doctor on board. First Aid (Klingon OR Wound/Combat T Trauma) 1 (2), Life Sciences (choose Specialization) 1 (2), Medical Sciences (Klingon) 1 (2), Physical Sciences (Klingon Herbalism) 1 (2), Code of Honor: Klingon Physician's Code  -2

Tactical Officers: Klingons divide Tactical duties between two or more "Tactical" officers: gunners and shield officers (who also operate the cloaking device). The gunner with the most seniority on the crew is nominally in charge of all of his brethren. the more weapons a ship carries, the more Tactical officers it employs.

Energy Weapon (choose Specialization) 1 (2), Shipboard . Systems (choose Specialization relating to Tactical-either Tactical or a more discrete one such as Weapons Systems or Cloaking Device) 1 (2), Systems Engineering (choose Specialization) 1 (2), +2 Skill Renown

CHAPTER  14 HONOR

HONOR

The most important thing to a Klingon is his honor. A true Klingon is not just a warrior, he is an honorable warrior, one who conducts himself correctly and maintains proper relationships with other Klingons. To act dishonorably brings upon one's self, the greatest possible shame in Klingon society.

HONOR

Klingons have Honor instead of Courage. Generally the higher a Klingon's Honor Total, the more honorable he is. Except as detailed below, rules applying to Courage Points apply to Honor as well. Where an advantage or other rule refers to spending Courage, Klingons spend Honor:

A Klingon character starts the game with a base of 1 Honor, and adds to that a number of points equal to the total of his current Aggression and: -Skill Renown. Little-known warriors won't have much Honor yet; they must earn it by proving themselves with proper heroic and noble- that is, honorable deeds. During character creation, a character may acquire additional Honor, or lose Honor, based on his House, or advantages and disadvantages he takes. This reflects how others automatically consider members of some Houses, and characters with certain personal qualities, more honor- able than the average Klingon.  As a character's current Aggression and Skill Renown Aspects change, so will his Honor total. If those Aspects increase, so does the character's Honor; if they decrease (due to earning negative Renown), he loses Honor, Unlike Renown Tests, which look at the total Renown earned by the character (regardless of positive or negative value), Honor depends on the character's current Aggression and Skill totals. If a character has 6 Aggression Renown and earns -4 for negotiating instead of fighting, determine his Honor from his current Aggression Renown score-2 Aggression-not from his absolute total (10 Aggression, 6 positive, 4 negative).  Tracking Honor, During the game, a player keeps track of two elements regarding his character's Honor: his Total Honor and his Spent/Unspent Honor.

TOTAL HONOR

Total Honor represents the total amount of Honor a character has earned, regardless of whether s spent any Honor.

For example, if GosH’nal, son of Ural, has 8 Honor (1 + 4 Aggression + 3 Skill), Total Honor is 8. If he spends 3 points

during an episode, his Total Honor remains 8. If, during a later episode gosH’nal shows cowardice and earns 4 Aggression, his Total Honor becomes 4.  If in a later episode GosH’nal shows courage and gains +2 Aggression Renown, his Total 

Honor becomes 10 

Total honor indicates how Klingon society views character as long as it remains in the positive he’s considered honorable, though the lower the score the less well regarded he is.  When making a Renown test to determine  if one Klingon knows another, add the subjects Total Honor to his overall Renown total (see pages 122- 23 of the Star Trek: the Next Generation Game rulebook or 109-110 of the Star Trek: Deep Space Nine Role-playing Game core rulebook). If the Renown 

Test succeeds, others know the subject both for the appropriate Aspect and for his honorable nature.

HONOR COSTS

1-2         obtain sensitive information

3-5 obtain classified information  

6+
Obtain top secret information 

2-4 Rally a powerful Klingon to your side during a political debate

3 -6 
Rally a House to your side during a political debate.

4-8
Rally a. powerful warrior to your side during a civil war inner house conflict

6-12
Rally a. House to your side during a civil war inner house conflict

1-6 Asking a powerful Klingon to intervene on your behalf and provide assistance (Cost depends on type of assistance and how quickly its needed)

Modifiers

+1-2 
Favor requested motet place the person/House of whom it is requested in a controversial, dangerous; or, vulnerable position

+1-2
Favor requested might require the person/house of whom it is whom requested to take extraordinary effort or

Expend significant, resources (including his/its own Honor) 

+3-6
Favor requested is or seems dishonorable (even if ultimately good for the Empire)

Varies
Person whom favor or assistance is requested holds an important position (Narrator may add some or all of the Total honor cost of that person’s political or Religious Rank to the cost)

SPENDABLE HONOR

Spendable Honor represents the Honor a character can use to accomplish things during the game. At the beginning of the series, Spendable Honor equals Total Honor. Divide it into Spent Honor and Unspent Honor so you can keep track of how much your character has left to use. To continue the above example, if GosH’nal starts the game with 8 Total Honor, he initially has 8 Spendable Honor as well. Since he hasn't spent any yet, he has o Spent Honor, 8 Unspent Honor. During his first episode, he spends 3 Honor. He now has 3 Spent Honor and 5 Unspent Honor. That means he only has 5 points of Spendable Honor left to use (until he somehow earns more). His Total Honor remains 8.  Spending all a characters Spendable Honor doesn't necessarily make him "honorless" or dishonorable; look to his Total Honor score, see if he's considered honorable. It just means he's used up all his self-control and his ability to use his Honor to accomplish things.

using SPENDABLE HONOR

Klingon characters can use Spendable Honor three ways: to improve Test Results; to affect game play; and to maintain self-control. Honor points spent in these ways do not "refresh" at the end of the scene or episode like Courage Points; once spent, they're forever gone (though the characters Total Honor remains the same) improving Test Results

A Klingon character can spend Honor to improve Test Results (the player does not have to decide to use Honor until after he rolls). Each Honor point spent increases the final Test Result by 1. A character can spend up to 4 Honor per round to affect Test Results. He may spend Honor this way as often as he likes, though only the most foolhardy and disrespectful Klingons use theirs recklessly.

Affecting Game Play

Klingons can also spend Honor to affect the course of events during an episode or rally help to their cause. In effect the character trades on his honorable reputation to "call in favors," convince other Klingons to a certain course of action or ally with him. The Narrator determines the cost for using Honor in this fashion; the greater the effect the character wishes to achieve, the greater the Honor cost. The accompanying table lists some suggested costs, but Narrators should alter these as necessary to suit their series. Klingon characters do not have to spend Honor to request assistant from a fellow player character (you should role-play that), or from an Ally, Contact, Favor Owed, or Patron (for which he already spent Development Points). The Narrator may make an exception if the favor requested seems somehow questionable or dishonorable, or requires the other Klingon to make extraordinary efforts.

Keeping Control

A Klingon can spend Honor to keep his temper when insulted, o himself when confronted with something he feels passionately about otherwise "keep his cool" in the face of his natural Klingon instinct to aggressive action (it costs him Honor not to respond in the expect honorable, Klingon way).  Whenever another Klingon insults a Klingon character, character experiences circumstances or sensations which test his self-con- trot, he must spend 1 Honor or react in an appropriately Klingon fashion such as attacking the person who insulted him or aggressively pursing a desired person or object. In effect the character trades Honor for the ability to remain calm (which has benefits of its own that often outweigh Honor spent); if he prefers to maintain his honor, he must act as a Klingon would (which may have negative social consequences). Since characters must spend extra Honor in certain situations, as dictated by their disadvantages (see "Chapter Two: Traits") 

gaining and losing honor.

A Klingon's Spent/Unspent Honor totals fluctuates frequently, and his Total Honor can change as well in several ways:

changes TO RENOWN

A Klingon's actions can change his Aggression and/or Skill Renown.  He can earn positive Renown for his aggressive and skillful deeds, or negative Renown for pacifistic, cowardly or incompetent actions. As these

HOW TO USE RENOWN
A Klingon can use his House’s Renown to determine who he Knows in a House, much like the federation personnel use Renown to figure out who they know on a particular ship.  He makes a Renown Test for every point by which he exceeds the renown test difficulty, he knows one person associated with that House (Usually the House Lord, or prominent people with in the House.)

Characters make a Renown test to determine what he knows about House Chang.  (Aggression 52, Discipline 30, Initiative 48, openness 21 Skill 61 Total 212) The narrator determines that aggression is the most appropriate Aspect.  The character rolls 10 Dice (The Maximum he can roll for a Renown test and gets a 6 as the highest die roll,  to that he adds 21 212 divided by 10 = 21, 21 +6 =27 since the test had a difficulty of 7 he knows 20 people associated with House Chang.

Renown totals change, so does his Total Honor, as described elsewhere in this section.

HONORABLE AND DISHONORABLE ACTIONS:

honor awards

  To maintain his Total Honor, a Klingon character must act honorably.  Dishonorable actions often reduce his Total Honor. The Narrator can simulate this by awarding or subtracting points to or from the character's Total Honor, much like giving a character Experience Points to reward good performance in the game. Each Honor point awarded increases the 

character's Total Honor by t (and thus gives him +1 Unspent Honor).

Every Honor point subtracted reduces his Total Honor by 1 (which may affect his Unspent Honor; see below). The Narrator determines the amount of an Honor award or penalty.  A Narrator can award or subtract Honor regardless of whether or not he awards Renown points or Experience Points. An Honor reward may be appropriate for a Klingon character whose accomplishments do not correspond well to any one Renown Aspect. 

 Spending DEVELOPMENT AND experience POINTS

At the Narrator's option, a character can increase his Unspent Honor  at the rate of t Development Point per Honor point, or 2 Experience Points per Honor point, not to exceed the Klingon's current Total Honor. This allows players an additional, and yet costly, way to renew their Unspent Honor by exchanging potential for character development for resources to affect events in the game.

TOTAL HONOR

Sometimes a loss of Total Honor also affects a character's Unspent Honor. If a Klingon's Total Honor decreases to less than his current Unspent Honor, automatically reduce his Unspent Honor to equal his lower  

Total Honor.

GosH’nal begins the series with 8 Total Honor (1 + 4 Aggression + 3 Skill). He has 8 Unspent Honor and 0 Spent Honor During the first episode he defuses a potentially violent situation by negotiating, which earns him -2 Aggression Renown. This reduces his Total Honor to 6. Since his Unspent honor is greater than 6, the Narrator automatically reduces it 

to 6. Thanks to his non-Klingon actions, he's lost 2 points of spendable Honor before even having the chance to use them.

Alternately, suppose he spent 3 Honor before the negotiations, giving him 5 Unspent and 3 Spent Honor. When his Total Honor decreases to 6, he doesn't lose any Unspent Honor, because 6 is greater than 5.  

House Honor  

Honor

Certain Klingon Houses have reputations as honorable Houses who turn out honorable warriors. Others, like the House of Duras, do not share such an enviable distinction. A Klingon character's House affects his Honor in-some ways, and vice-versa. To determine a House's Total Honor, the Narrator simply calculates it from the House's Aggression + Skill Renown (Houses don't get an initial 1 point). He then adjusts it up or down to reflect the House's general reputation for honorable/dishonorable conduct and the deeds of its members. Houses do not have Spendable Honor House Honor improves the chance that another Klingon has heard of a particular member of that House. Divide the House Honor by 10 and add the quotient to a Klingon character's Total Honor when another character makes a Renown Test to determine if he knows about that Klingon. The Total Honor a character earns or loses in terms of Honor Awards also affects his House's

Honor, since a House is only as honorable or dishonorable as its past and current members. Whenever a prominent House member (including any player character) earns or loses a point of Total Honor as part of an Honor Award, his House earns or loses the same number of points from its House Honor.

Chapter 15 UNIVERSAL BACKGROUND

UNIVERSAL BACKGROUND

These skills, advantages, and disadvantages can be taken at any stage of a Klingon's Background History:


Skills

Acrobatics 


Administration 

Artistic Expression 
Athletics 

Bargain 



Charm 


Computer 

Culture 

Demolitions


Diplomacy 

Disguise 

Dodge 

Energy Weapon 


Engineering, Any 
Fast Talk 

First Aid 

Gaming 



History 


Intimidation

Knowledge

Languages 


Law 


Merchant 

Mockery 

Personal Equipment 

Persuasion 

Planetary Tactics 

Planetside Survival 

Primitive Weaponry

Science, Any 

Search 


Sleight of Hand 

Stealth 



Theology 

Unarmed Combat 
Vehicle Operation 

World Knowledge


Advantages 

Ally (+2 to +5)  


Artistic Talent (+t)  
Asset (varies)  

Athletic Ability (+2)  

Battle-Hardened (+3)  

Bold (+t)  

Contact (+l to +3)
Cultural Flexibility (+1) 

Curious (+1) 


D'akturak (-2) 

Famous Incident (varies) 
Favors Owed (+1) 

Fel'mln (+t1 


Ferocity (+3) 

GheH'lar (+3)

Heirloom (+l) 

Honorable (+2) 


Intimidating (+l) 

Medical Remedy (varies) 
Patron (+2 to +4) 

Prophecy (+4) 


Quick-Draw (+2) 
Resolute (+3)

Scientific Genius (+3) 

Sexy (+2) 


Shrewd (+1) 

Sixth Sense (+4) 

Strong Will (+2) 

Today Is A Good Day To  Die (+1) Wealth (+1 to +6)


Disadvantages 

Addiction (-1 to -3)  

Argumentative (-1)  
Bad Reputation (-2 or -4)  

Blood Feud (-1 to -3)  

Bloodlust (-2)  


Chronic Pain (-2)  
Code of Honor (-2 to -5)  

Competitive (-1)  

Coward (-1)  


Dark Secret (-1 to -3)  
Dark Secret Revealed  (-2 to -4)  
Dependent (-2)

Diminished Social Status  (-t to -3) 
Dishonorable (-2) 
Domineering (-1)


Doom (-1) 

Fanatic (-2 to -3) 


Greedy (-1) 

Guilt (-1) 


Hides Emotions (-2)

Honorless Dog (-6) 

hot-tempered (-2) 
Hunted (-2 to -4) 


Hypochondria (-1) 

Imprudent (-1)


Impulsive (-1) 

Inept (-1) 


Intolerant (-1 to -3) Medical Problem (-1 to -3) 

Obligation (-1 to -3) 
(Blood Oath or other) 

Obsessive Tendencies (-3)

Pacifism (-1 to -5) 

Passion (-2) 

Phobia (-2 to -5) 




Physically Impaired (-1 to -3) 
Poor Chemoreception (if later in life, due to disease or chemical exposure) (-1)

Poor Hearing (if later in life, due to trauma or increasing deafness) (-1) 




Poor Sight (if later in life, due to injury, radiation or increasing blindness) (-2) 


Rival (-1 to -3) 

Shady Background (-1 to -5)
Stubborn (-1)

Sworn Enemy (-1 to 3) 

Vengeful (-1 to -2) 

Wanted (-1 to -4)


Wrongfully accused (-1 to –4)

Chapter 16: Worlds of the Empire

While not as expansive as the United Federation of Planets, or even the Romulan Star Empire, the Klingon Empire is vast, covering thousands of square parsecs. The Empire includes far more systems and planets than could be covered in a book many times the size of this one, so this chapter offers a look at some key sectors of the Empire of interest to players and Narrators.

ghuS’toq mIch - Grus’tok Sector

ghuStoq mIch borders the Federation and includes portions of the former Klingon/Federation neutral zone ceded to the Klingons in the QItomer mab (Khitomer Accords). Although relatively peaceful, the sector has seen trouble in recent years due to Klingon political dissidents.

Political Role

ghuStoq mIch is considered by many in the Empire as a metaphor for the Klingon-Federation alliance. Supporters of the alliance see an area with prosperous colonies, healthy trade, and worlds with abundant hunting and other leisure activities. Opponents of the alliance see ghuStoq mIch as a place where warriors become fat, soft, and lazy, where the Federation way of life worms its way into the Klingon heart. The sector has been a place of contention between Klingon factions in the past, and may be so again in the future.

Dominant Races/Cultures

The primary race inhabiting ghuStoq mIch is Klingon, of course. Some Federation races, notably humans, have also settled in the sector. Many are the descendants of colonists who settled in the area when it was disputed territory, and who have continued to live under Klingon rule. The sector has no native intelligent life forms, although it does contain several Class-M planets with various forms of primitive life.

Star Systems

ghuStoq mIch contains eleven star systems, including ju’raQ (Gamma Hydra), mara’nga (Maranga), and retlhIS (Rectys II), both located close to the Federation border. notara’ wej, vortellIS, and je’Hara’ also have Class-M worlds. The remaining stars in the sector do not have life-supporting worlds, although some are home to mining operations and similar activities, shipping materials back to the heart of the Empire.

Unusual Phenomena

In 2267, Federation colonists on ju’raQ loS (Gamma Hydra IV) all died from exposure to an unusual form of radiation coming from a comet in that system. The crew of the U.S.S. Enterprise was also affected by this radiation, which causes accelerated aging. The Enterprise crew developed a treatment for the radiation sickness, and it is now commonly available throughout the ju’raQ system. A few other comets in the ghuStoq mIch have been shown to emit the same type of radiation, so treatments are standard for colonists and personnel going to the sector.

Federation scientists have studied the comets in order to learn more about this unusual radiation, but have thus far not discovered its origin. The Klingon High Council permits Federation science teams to enter and leave the sector and to operate there undisturbed. The Federation Science Council established a temporary outpost inside one of the comets in the ju’raQ system six years ago to carry out further studies.

History

ghuStoq mIch began as disputed territory between the Federation and the Klingon Empire some eighty years ago, when both powers were slowly pressing against their mutual border. The Federation was the first to establish a colony 

in the area, on ju’raQ loS , but the effects of the local radiation killed the original colonists. Once a cure was discovered, the Federation approved re-settlement of the planet, and a true colony began there.

The Klingons also established a colony, on nearby notara’ wej (Gamma Notara III), and the two colonies warily watched one another for years. Still, the Klingon respected the terms of the Organian Peace Treaty and left the planet alone. This enforced environment of peace led to a degree of trust, trade, and cooperation between ju’raQ loS and the nearby Klingon colonies. Still, the Klingons remained somewhat paranoid about the possibility of a Federation attack. They mined a number of systems in the sector with gravitic mines to deter curious Starfleet and civilian vessels, leading to the occasional accident where a ship was disabled by a rogue mine. This led to the sectors’s greatest claim to fame: as the "host" of Starfleet’s "Kobayashi Maru" command-test, where a freighter is disabled by a gravitic mine near ju’raQ, inside the Klingon Neutral Zone. Academy legends aside, such an incident between a Starfleet vessel and a band of Klingon ships never actually took place near ju’raQ. More than twenty years after the founding of the colonies in the sector the Federation and the Klingon Empire signed the QItomer mab (Khitomer Accords). Part of the Accords ceded the ju’raQ system and other systems to the Empire. Colonists were given the option of relocating to other worlds in the Federation. As it happened, most of them preferred to stay where they were, and accepted Klingon rule.

The arrangement worked out reasonably well for the most part, with only a few conflicts between the Klingons and the other inhabitants of the sector. In fact, a number of Klingons have intermarried with members of other races, much to the concern of some Klingon purists, who claim they are tainting the proud blood of their race with that of outsiders. The human inhabitants of ju’raQ loS have gained a reputation in the Federation for their ability to deal with the Klingons and their understanding of Klingon culture, making them popular as guides for Federation merchants seeking to expand their business in the Empire.

Important Worlds

ju’raQ is the most famous world in the ghuStoq mIch. Originally a somewhat barren Class-M planet orbiting a main-sequence yellow star, ju’raQ loS has become a thriving colony over the past few decades; an unusual melting pot where Klingon and Federation cultures meet and mix. The original colonists were Federation citizens, mostly humans, along with some Tellarites and a scattering of other races.

During its time as part of the Empire, ju’raQ has built up a considerable Klingon population as well. The Klingons initially settled a new colony less than fifty kilometers from the original settlement site, but the two colony sites have grown closer over the intervening years, almost to the point of becoming a single entity. Trade and travel between Gamma Colony (the Federation settlement) and ju’raQ veng (Jur’raak City, the Klingon settlement) is brisk and regular. Some inhabitants have moved from one settlement to the other for business or personal reasons, and Klingon shops, restaurants, and attractions are commonplace in Gamma Colony, while human merchants and Tellarite mechanics are not an unusual sight in ju’raQ veng.

Three other Class M worlds in the sector: notara’ wej, vortellIS cha’, and je’Hara’ loS (Notara III, Fortellis II, and Jeh’hara IV), support active Klingon colonies. These worlds are deeper into the sector, towards the heart of the Empire, and are more "Klingon" in character, having fewer members of other races living there. notara’ wej is under the control of voSS tuq, while qang tuq controls vortellIS cha’. They coexist peacefully for the most part, although a recent development on je’Hara’ loS is of concern to the Empire. Controlled by toghuS tuq, the planet is a hotbed of sedition against the Empire, as members of various houses come and go, often including renegade Klingon houses. The colony is a refuge for Klingons of differing political views, and home to a number of radical political splinter groups.

One such group is a growing movement to keep the Empire free of all "foreign" influences. While the teH tIq (True Hearts, as they call themselves) are not openly opposed to the alliance with the Federation, they claim the Klingon heart is slowly being "poisoned" by ideas and philosophies from the Federation. There are signs the teH tIq movement is spreading to other worlds in the sector, and teH tIq graffiti and slogans have appeared on ju’raQ loS. It is likely only a matter of time before the movement leads to violence. Of course, there are those on the High Council who see no problem with this situation; Klingons have a long history of settling their differences through violence. If the inhabitants of ju’raQ loS cannot do so, then perhaps the Empire would be better off without them.

retlhIS is the homeworld of the massive Rectyne monopod, along with a number of other novel lifeforms. Most of the planet’s life is structured around a monopedal model, and retlhIS is a popular world for Klingon hunters to pit their skill and cunning against the creatures of the local grasslands and forests. Rectyne monopods are hunted and herded by the Klingons as food animals, and their hides are used to produce fine leather goods valued throughout the Empire. The Klingons primarily use painstiks to control the massive monopods without damaging their value on the market. The retlhIS colony thrives off this trade and the regular flow of visitors looking to camp and hunt in the wilds. 

mara’nga loS (Maranga IV) is home to a small Klingon outpost near the Federation border. The outpost saw some activity during the brief conflict between the Federation and the Empire caused by Changeling influence on both sides, which led to the dissolution of the QItomer mab. The outpost was heavily manned during that time. When ghawran la’quv reinstated the Accords, Klingon warriors from mara’nga loS were moved to the front lines of the war. Ganalda is the closest neutral system to the sector. In 2373 Klingon ships were forced to retreat from Ganalda IV in a battle with Federation forces over a "territorial dispute" when the Klingons attempted to seize the system and others located in neutral space.

ju’raQ loS (Gamma Hydra IV)

Class: M

System Data: ju’raQ loS has one moon

Gravity: 0.92 G

Year and Day: 344/22.5

Atmosphere: Oxygen-nitrogen. Earth-normal pressure 

Hydrosphere: 20% surface water, mostly in isolated lakes. 

Climate: Warm and dry for most of the year, with a short (two-month) cool season.

Sapient Species: Humans, Tellarites, and Klingons.

Tech Level: Level Six.

Government: Klingon Planetary Governor

Culture: Independent frontier culture, open-minded with a "can do" attitude.

Affiliation: Klingon Empire

Resources: Light industrial metals.

Places of Note: Gamma Colony and ju’raQ veng.

Ship Facilities: Orbital spacedock for small merchant ships and similar vessels. 

Limited ground facilities.

Other Details: The ju’raQ system is known for unusual radiation that causes accelerated aging in most life forms. Inoculations are available at the planet’s spacedock and starport. Old gravitic mines pose an occasional navigational hazard.

qa’vatlh mIch - Ka’Vala Sector

While the ghuStoq mIch (above) enjoys relative peace and prosperity, the qa’vatlh mIch is a border region that is nothing but trouble for the Empire. One of the colonies in the sector is in open rebellion, despite the best efforts of its Imperial Governor, and the High Council thinks the sector may be more trouble than it is worth.

Political Role

Located rimward along the border of the Klingon Empire and the Federation, the farthest area where the two powers come in contact, qa’vatlh mIch is far from the heart of the Empire and the reach of the High Council. This, combined with a history of political conflict with mainstream Klingon society, has led to political upheaval in the region.

The largest rebel faction is based on and around QI’oS (Krios Colony). The rebels seek independence and self-governance for their worlds, and are willing to go to any lengths in order to achieve their goals. Terrorist attacks against Klingon targets are on the rise and every effort the Klingons make to attempt to suppress the rebellion only generates more sympathizers willing to help the rebels.

The Klingon High Council would seriously consider the possibility of giving the QI’oSgnanpu’ what they want, they could always conquer them again later after all, except for one thing; The High Council has evidence that the QI’oSgnan rebels are being aided by the Romulans, and they are concerned QI’oS independence might lead to a permanent Romulan presence (or Romulan ally) on the Empire’s rimward border. Plus the Klingons refuse to accept that a rag-tag band of Romulan-aided rebels can possibly defeat them.

Dominant Races/Cultures

Apart from the Klingons themselves, who have a number of colonies in the region, the dominant race in the sector is QI’oSgnan, a subject race of the Empire. The QI’oSgnanpu’ are humanoid, almost identical in appearance to humans. Their clothing is vaguely reminiscent of ancient oriental styles on Earth. QI’oS culture is generally peaceful, respecting the extended family, personal success in business endeavors, and reverence for one’s ancestors. The pivotal event in QI’oS history was the war between the brothers QI’oS and vatlh (Krios & Valt). Centuries ago, the brothers ruled an empire spanning the sector, but they both fell in love with the same woman, gharutlh. QI’oS abducted her and took her to the system that now bears his name, leading to a war between QI’oS and vatlhHom (Valt Minor) that only recently ended due to the diplomatic intervention of the Federation and a historic Ceremony of Reconciliation.

The QI’oSgnanpu’ value land and personal possessions, and their society was primarily capitalist before the arrival of the Klingons. Now the QI’oSgnan do business with the Empire largely because they have no other choice. Although they are permitted some trade with worlds outside the Empire, that has become increasingly restricted due to the activities of the rebels. Although their technology was inferior to that of the Klingon Empire, decades of Klingon rule have taught the QI’oSgnanpu’ how to use Klingon technology and its Federation and Romulan equivalents. The Romulans have also been covertly passing technical information to the QI’oSgnan rebels to give them an edge against the Klingons.

QI’oSgnan:

Attributes

Fitness 2 [5]

Coordination 2 [5]

Intellect 2 [5]

Logic +1

Presence 2 [5]

Empathy +1

Skills

Culture (QI’oSgnan) 2 (3)

History (QI’oSgnan) 1 (2)

Language

QI’oSian 2

Klingon 1

Merchant (Any) 1 (2)

World Knowledge (QI’oS) 1 (2)

Rebels also have Energy Weapons (Phaser) 1 (2) and Stealth (Hide) 2 (3)

Typical Traits

Shrewd (+1)

 

Star Systems

qa’vatlh mIch contains some thirteen star systems, including QI’oS and vatlhHom. The Klingon Empire has colonies in five other systems in the sector: 

Hatorya, jo’Men’oS, taqlur, Davlos III, and Sennur. Most of the systems in the sector are main sequence stars, along with a pulsar and two red-giant stars. The Klingons believe QI’oSgnan rebels may be using the asteroid field surrounding the Duqo’ Sa’ pulsar as one of their bases of operations, using the radiation to screen themselves against sensor scans.

Unusual Phenomena

The Duqo’ Sa’ pulsar is of scientific interest, but not unusual for a pulsar. The Empire recently established a "science station" in the system, ostensibly to study the pulsar and gather scientific data. In fact, the science station is studying the pulsar in order to find a way to penetrate its sensor interference and scan the asteroid field for signs of rebel activity. The work is slow and difficult, but the science team is making progress, which greatly concerns the rebels, who are working with the Romulan Tal Shiar to sabotage the project. The Klingons have considered inviting assistance from the Federation Science Council, but they prefer to keep the true nature of the science station’s work from their Federation allies.

History

The native inhabitants of qa’vatlh mIch (Ka’Valt sector) possessed early Level Six technology they made first contact with the Klingon Empire some sixty years ago. The Klingons conquered QI’oS (Krios III), whose inhabitants were no match for the Empire’s weapons or troops, and the Empire established colonies on QI’oS and elsewhere in the sector. The QI’oSgnanpu’ appealed to the Federation for aid, but the Federation Council was forced to refuse their request due to the Organian Peace Treaty, and the fact that QI’oS was now a part of the Klingon Empire. For a time, the QI’oSgnan accepted their situation. At first, they benefited from the presence of the Klingons, who put a stop to the major conflicts between QI’oS and qa’valHom (Ka’Valt Minor), and who provided the QI’oSgnanpu’ with more advanced technology, insight into other worlds and civilizations, and the means to trade with them. However, this contentment did not last long in the face of conflicts between Klingon and QI’oS society and values. Klingon honor and governance blocked many prime business opportunities for the QI’oSgnan, and their world was limited as a member of the larger Empire, unable to establish colonies of its own, or become a greater part of the interstellar community. More importantly, the peace imposed on QI’oS and qa’valHom was did nothing to address the underlying issues, and violence continued between the two worlds. QI’oSgnan efforts to wring concessions from the High Council brought only swift and certain retribution. This led to the formation of an underground resistance movement.

Scenting an opportunity, the Romulan Tal Shiar decided to use the QI’oSgnan independence movement to their advantage. They fabricated duplicate Federation weapons and equipment and funneled them to the rebels using cloaked courier vessels. Even the rebels thought the Federation was aiding them covertly because they could not do so openly. When Klingon authorities captured Federation phaser rifles in rebel hands, they were livid and accused the Federation. The Romulans planned to apply the finishing stroke of assassinating vagh qumwI’ (the Klingon governor of QI’oS), using a brainwashed Starfleet officer as their pawn. This would drive a permanent wedge between the Federation and the Klingon Empire, possibly ending their alliance.

Fortunately, the plot was uncovered before it was too late, and the assassination of vagh qumwI’ prevented. Although the Romulans’ role in the affair was revealed, the Tal Shiar continue to covertly supply the QI’oSgnan rebels to create difficulties for the Klingons. The High Council is unwilling to even consider QI’oS independence until it can prove the QI’oSgnapu’ will not become puppets of the Romulans, and it can uncover the possibility of other Romulan collaborators within the Empire itself. Still, the High Council has taken steps to try and stabilize the QI’oS situation, including requesting Federation assistance in mediating the dispute between QI’oS and valt, leading to the Ceremony of Reconciliation between those two worlds.

Important Worlds

QI’oS is a Class M world, the fourth from its sun. The inner worlds of the system are hot rockballs with no atmosphere, of interest solely for their mineral value. QI’oS vagh (Krios V) is Class K, with a dense sulfurous atmosphere and high surface temperature. QI’oS jav (Krios VI) is a small gas-giant while QI’oS Soch (Krios VII) is an icy rockball. VatlhHom is also a Class M world, the third planet in the vatlh System. Both worlds contain developed Level Six civilizations and Klingon colonies.

The center of attention in qa’vatlh mIch is certainly QI’oS, but there are a number of other Klingon settlements in the region. All are fairly prosperous, but the "QI’oS situation" forces increased security and restrictions on trade. QI’oSgnan rebels have shown their determination to spread their cause by making terrorist attacks against the nearby taqlur and jo’Men’oS colonies. Although they are limited to fairly simple explosives, there is concern the Romulans may supply the QI’oSgnanpu’ with more effective weapons of terror, or that the rebels might find a way to strike at a key orbital station or starport. The taqlur and jo’Men’oS systems lie closest to QI’oS. Both contain Class M worlds with active Klingon colonies, ruled by planetary governors appointed by the High Council. taqlur was formerly in the hands of the chang tuq, until the High Council imposed martial law there as a result of the "QI’oS problem," a situation that does not sit well with the members of the chang tuq. The Hatorya, DIrovoS, and Sennur systems also, jo’Men’oS, taqlur, DavloS III, and contain Klingon colonies, ruled by tuqmey bortaS, qang, and Qotmagh, respectively. Located just outside Klingon space, Davlos III is an independent colony world that does considerable trade with the Empire. Some 90% of the planet’s trade is with Klingon merchants, ever since the colony severed its ties with the Federation shortly after the establishment of the QItomer mab. The planet now lies in neutral territory between the Federation and the Empire, and its independently minded inhabitants (a mix of humans and other species) are content with their position. However, trouble in qa’vatlh mIch has begun reducing Klingon trade, which is causing problems for the Davlosians.

QI’oS loS - Krios IV

Class: M

System Data: QI’oS loS has two small moons.

Gravity: 0.98 G

Year and Day: 372.4/27.5

Atmosphere: Oxygen-nitrogen with trace elements of carbon monoxide. Earth-normal pressure.

Hydrosphere: 55% surface water.

Climate: Temperate.

Sapient Species: QI’oSgnan, Klingon settlers.

Tech Level: Level Six

Government: Klingon planetary governor

Culture: Peaceful and mercantile-oriented, but with a strong undercurrent of political rebellion.

Affiliation: Klingon Empire

Resources: Light and heavy industrial metals, organics. 

Places of Note: The heavily fortified ruling Great Hall of vagh qumwI’ . The Temple of ‘aqaDar, the ancient site from which QI’oS and vatlh once ruled their empire. The Peaks of QI’oS, riddled with caves and laced with fistrium and other metals that limit sensor sweeps.

Ship Facilities: Orbital spacedock for small vessels with several spaceports on the surface. These are popular targets for QI’oSgnan separatists, and security is always heavy.

 

QI’tomer mIch - Khitomer Sector

Of all the Klingon sectors bordering the Federation, QItomer mIch most exemplifies the history that brought the two powers together to form their alliance. To supporters and opponents of the alliance alike, QItomer mIch is a symbol of the triumph and tragedy of shared Federation/Klingon history.

Political Role

QItomer mIch was once a vital political center for both the Klingon Empire and the Federation. The historic QItomer mab were signed here, laying the foundation for the alliance. The sector was also the site of the worst massacres committed by the Romulans against the Klingon Empire, in which thousands of Klingons lost their lives. In the years since the formation of the alliance, QItomer mIch has been more important for its history than its current events. But Klingon respect for the glories of the past led to a renewed interest in the sector as a place for diplomacy and negotiation for the Empire.

Dominant Races/Cultures

QItomer mIch is Klingon dominated, but its presence on the borders of both the Federation and the Romulan Empire lend the sector a more cosmopolitan feel to it. It includes star systems that prefer to protection of the Klingon Empire (especially with their allies, the Federation, close at hand) over the Romulans. The sector is frequently host to delegations from Federation planets and an important center of trade in the Empire.

Star Systems

Qitomer mIch contains sixteen systems, including QItomer, ‘eDoSa’, Gamma ‘erIDon, Hato’rI’a, machaq, Narendra, and tarrat. The stars are primarily main sequence, with one red giant (‘eDoSa’) and a small nebular cloud.

Unusual Phenomena

The Klingons have thoroughly explored QItomer mIch, finding little of scientific interest. The sector’s only true "unusual phenomenon" can be found on an unknown planet in the qarray’a’ System (see below).

History

QItomer mIch’s history spans the range from war to peace and back again. Its location along the region of the Vela Expanse, a shared border between the Romulan Star Empire and the United Federation of Planets, made QItomer mIch a keystone in the Klingon Empire’s perimeter defenses. Worlds like QItomer and Narendra III became heavily reinforced military posts where Klingon warriors kept watch over the Empire’s enemies and prepared to raid into their territory. In the 23rd century, a massive Klingon military buildup took place in the sector, as HubbwI’ tlhIngan forces gathered in preparation for the invasion of the Federation. The Organians and their enforced treaty put an end to that plan, and Klingon military forces were forced to stand down and strengthen their defenses instead.

The Klingon/Romulan Alliance led to a new use for QItomer mIch, as a meeting place for the Klingons and their new (and somewhat reluctant) allies. Klingon delegations met with the Romulans on worlds like Narendra III and QItomer to exchange technologies and make plans against their mutual enemy, the Federation. When the alliance soured, the sector became a focus for military activity again, supporting Klingon forays into Romulan space, such as the famed may’ qIlach Duqel bIratlh (Battle of Klach D’Kel Bracht) and the drive of qor HoD towards Romulus.

It is somewhat ironic then that the Klingons chose raQ QItomer (Khitomer Camp) as the site for their historic meeting with the United Federation of Planets following the destruction of patlhIS. Despite the efforts of Klingon and Federation renegades, the two powers signed the mab QItomer in 2293, bringing about a new era of understanding between them.

The signing of the Accords and the growing cooperation between the Klingons and the Federation concerned and angered the Romulan Empire, the Klingons’ former allies. For over forty years following the signing of the Accords, the Romulans raided QItomer mIch, attacking Klingon outposts along the border without mercy. The Klingons, struggling to deal with their own internal problems, fought back as best they could, but the Romulans’ lighting-swift assaults and cloaked ships left the Klingons little time to respond. The raQ machaq (Machack Outpost) was destroyed in 2343, the narenDra wej (Narendra III) outpost was destroyed in 2344, and QItomer itself was attacked in 2346.

Ironically, the ones quickest to respond to the Klingons’ distress signals were Federation starships. The U.S.S. Enterprise-C was destroyed fighting four Romulan warbirds at narenDra wej and the U.S.S. Intrepid was the first starship to respond to the QItomer Massacre. The swift and valiant response of Starfleet crews gave the Klingons a newfound respect for their allies, and paved the way for the Treaty of Alliance.

The Empire has since rebuilt it bases and colonies in Qitomer mIch. Even though the Romulans have not troubled the sector for some time, and in fact served as allies during the Dominion War, the Klingons remain alert for any signs of Romulan incursion in the sector. Those who remember the massacres at machaq, narenDra wej, and QItomer say such things will never be allowed to happen again.

Important Worlds

The most important world in the sector is its namesake, QItomer. A beautiful Class M world, QItomer remains home to one of the Empire’s most important military and diplomatic sites. raQ QItomer played host to numerous important diplomatic negotiations, and continues to do so following the resolution of the Dominion War.

machaq cha’, narenDra wej, EDoSa’ vatlh, HI’atorIya’ loS, and tarrat loS all hold similar military posts, their watchful eyes and ears trained on the Romulan border for any signs of treachery from the Empire’s newest "allies." The bases keep watch over interstellar traffic passing through the sector and activity in the Vela Expanse. These worlds also serve as colonies for the Klingon Empire. While the Federation might balk at placing civilians so close to military operations, the Klingons have no such qualms. In fact, the very existence of the colonies makes Klingon warriors seek to protect them all the more. They know there is danger from the Romulans and from raiders like the Nausicaans, but what true Klingon would shy away from such challenges?

The Klingon Empire is not even aware of the other important world in QItomer mIch. Qarraya’; The Carraya System lies within the Vela Expanse, technically outside the Empire’s borders in neutral space. The system’s sole Class M world is a primitive, heavily forested planet. Nestled in a valley on the planet’s northern continent is a small, unusual settlement. When the Romulans attacked QItomer, they discovered some hundred or so Klingons from an outlying area, unconscious but still alive. Unwilling to kill helpless enemies, the Romulans took them prisoner, but later found them to be of no political value. The Klingons also refused to be returned to the Empire, because they could not bear the shame of having been captured. When the Romulan Empire decided to execute the Klingons a Romulan officer, Tokath, opposed the decision and offered his own plan. Tokath sacrificed his own career to establish a prison camp on Qarraya’ where the Klingons would live out the remainder of their lives. The Romulans and the Klingons living at the camp slowly came to an understanding and found a form of peaceful coexistence. Tokath even took a Klingon woman, ghI’ral, as his wife and they had a daughter together, named ba’el. A number of other children were born and raised on Qarraya’, largely ignorant of their heritage and of the conflict their parents left behind. A Starfleet officer, Lt. Worf, discovered the existence of the raQ Qarraya’and learned the fate of the Klingons there. He also took some of the camp’s young people with him so they could see the rest of the galaxy for themselves. Both Worf and the children agreed never to reveal the existence of the camp, and it remains unknown to both the Federation and the Klingon Empire.

QItomer - Khitomer

Class: M

System Data: QItomer has no moons.

Gravity: 0.93 G

Year and Day: 407.2/28.3

Atmosphere: Oxygen-nitrogen at slightly higher than Earth-normal pressure 

Hydrosphere: 65% surface water.

Climate: Cool and damp.

Sapient Species: Klingons.

Tech Level: Level Six.

Government: Klingon military governor.

Culture: Militaristic, but open-minded.

Affiliation: Klingon Empire.

Resources: Organics, light metals, military technology. 

Places of Note: Camp QItomer, the rebuilt signing place of the Qitomer lon (Accords).

Ship Facilities: Orbital spacedock and ground-based shuttle facility. 

Other Details: The forests of QItomer contain a number of local animals for hunting.

Qarraya’

Class: M

System Data: One moon.

Gravity: 1.12 G

Year and Day: 347/26.4

Atmosphere: Oxygen-nitrogen at slightly higher than Earth-normal pressure 

Hydrosphere: 70% surface water.

Climate: Cool and damp.

Sapient Species: Klingons and Romulans.

Tech Level: Level Six, limited industrial base.

Government: Romulan military dictatorship.

Culture: Unusual hybrid Romulan/Klingon culture, peaceful and law-abiding.

Affiliation: Romulan Star Empire.

Resources: Limited, primarily organics and light metals. 

Places of Note: Only one settlement, a Romulan prison camp. Klingon "prisoners" are given considerable freedom, since they really have nowhere else to go.

Ship Facilities: None

Other Details: The forests surrounding raQ Qarraya’, the prison camp hold a variety of wild game for hunting.

mempa’ mIch - Mempa sector

mempa’ mIch is one of the core sectors of the Klingon Empire, close to Qo’noS and the containing a number of old settled worlds. This does not mean mempa’ mIch is far from conflict, however. The recent Klingon Civil War saw considerable fighting in the sector, and dissent is currently brewing here.

Political Role

mempa’ mIch plays a strong role in the politics of the Empire. The presence of influential houses like qang, chang, Qotmagh, and voSS in the sector keeps attention focused on it and the activities of the High Council. Of particular interest are the remnants of the faction loyal to the DuraS tuq. Although most believe the threat of the DuraS family ended with the deaths of Lursa and B’Etor at the hands of the Federation in 2371, there is still toral DuraS puqloD. After Worf spared the life of toral following the Civil War, this scion of the DuraS tuq went into hiding. Although rumors abound regarding the activities of toral, his true whereabouts remain unknown. Everyone on the High Council remembers the claim by toral that his house would someday rule the Klingon Empire, and many wonder if toral still plans to make good on that promise.

Dominant Races/Cultures

mempa’ mIch is firmly in Klingon hands. The major worlds in the sector are old Klingon colonies, dating back centuries, and ruled by powerful and influential Klingon houses. Some of their power has begun to slip since the Civil War split the sector in battles of Klingon versus Klingon, and all the houses are carefully maneuvering for positions of power in the government under martoq Sa’.

Star Systems

mempa’ mIch holds fourteen star systems, six of which contain Class M planets. They are Beta lanQal, Beta tlhorI’Dar, chuch’Hov, mempa’, nI’ghomID, and taj’etlh. The remaining systems in mempa’ mIch contain Klingon mining colonies, research stations, supply and repair depots, starbases, and similar facilities. No system in the sector is without some sort of Klingon presence or activity, no matter how small.

Unusual Phenomena

mempa’ mIch is well charted and explored by the Klingons, who have discovered no unusual interstellar phenomena there.

History

mempa’ mIch was one of the first areas explored and colonized by the Klingon Empire. It is located anti-spinward of the center of the Empire, away from the Federation. The Klingons traveled to the sector in slower-than-light "sleeper ships." When they reached their destination, the crew was automatically revived to explore and (if need be) conquer the new world. Since early colonization efforts involved slower-than-light vessels, and the Klingons lacked subspace radio technology, colonies were out of touch with the homeworld for decades, and news and information were slow to travel from one world to another. This suited the colonists just fine, since it allowed them almost complete autonomy. The people of mempa’ mIch developed a reputation for independent thinking they retain to this day. Noble houses relatively weak on Qo’noS grew in strength in the colonies, becoming dominant forces there, and allowing Klingon dissidents opportunities to leave the homeworld and chart their own destiny among the stars.

This changed when the Klingons began using warp-driven ships. Suddenly, the bounds of the Empire seemed small, and colonies in sectors like mempa’ were not so far from the homeworld after all. Things were changing on Qo’noS and therefore with the Empire, and these changes did not always meet with the approval of the noble tuqmey in the colonies. When Qo’noS took a heavier hand in governing the colonies, many of them rebelled. Some Houses lost their lands, while others sided with the new High Command and received commensurate rewards. That led to the Klingon High Command sending ships and warriors to put down any resistance, and to bring the colonies back into the fold of the Empire by force. Once the Empire quelled its internal problems, it began to look outside its borders, leading to conflicts with the Federation. Then, in time, the Empire reached an accord with the Federation because of the destruction of patlhIS (Praxis) and the threat it posed to the homeworld. All during this time, the Klingons of mempa’ mIch, particularly the noble houses, worked for a return to the old ways and attempted to reassert their independence. Although the Empire did return to the traditional house system, the Treaty of Alliance with the Federation represented a fundamental change in Klingon politics. It was little wonder mempa’ mIch became a hotbed of political turmoil, easily stirred up by the DuraS tuq. First DuraS himself promised a return to the glories of the past and an end to the Federation Alliance. Then DuraS sisters, lurSa & be’tor (Lursa & Be’tor), used mempa’ mIch as one of their prime rallying points for a war against ghawran and the High Council. Now, rumor has it, to’ral DuraS puqloD remains in hiding somewhere in the sector, planning on finishing his father’s work some day.

Important Worlds

lanqal cha’ (Beta Lankal) is one of the colony worlds closer to Qo’noS, both in terms of distance and political loyalties. It has always supported traditional Klingon values of honor and loyalty, along with the house system of nobility. Even when separated from the homeworld for more than a generation, the inhabitants looked to Qo’noS as their example. When the Empire became more unified with the advent of warp drive, the inhabitants of Beta Lankal supported the change, believing it to be a grand new chapter in the history of the Empire. The failure of that experiment soured the lanqalpu’ somewhat and showed them traditional Klingon values were right all along. The planet remains staunchly conservative, and supports the Emperor, the Chancellor, and the High Council, whomever they may be at any given time. lanqal cha’ is a rugged planet, with rugged people. The terrain is mostly rocky and broken, with a considerable amount of volcanic and seismic activity. Cities on lanqal cha’ are built to withstand quakes and eruptions, although they still suffer some damage every few years. tlhorI’Dar cha’ was a stronghold of the DuraS tuq. The planet itself is temperate and heavily forested, home to a wide range of animal life, but no intelligent lifeforms. The Klingons built a number of cities on the planet, but large areas of wilderness are maintained for hunting, camping, and other outdoor activities. The noble families on the planet ruled it like their own mini-Empire until ships from the homeworld came to enforce the will of the Empire. Resentment still simmers on tlhorI’Dar cha’ for the Empire’s high-handed behavior all those years ago. The DuraS tuq was the most powerful on tlhorI’Dar cha’ until the Civil War broke their power and drove them into hiding. The remaining noble houses still struggle over which of them will take the DuraS’ place as the preeminent House on the planet. Chancellor Gowron managed to play the houses of tlhorI’Dar cha’ off each other and otherwise ignored them. This may be yet another of the mistakes of ghawran that martaq la’quv will have to deal with, since the factions on tlhorI’Dar cha’ are not pleased with the idea of a commoner holding the position of Chancellor.

mempa’ is the oldest colony in the sector, established well over two hundred years ago. It is known for its lush jungle foliage, powerful rainy season, and as home for nearly half a billion Klingons. The system saw some of the heaviest fighting during the civil war, as the forces of the DuraS attacked supporters of ghawran and the High Council. Gowron’s fleet was forced to pull back to mempa’ to protect the system until the secret alliance between the DuraS tuq and the Romulans was exposed. This pulled support away from lurSa & be’tor and allowed the forces of ghawran to retake the sector.

DuraS tuq toral je - Toral and the House of Duras

Viewers of Star Trek: Deep Space Nine know that toral showed up again in the episode "The Sword of Kahless," where he attempted to wrest the legendary ‘etlh qeyleS from the hands of Worf and qor DaHar , in order to use it to take control of the Empire. toral fell in battle, but he may have survived, in which case he could be hiding out in mempa’ mIch (or elsewhere in the Empire) plotting revenge and hatching new schemes.

Even if toral did die, it is quite possible a faction of dissident Klingons maintain the fiction that toral is alive so they can rally the former supporters of the DuraS tuq to their side for another rebellion. Or another Klingon House might try and step in to fill the vacuum left by the downfall of DuraS tuq.

tlhorI’Dar cha’ - Beta Thoridar

Class: M

System Data: tlhorI’Dar cha’ has two moons.

Gravity: 1.09 G

Year and Day: 421/30.2

Atmosphere: Oxygen-nitrogen with trace elements of chlorine at Earth-normal pressure.

Hydrosphere: 55% surface water.

Climate: Warm and damp.

Sapient Species: Klingons

Tech Level: Level Six

Government: Klingon planetary governor.

Culture: Strongly individualistic. Supportive of Klingon traditions and values in public, while supporting a strong underground movement seeking personal power.

Affiliation: Klingon Empire.

Resources: Organics, crystals, light metals.

Places of Note: ba’QaS veng, the planetary capital city and former stronghold of the DuraS tuq. Ro’Hel moonbase contains military supply depot and ship facilities.

Ship Facilities: Orbital spacedock with lunar facilities and a planetary starport near the capitol city.

Other Details: Former stronghold of the DuraS Family and site of political dissent against the Empire.

ghImwI’Daq mIch - ghImwI’Daq Sector

The name of this sector means roughly a place of isolation or exile, and ghImwI’Daq mIch lives up to its name with few places even a Klingon would want to visit. It is best known for its mineral rich, inhospitable worlds, which serve the Empire as mining resources and penal colonies. The Empire’s most infamous prison colony, rura’ pentlhe’ (Rura Penthe), is located in ghImwI’Daq mIch.

Political Role

Located deep in Imperial space, the prime political role of ghImwI’Daq is a place to dump dissidents, criminals, and political prisoners where they can serve some useful function, namely working the various mines in the sector. This sector has a large number of political dissidents, but no real involvement in Klingon politics.

Dominant Races/Cultures

The Klingons are the dominant race in the sector, but the colonies have prisoners of different species, including Human, Romulan, Cardassian, and many others. The prison communities have something of a culture all their own, a ruthless and brutal one based solely on survival and gathering enough personal power to make life more comfortable (or at least bearable). ghImwI’Daq mIch is also an ideal place for Klingon renegades to hide within the Empire itself. Members of renegade houses like DI’ghora’ tuq have established bases here, usually deep underground in tapped-out mines. Bands of Klingon pirates raid ships passing through the area, using asteroid fields and abandoned mines as bases of operation to shield them from the sensors of Klingon forces sent to hunt them down. For the most part, however, the High Council ignores these upstarts; their struggles are seen as pointless and their occasional attacks provide some excitement for otherwise dull missions into ghImwI’Daq mIch.

Star Systems

ghImwI’Daq mIch contains eleven star systems, most of which have no Class M planets. rura’ pentlhe’ (Rura Penthe) is the only Class M world in the sector, and it only barely qualifies. The rest of the planets in the sector are generally Class D, F, H, or K, with a few Class J gas giants mixed in. Class D, F, and H worlds that contain useful mineral resources are home to tlhIlHal mID (Klingon mining colonies), while Class J worlds are "mined" by high altitude platforms that draw in atmospheric hydrogen for conversion to deuterium and other useful materials.

Unusual Phenomena

The Hurgh Nebula sits on the border of ghImwI’Daq mIch, an interstellar dust cloud that is all that remains of an ancient supernova. Klingon scientists believe the explosion of the star that created the nebula millions of years ago bombarded the nearby systems with heavy radiation, leading to their current sterile condition. The dense nebula limits sensors and makes navigation extremely difficult. Ships have been known to use the nebula to shield them from detection, but the radiation inside the nebula eventually plays havoc with any ships systems.

Klingon miners in the Qantay’ System have uncovered evidence of an ancient civilization on Qantay’ cha’. Analysis of the ruins suggests the civilization was contemporary with the nova that formed the Hurgh Nebula, and may have been destroyed by the effects of the supernova.

History

ghImwI’Daq mIch was discovered fairly early on by the Klingon Empire, but merited little if any interest for years because the area lacked Class M planets suitable for colonization, and the nearby presence of the Hurgh Nebula posed a hazard to navigation. Early Klingon colony ships arrives to find no worlds suitable for colonization, and the early Klingon colonies died out after fighting a losing battle against the harsh environment of the available worlds. What the sector did possess was rocky planets rich in various minerals, including dilithium. When the Klingon Empire began using matter-antimatter engines to power their starships and dilithium crystals in their warp drives; the sector suddenly became of great importance to the Empire as source of raw materials. Rather than summarily executing their prisoners of war, the Klingon took to moving them to tlhIlmey mIch mining colonies in the ghImwI’Daq mIch to dig for useful minerals. They supplemented their ranks with Klingon criminals and political dissidents, placing a military governor in charge of the entire operation. The mines in ghImwI’Daq mIch operated efficiently for decades, but recent years have seen a reduction in the number of prisoners sentenced to the mining colonies; only a handful of Romulans and, more recently, Cardassians captured during the invasion of Cardassia. The Klingon Civil War added a small number of prisoners to the mines, and the Dominion War almost none at all, since the Jem’Hadar are genetically incapable of surrender (nor were the Klingons inclined to take Jem’Hadar prisoners). The Cardassian and Romulan governments are calling for a repatriation of political prisoners in the wake of the Dominion War with the support of the United Federation of Planets, creating another difficult diplomatic situation for the Empire. Although efforts are underway to modernize the mining operations they are not happening quickly enough to take up the slack.

Important Worlds

Qantay cha’ (Kantay II) is a typical Klingon mining colony, or it was until the discovery of the Qantay ruins several years ago by a group of miners. The miners opening new tunnels in the colony discovered the remains of a vast, underground city estimated to be well over a million years old. The Klingon military governor diverting mining operations elsewhere and contacted the High Council about the discovery of the ruins. The High Council in turn initiated an investigation of the ruins that has grown into a cooperative effort in conjunction with the Federation Science Council, since the Klingons lack the resources to fully explore and investigate the site.

Initial hopes of discovering fantastic alien technologies were quickly dashed, but the archeology team is still finding interesting things about the ruins and the people who built them (known as the "Qantay’gnan" for now, since their name for themselves remains unknown). As near as can be determined, the Qantay’gnan civilization went underground following the explosions of the supernova that formed the Hurgh Nebula, and died out no more than a few thousands years after that, most likely due to stagnation and confinement. The discovery of the ruins unnerved a number of the miners on Qantay cha’, and some continue to claim they’ve seen visions or unusual lights in the tunnels and heard voices whispering in an alien language. Do’roS qumwI’ (Klingon Governor Do’Ros) has ignored these wild tales, and recommends that everyone do the same.

morSqa (Morska) is a rocky, lifeless planetoid near rura’ pentlhe’ (the Rura Penthe System), used by the Klingon military as a listening outpost to monitor traffic moving in and out of ghImwI’Daq mIch. Most of the activity it monitors is strictly routine, ore carriers and prison ships going to and from planets in the sector, along with the occasional military patrol. Because ghImwI’Daq mIch is located so deep inside the Empire, and because duty at a listening station is usually routine and dull, the Klingons do not monitor the area too closely. The Federation starship Enterprise NCC1701-A managed to slip past the morSqa monitoring station once, convincing the monitors that the Enterprise was a Klingon vessel. rura’ pentlhe’ is known throughout the quadrant as "the aliens’ graveyard." It is the largest, and most infamous, of the Klingon penal colonies in the sector. Located just outside its star’s biosphere, rura’ pentlhe’ is a large, rocky planetoid perpetually covered in ice and snow. Even the equator is usually below freezing, and the regions near the poles drop to more than -100 degrees Centigrade. All life on rura’ pentlhe’ is underground, where natural heat and volcanism provides some measure of protection from the cold. Prisoners dig deep tunnels to reach deposits of dilithium beneath the surface, working with relatively primitive hand tools.

Klingon overseers keep prisoners in line using agonizers and painstiks, but otherwise the prisoners are allowed to do as they please. Fights are commonplace, although the Klingon guards break up any fight that looks to be getting out of hand. The prisoners at rura’ pentlhe’ vary from hardened criminals, pirates, and other renegades to political dissidents, prisoners of war, and those accused of treason or sedition against the Klingon Empire. Prisoners sent to rura’ pentlhe’ have little chance of escape. Even if they could get out of the mines and past the guards, the surface of the planet is impossible to survive on for long, and few ships can reach this deep into Klingon territory without being detected. Additionally, a powerful energy field surrounds the planetoid, preventing transporters from beaming prisoners off the surface.

Rura Penthe

Class: H

System Data: Rura Penthe has no moons

Gravity: 1.03 G

Year and Day: 489/40.4

Atmosphere: Trace. A breathing mask is required on the surface. Hydrosphere: 40% surface water. All of Rura Penthe’s water is locked up in the snow and ice covering the planet’s surface.

Climate: Cold and dry.

Sapient Species: Klingons, along with a variety of prisoners from many different species.

Tech Level: Level Six, although prisoners have little or no technology.

Government: Klingon military dictatorship.

Culture: Brutal, criminal, and survival oriented.

Affiliation: Klingon Empire

Resources: Crystals (particularly dilithium), industrial metals.

Places of Note: The mines of Rura Penthe, located beneath the surface.

Ship Facilities: Docking facilities for shuttles transporting prisoners only. Other Details: Despite its fearsome reputation, Rura Penthe is fairly lightly guarded, relying on the harshness of the planet’s own environment and the protective energy shield to do most of the work of keeping prisoners from escaping.

‘Otlhan mIch – Othan Sector (the Triangle)

‘otlhan mIch is located near the Romulan/Klingon border in the Beta Quadrant. It acts as a "buffer sector" between the two interstellar powers. The Romulan Empire is in the process of conquering the ‘otlhan mIch and trying to provoke the Klingon Empire into a confrontation along the border. It is known for it’s great triangular shape.

Political Role

The ‘otlhan mIch is a political tool for both the Romulans and the Klingons. The Romulan Empire wants to control the sector as a means of applying pressure to the Klingon border, in hopes of provoking a response from the Klingons. To the Klingon Empire the ‘otlhan mIch is a problem because they cannot launch a direct attack again their Romulan "allies," particularly with damage from the Dominion War still fresh and in need of attention. So they send agents to undermine Romulan efforts in the region and to protect the Empire’s interests.

Dominant Races/Cultures

‘otlhan wo’ (the Othan Empire), a small interstellar nation, dominates the sector. The ‘otlhanpu’ are a humanoid proto-Klingon race, with similar physiology and warlike attitudes. They have pale skin and light brown, blond or white hair, which is usually worn long. Male ‘otlhanpu’ have full beards. ‘otlhangnanpu’ tend to be shorter than Klingons, with a heavier build and more fatty tissue due to the cold environment of their home world.

Klingon scientists believe the ‘otlhanpu’ might be an offshoot of an ancient Klingon colony or from Klingon stock transplanted by the Hur’Iq or another alien race in the distant past. Although formidable hand-to-hand combatants, ‘otlhan technology is inferior to that of the Klingons and Romulans.

Star Systems

‘otlhan mIch contains eight star systems, five of which are inhabited by ‘otlhangnanpu’ and their colonies. The other three contain only lifeless Class D and F worlds, which host ‘otlhan mining colonies but little else.

History

‘otlhan achieved interplanetary space flight approximately one hundred and fifty years ago and began exploring their own solar system. They traded with Klingon explorers for warp drive technology and were briefly conquered by the Klingon Empire. The Klingons withdrew from ‘otlhan when their alliance with the Romulans collapsed. Since then, the ‘otlhangnan colonized several other nearby systems, building a small interstellar empire similar in some ways to the Klingon Empire during the 23rd century. They have refused to join the Klingon Empire and the Klingons haven’t considered it worth the effort to conquer the ‘otlhangnan.

What has drawn the Empire’s attention to the sector is the recent increase in Romulan activity there. The Romulan Star Navy is in the process of conquering the sector and bringing the ‘otlhan Empire under the control of the Romulans. The presence of Romulan warships so close to the Klingon Empire is a matter of concern to the High Council.

Although outmatched in terms of technology, the ‘otlhanpu’ fight fiercely against Romulan incursion. Their efforts, while valiant, are eventually doomed to failure against a superior Romulan force. Although the Council has decided against taking action inside the bounds of the Romulan Empire, the High Council would prefer to have an independent ‘otlhan wo’ as a buffer state between them and the Romulans. Therefore, the Council has sent Klingon agents to the ‘otlhan mIch covertly, often disguised as ‘otlhanghanpu’, to provide assistance against the Romulan Fleet. For their part, the Romulans are aware that the Klingons are smuggling advanced weapons and supplies to the ‘otlhans and that Klingon agents are providing them with tactical information. The Romulan Tal Shiar is working to find and capture ‘otlhan or Klingon agents in order to provoke an incident with the Klingon Empire.

Important Worlds

‘otlhan (Otha-Prime) is the homeworld of the ‘otlhangnanpu’, near the center of the sector. ‘otlhan ships and orbital defenses heavily guard the system. ‘otlhan is a cold, rocky planet, covered in a layer of snow in all but its tropical regions. Its native lifeforms are large herbivores and smaller carnivores that hunt them. The white pelt of the ‘otlhan snow-cat is a regular decoration for ‘otlhan warriors, who hunt the beasts in the mountains.

‘otlhan mIDchu’ (the New Otha) colony is similar in many ways: bleak, cold and harsh. The planet has extremely rocky terrain, filled with mountain ranges, broken plains, glaciers and numerous small lakes and seas, many of which are frozen over year-round. ‘otlhan mIDchu’ has a population of approximately ten million ‘otlhangnanpu’. The SanQatlh mID (Sankrax) colony is warmer than Otha-Prime, temperate by human standards. It raises agricultural crops, which are shipped to other worlds. The colonies are concentrated near the sub-temperate bands nearer to the poles, where the ‘otlhangnanpu’ are more comfortable.

The Romulan Fleet captured and controls D’Korrin (DI’qorrIn). The Romulan military governor, Commander N’vera, handles any disobedience swiftly and brutally. Round-ups and executions of suspected ‘otlhangnan terrorists are common occurrences. Klingon agents work secretly with the ‘otlhan underground to plan terrorist attacks against the Romulans, forcing them to pay a high price to hold on to D’Korrin. The Derex colony is the one nearest to the Klingon border. Romulan patrol ships carefully watch traffic coming in and out of the system, but cloaking Klingon vessels are able to slip past them. Klingon agents usually enter the sector through Derex, often arranging passage from there. The colony is under Romulan control and closely watched by the Tal Shiar.

voquv mIch – Vo’Kuv Sector

voquv mIch (the name means roughly "Faith in Honor") is at the center of Klingon cultural and spiritual beliefs. Based around an ancient Klingon legend, the sector’s most important world is bor’etlh (Boreth), location of the most sacred site in the entire Klingon Empire.

Political Role

Up until recently, voquv mIch had little or no political importance. The sector is valued for its role in Klingon spiritual and cultural tradition, but to the noble houses it was only a place to send the young on spiritual quests, and for the old to retire seeking spiritual perfection before meeting their death. That changed recently when the clerics of the Monestary bor’etlh took it upon themselves to change what they saw as the decay of Klingon values in the Empire. The clerics used an ancient sample of Kahless’ DNA to grow a clone of the legendary Klingon hero, artificially aged to maturity and programmed with memories based on the legendary exploits of qeyleS. They then staged the "second coming" of qeyleS as foretold in ancient Klingon legend.

The clone fooled some people for a while, enough to whip many Klingons into a religious frenzy, as the monks had hoped. However, the High Council, and Chancellor Gowron in particular, did not believe in the validity of this new Kahless. For a time it appeared that the Empire might be torn apart in holy warfare, but Gowron accepted a compromise; qeyleS assumed the title of Emperor and became the spiritual leader of the Klingon people, while the Chancellor and the High Council retained their political power. Since then, the prime movers in Klingon politics have carefully watched the goings-on in the voquv sector and bor’etlh in particular, looking for signs of rebellion. They also restrict the Emperor’s movements, keeping qeyleS ta’ primarily on Qo’noS and not allowing him to visit bor’etlh, in order to keep a close eye on him and limit any influence the clerics of Bor’etlh may have over him. In truth, there is a growing philosophical movement on bor’etlh that believes qeyleS nal qeyleS is truly fit to lead the Klingon Empire. QeyleS ta’ is the embodiment of all that is virtuous in Klingon culture, so it is he who should be the moral and political compass of the Empire. This movement supports expanding the powers of the Emperor, even to the point of eliminating the Chancellor and the High Council. When this Kahless grows old or dies, he can be reborn in exactly the same manner as the first clone. In so doing qeyleS’ ancient promise of his return will truly be fulfilled, over and over again, forever.

Dominant Races/Cultures

voquv mIch is entirely controlled by Klingons. Aliens are not usually permitted in the sector; it is considered a place special to the Klingon people. To allow an alien to visit the sacred places of the Klingons would be to defile them. Trespassers be warned.

Star Systems

voquv mIch is sparsely populated, containing only five star systems. The central system is bor’etlh, the most holy of places, while the surrounding systems of no’mat, jo’bIrul, botlh, and tong cha’ are also home to important spiritual sites.

Unusual Phenomena

The Klingons ascribe a host of unusual phenomena to the Voquv sector, mostly spiritual in nature. Visitors to the monastery on bor’etlh or to the Fire Caves of no’mat claim to see visions of the past, present, and future. Klingon warriors who pray or perform a pilgrimage to bor’etlh have reported miraculous success in battle and similar achievements. So far as is known, there is no scientific basis for the visions and other phenomena reported in the voquv mIch, apart from hallucinations and the effects of strong belief on the humanoid mind.

History

Toward the end of his reign over the First Empire, qeyleS chose to leave his people rather than allow them to become dependent on him for their achievements and glories. Before he vanished into the wilderness of Qo’noS, qeyleS pointed towards a star in the heavens and said he would one day return from there to lead the Klingon people to glory once again. The star, bor’etlh, assumed great importance in Klingon mythology. When the Klingon achieved spaceflight, bor’etlh became on of their first destinations.

The Klingons discovered exactly what they expected around that star, a rough, rocky planet inhabited by a number of savage, primitive lifeforms. Taking up the challenge before them, the Klingons tamed the planet, killed the creatures that stood in their way, and established an outpost there to await qeyleS’ return. In time, the outpost became a monastery inhabited by the wisest and more spiritually developed Klingons, a sacred place of pilgrimage and visions for Klingon warriors. The nearby star systems also became sacred places where Klingons tested themselves and sought visions of qeyleS and his wisdom. After engineering the "return" of qeyleS, the clerics of bor’etlh took a more active role in Klingon society, working to guide their people back to the traditions of honor and glory qeyleS taught them. martaq la’quv tacitly supports this, but he remains wary of the goals of the bor’etlh monks, which often border on the fanatical.

Important Worlds

bor’etlh is by far the most important world in voquv mIch, one of the most important worlds in the Klingon Empire. The planet is rocky and mountainous, with little surface water, its atmosphere hot and dry. The famed monastery of bor’etlh is built high in the mountains with a spectacular view of the surrounding area (and an extremely defensible position, as well). At the monastery, Klingon clerics conduct prayers and meditations intended to guide themselves and others to a greater understanding of qeyleS and his plan for the Klingon people. Klingon warriors and nobles often undertake pilgrimages to bor’etlh to study and meditate with the monks, undergoing various trials intended to sharpen the mind and focus the spirit, seeking visions of qeyleS. no’mat is a planet similar to bor’etlh in many respects; hot, dry, and volcanically active. The surface of the planet is riddled with volcanic caves and lava tubes. Early Klingon explorers, exposed to the heat and gases in the lava caves, experienced visions telling them no’mat was a place of testing. Klingons now consider no’mat a sacred place, and come here to visit the small shrines and monasteries. The Fire Caves of no’mat are a holy place for warriors to undergo vision quests. A vision of one’s father is considered especially auspicious.

Bor’etlh

Class: M

System Data: bor’etlh has no moons.

Gravity: 1.1 G

Year and Day: 327/22.6

Atmosphere: Oxygen-nitrogen with various trace elements at Earth normal pressure.

Hydrosphere: 15% surface water.

Climate: Hot and dry

Sapient Species: Klingons

Tech Level: Level Six, although the inhabitants tend to live simple, spartan lives.

Government: Klingon religious oligarchy

Culture: Reverent, spiritual, contemplative, honorable.

Affiliation: Klingon Empire

Resources: Minerals and light metals

Places of Note: bor’etlh Monastery, the most holy site in the Klingon Empire.

Ship Facilities: Limited ground facilities only. 

Other Details: The wilderness of bor’etlh is inhabited by various dangerous life forms, which are often hunted by the Klingons as tests of skill and strength.

Beyond the Empire:

’etlhHeH mIch – Swords Edge

‘etlhHeH mIch ("the edge of the sword") lies on the rimward edge of the Klingon Empire, farthest from the center of the galaxy. It is the uncharted frontier of the Empire, containing new worlds to discover and conquer, and new challenges for Klingon warriors.

Political Role

Although not yet settled or colonized, ‘etlhHeH mIch serves an important political role in the Empire. It provides a place to channel Klingon aggression and need for expansion. Hemmed in by the Federation to spinward and the Romulan Empire toward the core, the Klingons need to expand rimward, seeking new challenges and opportunities.

Dominant Races/Cultures

‘etlhHeH mIch is home to three distinct native cultures, in addition to the Klingons themselves. All three cultures share certain minor similarities that may become apparent over time.

The aqoSgnanpu’ (Akos’ians) are a race of mammals with similarities to Terran insects and arachnids. They have six limbs (four legs and two arms), and bodies covered in pale gray fur. aqoSnganpu’ can weave webs, an ability they originally used to capture prey, but not employ for arts and crafts, including weaving cloth and tapestries. They view themselves as part of a greater "star web," and are just beginning to explore space, putting their technology at Level Five. Their culture is highly logical, and organized into guilds forming a caste-system. The aqoSngan are aggressive and believe it is their destiny to colonize other worlds and spread their "web" throughout the galaxy. 

The bI’rel (Brell) are aquatic life forms, breathing air, but adapted for life under water. They appear like vaguely humanoid squid, with a wing shaped head ringed with dark eyes above a shoulder/collar "ring" supporting an equally spaced set of six tentacles surrounding the main body. Two larger, thicker tentacles sprout from the lower body where a humanoid’s legs would be. These are strong enough to support the bI’relgnan body-weight on land, allowing it to stand semi-upright. The bI’relgnan are at Technology Level Three, a fairly primitive level of development, largely due to the limitations of the underwater environment. They are hunted by unintelligent avian reptiles they call Su’raQ, which fly over the oceans looking for pods of bI’relgnanpu’. Because of this, and elements of their mythology, bI’relgnanpu’ are generally mistrustful of strange creatures. 

The tlhomIn yejloDnI’ (Xomin Brotherhood) is the most unusual, and most advanced, species in the sector, if they can truly be called a "species." This ‘Brotherhood’ is made up of humanoids with smooth, hairless, reddish skin, sunken eyes, and slightly bulging foreheads. They normally wear completely enclosed environmental suits, making them look identical. The most disturbing thing about the yejloDnI’ is that they also look identical outside their environment suits. This is because all the members of the yejloDnI’ are clones, identical copies of a single lifeform. Each clone is given an artificial personality and set of instructions suited for its purpose in life. The yejloDnI’ is arranged in a strict hierarchy, with workers and drones at the bottom, followed by warriors and explorers, then scientists and scholars, and finally a leader class. The tlhomIngnanpu’ are individuals, with their own names and personalities, but their individuality is limited by their caste. From what little they know of their own history, the yejloDnI’ was created by some sort of backup computer system on their home world; their original society was destroyed by an alien invasion. The tlhomIgnanpu’ are clones of the greatest warrior and military leader of their race, designed as some sort of weapon that was never used. The computer failed and the yejloDnI’ now runs the cloning tanks. They are driven by a programmed imperative to explore and spread out among the stars, and a powerful mistrust of all aliens. Their technology is Level Six, although they lack transporters and replicators.

Star Systems

‘etlhHeH mIch is rich in star systems, over twenty. Most of these systems have planets, and a number of them appear to have Class M worlds. aqoS, bI’relnaq, and tlhomIn (Akos, bI’relnak, and Xomin) are three inhabited systems. The tlhomIn yejloDnI’ also controls four other star systems near their own: ‘etaqoS, lavrel, DuroS, and Qinta’ ‘olnor. The remaining systems are unexplored.

At the edge of the sector bordering Klingon space lies the baroS System, which contains no Class M worlds, but does have ‘etlh yaH (Sword Station), the sole Klingon outpost in the sector. The High Council ordered the station built as a platform for exploration (and, eventually, conquest) of the sector, and it is capable of housing a crew of over 800 Klingons, with facilities for docking and repairing up to three starships at a time. ‘etlh yaH is commanded by QI’char Sa’ (pronounced "Key-char"), a wily old Klingon warrior of toghuS tuq (House Toghuss). The great houses of the Empire share the station and its resources, although they often compete in the exploration of the sector, leading to a number of political rivalries on board. Qang, Qotmagh , and toghuS Houses form one bloc loosely allied with each other, while chang & Daa’maq Houses seek new enemies to overcome in the sector. Sa’qal & QoSaq, along with other minor houses, seek opportunities in ‘etlhHeH mIch that can improve their standing.

Unusual Phenomena

In addition to the unusual concentration of M-Class planets, ‘etlhHeH mIch is home to some archeological ruins of particular interest to the Klingons. A number of the Class M worlds in the sector (including all the inhabited planets) show evidence of having been visited some 1,500 years ago by the Hur’Iq, the alien invaders that once attacked and looted Qo’noS (see page XX for more information). Underwater ruins on bI’relnaq suggest the Hur’Iq may have aided the evolution of the bI’rel (intentionally or otherwise) while ruins on aqoS loS (Akos IV) helped contribute to the technological development of the technology of the aqoSngan. It is entirely possible the tlhomIn yejloDnI’ may be a remnant of a culture destroyed and looted by the Hur’Iq. Two other Class M worlds in the sectors are uninhabited, but show signs of intelligent races that were wiped out in terrible wars. Explorers may even find Klingon artifacts, originally stolen from Qo’noS, among the Hur’Iq ruins.

History

‘etlhHeH mIch was in fact visited by the Hur’Iq over a thousand years ago. The aliens explored (and raided) several planets in the sector. Like on Qo’noS, the true purpose of their raids remains unknown. They inspired the aqoSngan to reach for the stars, taught the bI’rel to fear outsiders, and led to the creation of the tlhomIn yejloDnI’. They also wiped out at least two species in the sector for reasons unknown. Why the Hur’Iq left ‘etlhHeH mIch, and where they went, remains a mystery.

About fifty years ago, a computer system on tlhomIn cha’ created the first clones of the tlhomIn yejloDnI’. The system later failed, forcing the first tlhomIngnan to rebuild the shattered technology on their homeworld and create more clones to expand their worker base. The yejloDnI’ has expanded steadily since then, regaining the secrets of spaceflight and colonizing other systems. Their society already shows signs of stagnation due to the fact that all tlhomIngnanpu’ are genetically the same individual, and their initial memories and skills are programmed rather than learned. The tlhomInpu’ are experimenting with genetic engineering and the idea of raising children from infancy with little success.

Important Worlds

The prime worlds of ‘etlhHeH mIch are the homeworlds of its intelligent species.

aqoS loS (Akos IV) is a lush Class M planet with two large continents. Life is concentrated in the planet’s equatorial regions, which are covered in thick jungles, broken up by ranges of mountains and the cities of the aqoSngan. The planet has two small moons, one of which houses a primitive lunar colony. bI’relnaq is the third planet in its star system. It’s surface is almost 90% covered by water, and the bI’rel live in the shallow areas of the seas, near some of the larger island chains. The planet is temperate, although prone to powerful surface storms, since there are fewer landmasses to break up hurricanes and monsoons.

TlhomIn cha’ (also known as tlhomIn Prime) is a heavily industrialized world still recovering from some ancient conflict that left ruined cities dotting the surface. The tlhomIn yejloDnI’ had rebuilt many of the cities and also has several orbital stations and ship construction facilities.

The tlhomIn yejloDnI’ (Xomin Brotherhood)

Attributes

Fitness 3 [5]

Coordination 2 [5]

Intellect 2 [5]

Logic +1

Presence 2 [5]

Empathy -2

Skills

Culture (tlhomInghan) 1 (2)

Energy Weapons (Disruptor) 1 (2)

Language

tlhomIn 2

World Knowledge (tlhomIn Prime) 1 (2)

Warriors have an additional level in Energy Weapons, Planetary Tactics (Small-Unit) 2 (3), and Starship Tactics (Planetary Support) 1 (2). Scientists have at least once Science skill at 2 (3), and Leaders have Administration (tlhomIn) 1 (2) and Command (Military) 2 (3).

Typical Traits

Synergy (+3)

Arrogant (-1)

Equipment

Environmental suit and disruptor pistol (disruptor rifle for warriors)

The Exploration Campaign

‘etlhHeH mIch provides an excellent starting point for a Klingon exploration campaign, where a Klingon vessel and crew go out from ‘etlh yaH "to explore strange new worlds." How will the characters make contact with the various life forms in the sector? How will they deal with the possible threat posed by the tlhomIn yejloDnI’ and the discovery of Hur’Iq ruins? What if the crew discovers an important Klingon artifact that the bI’rel regard as sacred and refuse to surrender? Will they take it by force, or does that make them no better than the Hur’Iq that raided Qo’noS? What about inter-House politics complicating the crew’s exploration missions? A house might try to keep certain discoveries secret, at least until they are firmly in their control. The Narrator can adds many other star systems, planets, and spatial phenomena to the sector to expand the range of possible stories. Maybe the crew can discover a fluctuating wormhole that leads to wherever the Hur’Iq finally went, or they might face the possibility of the Hur’Iq returning, with fifteen centuries more experience and technological sophistication. 

	Scientific Name
	Real Name
	Trek Name

	
	
	

	Alpha Aquilae
	Altair
	Altair III,IV

	Alpha Aurigae
	Capella
	Capella IV

	Alpha Bootis
	Arcturus
	

	Alpha Canis Majoris
	Sirus
	

	Alpha Canum Venaticorum
	Cor Caroli
	Cor Caroli V

	Alpha Carinae
	Canopus
	Alpha Carinae II,V

	Alpha Centauri
	Rigil Kentaurus/Toliman
	Al Rijil

	Alpha Ceti
	Menkar
	Ceti Alpha V,VI ???

	Alpha Cygni
	Deneb
	Deneb II,IV,V,IX

	Alpha Eridani
	Archernar
	

	Alpha Leonis
	Regulus
	Regulus III,V

	Alpha Librae
	
	

	Alpha Lyrae
	Vega
	

	Alpha Scorpii
	Antares
	Antares IV

	Alpha Tauri
	Aldebaran
	Tau Alpha C???

	Beta Aurigae
	Menkalinan
	

	Beta Cephei
	Alfirk
	Terratin

	Beta Cygni
	Albireo
	

	Beta Geminorum
	Pollux
	Pollux IV,V

	Beta Lyrae
	Sheliak
	

	Beta Ophiuchi
	Cebalrai/Cheleb ST
	Ophiuchi Colony

	Beta Orionis
	Rigel
	Rigel II,IV,V,XII

	Beta Tauri
	Al Nath
	(Taurus El Nath)

	Beta Vela
	Ursula
	Delta Vela officially

	Beta Ursae Majoris
	Merak
	Merak II

	Gamma Canis Majoris
	
	Gamma Canaris Region/Muliphen

	Gamma Ceti
	
	

	Gamma Cygni
	Sadr
	

	Gamma Hydrae
	
	Gamma Hydrae IV

	Gamma Orionis
	Bellatrix
	

	Gamma Tauri
	Hyadem I
	Gamma Tauri IV

	Gamma Trianguli
	
	Gamma Trianguli VI

	Delta Dorado
	Gideon
	

	Delta Orionis
	Mintaka
	Mintaka III

	Epsilon Bootis
	Izar
	

	Epsilon Canis Majoris
	Adhara
	Epsilon Canaris III

	Epsilon Carinae
	Avior
	

	Epsilon Cephei
	
	

	Epsilon Hydrae
	
	Epsilon Hydrae VII

	Epsilon Indi
	
	Andor (Triacus)

	Epsilon Pegasi
	Enif
	Verdnairs

	Zeta Bootis
	Neural
	

	Zeta Eridani
	Zibal
	

	Zeta Reticuli
	
	

	Zeta Ursae Majoris
	Mizar
	Mizar II

	Eta Lupi
	
	Cereberus

	Eta Serpentis
	Tung Hae?
	Colony 5

	Theta Cygni
	
	Theta Cygni XII

	Theta Eridani
	Acamar
	Acamar III

	Theta Pictoris
	
	Catulla

	Iota
	
	

	Kappa
	
	

	Lambda Persei
	Typerias
	

	Mu Leonis
	Ardana
	

	Nu
	
	

	Xi Herculis
	
	Aurelia

	Omicron Cephei
	
	

	Omicron Ceti
	Mira
	Omicron Ceti III

	Omicron 2 Eridani
	40 Eridani
	Vulcan

	Pi
	
	

	Rho
	
	

	Sigma Draconis
	Alrakis
	Sigma Draconis III,IV,VI

	Sigma Eridani
	
	Sigma Erandi System

	Sigma Librae
	
	

	Tau Ceti
	Kaferia
	Tau Ceti Prime,III

	Upsilon Mensae
	
	Mad Planet

	Phi
	
	

	Chi
	
	

	Psi
	
	

	Omega Cygni
	Maluria
	

	Omega Fornacis
	Tiburon
	

	Omega Sagittarii
	
	Omega Sagitta System

	
	
	

	Wolf 359
	
	

	Wolf 424
	
	Babel

	(Star Cluster NGC 321)?
	
	Eminiar (Vendikar)

	15 Lyncis
	
	Cait

	61 Cygni
	
	Tellar

	92 Trianguli-Rho
	
	Edos

	Sol
	Sol
	Sol

	M45 Pleiades
	Velara
	Velara III

	Talos Stargroup
	
	

	Tycho Stargroup
	
	

	
	
	

	
	
	Alpha 177

	
	
	Alpha

	
	
	Alpha Majoris

	
	
	Alpha Proxima

	
	
	Amerind

	
	
	Antos

	
	
	Argelius

	
	
	Argus

	
	
	Ariannus

	
	
	Arret

	
	
	Axanar

	
	
	Benecia

	
	
	Berengaria

	
	
	Beta 6

	
	
	Beta XII

	
	
	Camus

	
	
	Cestus

	
	
	Coridian

	
	
	Cygnet

	
	
	Delta Vega

	
	
	Deneva

	
	
	Dimorus

	
	
	Eden

	
	
	Elba

	
	
	Excalbia

	
	
	Exo

	
	
	Fabrina

	
	
	Gamma 7

	
	
	Gothos

	
	
	Halka

	
	
	Hanson's Planet

	
	
	Ingraham

	
	
	Janus

	
	
	Kalandan Outpost

	
	
	L 370

	
	
	L 374

	
	
	Lavinius

	
	
	M 24 Alpha (Triskelion)

	
	
	M 43 Alpha

	
	
	M 133

	
	
	Makus

	
	
	Manark

	
	
	Marcos

	
	
	Marcus

	
	
	Medusa

	
	
	Melkot

	
	
	Memory Alpha

	
	
	Midos

	
	
	Minara

	
	
	Mudd

	
	
	Murasaki 312

	
	
	New Paris

	
	
	Omega

	
	
	Omicron

	
	
	Omicron Ceta

	
	
	Omicron Delta

	
	
	Organia

	
	
	Platonius

	
	
	Psi 2000

	
	
	Pyris

	
	
	Planet Q

	
	
	Romii (II)?

	(128 Trianguli)?
	
	Romulus

	
	
	Sandara

	
	
	Scalos

	
	
	Sherman's Planet

	
	
	Sigma Iotia

	
	
	Star System 611 (UFC 611)

	
	
	Talos

	
	
	Tantalus

	
	
	Tarsus

	
	
	Tellun

	
	
	Thasus

	
	
	Theta

	
	
	Time Planet

	
	
	Tycho

	
	
	UFC 113

	
	
	UFC 892

	
	
	UFC 347601

	
	
	Wrigley's Pleasure Planet

	
	
	Yonada

	
	
	Zetar

	Beta Niobe
	
	Sarpeidon

	Gamma Vertis
	
	


CHAPTER 17 MARTIAL ARTS

Klingon Martial Arts

Battle TRANCE (PSI)


The Klingon wills himself into a trance state in which his aggression runs unchecked. He recklessly draws on his own life energy to gain strength, speed and accuracy in combat. At the start of the trance, he takes 2d6 damage and gains a +2 modifier on all Unarmed Combat or Primitive Weaponry tests for its duration. During the trance, he may at any time take another 2d6 damage to get an additional +1 modifier. The Trance lasts for X rounds,  where X is the difference between difficulty and Test Result. The character may, if he so desires, try to regain his trance state immediately after dropping out of it. Difficulty of achieving the battle trance depends on how distracting his environment is when he attempts the trance:

Routine: Character is alone in a familiar, soundproof chamber 

Moderate: Alone in an unfamiliar but quiet place

Challenging: Character is among others preparing for battle

Difficult: Character is on the field of battle, but has not yet engaged, or been

Stare of Kruge (Psi)

Kruge one of Kahless' faithful retainers, was famous for his ability to terrify an opponent with the raw fury in his eyes. The charecter must stare directly in the face; His opponent must see him doing this. If the character succeeds, his victim becomes progressively more fearful with each attempt to hit him. The opponents first attempt to hit suffers a -1 modifier; his second a -2 modifier; and so on.   The effect lasts for X rounds, where X is the difference between Difficulty and Test Result.

Routine: The last time you used your Stare of Kruge against this target, he failed to Resist.

Moderate: Target doesn't fit into any of the categories listed below

Challenging: The last time the target faced a Stare of Kruge delivered by someone else, he successfully resisted it

Difficult: The last time the target faced your Stare of Kruge, he successfully resisted it

Nearly Impossible: Target's Aggression Renown vastly exceeds your own Klingon Martial Arts

Given the Klingon culture's aggressive and militaristic nature, it comes as no surprise that Klingons have been developing armed and unarmed martial arts styles for millennia. While the Klingon Suv'DuSaQmey, or "fighting schools," are not as numerous or varied as those of some cultures (such as the Andorians), they still present a wide range of options for characters to learn formal Klingon fighting arts.   The Klingon term SuvIoH (literally, "Fighting Abilities") signifies "martial arts," both armed and unarmed (SuvDuSoQmey more properly signifies the entire body of Klingon martial arts and styles/schools) In this context laH signifies "fighting style" more than just "ability," similar to some applications of the Earth term jujitsu The general term for a martial artist is SuvIoH'wl'.

Klingon martial arts rely on power and strength, focusing on often aggressive rather than defensive capabilities-proud Klingon warriors avoid looking like they are constantly avoiding attacks in a most cowardly fashion! Klingon spiritual philosophy, however, helped influence certain "soft" fighting styles which emphasize circular motions and use an opponent's force against him.  Some of these styles, such as Mok'bara, passed beyond the Empire's bounds for other citizens of the galaxy to learn (few non-Klingons possess the strength and stamina to use the more aggressive Klingon fighting forms).

Armed martial arts are Specialization’s of Primitive Weaponry; unarmed styles are Specialization’s of Unarmed Combat.   The text provides details on the Primary unarmed and armed maneuvers, which comprise Klingon martial arts. Descriptions of various fighting styles list maneuvers for each by name only.  Narrators can adapt any of these styles to the expanded, optional Martial Arts Rules from The Next Generation Players' Guide; asterisks indicate advanced maneuvers for each style.

Fighting Competitions

Klingons frequently engage in martial arts competitions to hone their fighting skills and demonstrate their prowess.  Competitions fall into two broad categories: vuS ("Limited") and vuSbe' ("Unlimited") Unlimited competitions involve full-contact fighting with no holds or maneuvers barred, and usually result in the injury or death of both fighters.  Limited competitions forbid certain maneuvers or weapons so, Klingon 

warriors don't kill each other during a sporting event. For example, some bat'leth fighting matches ban the T'gha maneuver (involving a slash at the head); Mok'bara competitions restrict the man-ora block, which can cause serious injury.

BASIC STRIKE (Cho’Qa)

Difficulty: 6 Damage: 2+t d6

Effect/Notes: The Basic Strike represents a wide variety of punches, short kicks, and other attacks.

Bearhug (yo'HegH)

Difficulty: 4

Damage: 3+i d6

Effect/Notes: The character can only use this maneuver following a successful Grab (not including Joint Lock), allowing him to squeeze his opponent for damage.

Advanced STRIKE (DOS'QA)

Difficulty: 7 Damage: 4+t d6

Effect/Notes: Similar to the Basic Strike, but more powerful and difficult to execute, the Advanced Strike represents various types of kicks and strong punches.

ESCAPE (yo'JuN)

Difficulty: 6 Damage: N/A

Effect/Notes: Combatants use this maneuver to escape from Grabs, Joint Locks, and similar attacks. It grants the defender a +2 bonus to his Fitness + Strength Test when making an Opposed 

Roll to escape such maneuvers. Using Escape counts as an Immediate Action, but may only be attempted once per round.

Grab (yo'breH)

Difficulty: 7 Damage: N/A

Effect/Notes: If successful, the character grabs two of his opponent's limbs (usually his arms) and effectively immobilizes them, preventing the attacker from using them until freed. The 

characters make an Opposed Test using Fitness (modified by Strength) each round to determine whether the grabbed character can free his limbs. If the rolls tie, one limb is freed; if the target wins the roll, he frees both limbs; if the aggressor wins, the target remains held.   This Opposed Test is an immediate Action, but may only be attempted once per round. The attacker must use both his arms to perform this maneuver.

JOINT LOCK (TAS'HIv)

Difficulty: 7 Damage: N/A

Effect/Notes: If successful, the character grabs one of his opponent's limbs (usually an arm) and effectively immobilizes it, preventing the attacker from using that limb until freed. The characters make an Opposed Test using Fitness (modified by Strength) each round to determine whether the grabbed character can free his limb. This Opposed Test is an Immediate Action, but may only be attempted once per round. The aggressor may use his other limbs to attack, but all such attempts are at -2,due to his awkward position. A character may use both his arms to immobilize opponents, but this restricts his own ability to make other attacks.

JOINT TWIST/BREAK (TAS'gHOR)

Difficulty: 9

Damage: Special

Effect/Notes: This maneuver immobilizes one of the target's limbs just like Joint Lock; however, the aggressor also twists the joint to cause his victim agonizing but non-damaging pain. The target takes 2+1d6 Stun damage for every round caught in the Joint Twist; rules for Stun damage are found on page 133 of the Star Trek: The Next Generation Role-playing Game core rulebook. If the attacker wishes, he may make an Opposed Test against his victim using Fitness (modified by Strength and the aggressor's significant advantage) to break the grabbed joint, causing the character to become incapacitated and making the limb useless until healed.

POWER STRIKE (Qaw'Qa)

Difficulty: 8 Damage: 5+l d6

Effect/Notes: A stronger, fiercer form of Advanced Strike, the Power Strike simulates certain types of very powerful attacks, but is difficult to execute properly.

PRECISION STRIKE (Pup'Qa)

Difficulty: 8 Damage: 3+1d6 Stun

Effect/Notes: The character uses this strike to attack nerve centers and other vulnerable spots on the target's body, causing Stun Damage.

SLAM (Yo'Qa)

Difficulty: S Damage: 3+l d6

Effect/Notes: The character can only use this maneuver following lowing a successful Grab (not including Joint Lock). The aggressor picks up the grabbed character and smashes him/her into the ground, while retaining his hold on the grabbed character.

TAKEDOWN (woDu'Qa)

Difficulty: 8 Damage: 3+l d6

Effect/Notes: The attacker throws his opponent to the ground. Besides taking damage from this attack, the victim suffers penalties for being prone until he gets to his feet (which takes an action).

Throw (WODu)

Traits 49 162

Difficulty: 8 Damage: I+ t d6

Effect/Notes: The attacker throws his opponent to the ground. The victim suffers penalties for being prone until he gets to his feet (which takes an action).

Blunt ATTACK (Qutlh'Qasl)

Difficulty: 6

Damage: Special Effect/Notes: The character strikes his opponent with the  blunt part of an edged weapon, inflicting the weapon's damage as Stun Damage.

Feint (tojQaSl)

Difficulty: Special Damage: +3

Effect/Notes: This blow fools the opponent, creating an opening it exploits. The opponent makes a Routine (5) Primitive Weaponry or Intellect Test to detect the feint. If he succeeds, the subsequent attack has a Difficulty of 9; if he fails, the Difficulty is 6.

Guarded STRIKE (HubQasl)

Difficulty: 7 Damage: +1 Effect/Notes: A quick, carefully guarded blow. Any attempts to dodge or block in that same round, or in the next round before the character launches any further attacks, receive a +1 Test 

Result bonus.

JAB (qIgh'QaSl)

Difficulty: 6 Damage: +l

Difficulty: 8 Damage: +3 Effect/Notes: The character moves up to 3 meters (minimum of 1 meter) toward his target, using the momentum of his movement to increase the attack's power.

POWER SLASH (QAW'QASL)

Difficulty: 9 Damage: +4

SHOVE

Difficulty: 6 Damage: N/A 

Effect/Notes: This maneuver must follow a Block. The character catches his attacker's weapon on his own, then exerts his strength to push the attacker away from him (to gain room to maneuver, to knock him down, to throw him through a window or off a roof). If the Shove succeeds, the character pushes the victim back 

1-2 meters. The opponent also falls down unless he makes a Routine (4) Acrobatics, Athletics or Coordination Test (his choice). Of course, the victim can Block the attack and remain locked in a fighting clinch with his opponent.

SKILLED ATTACK (PO'QASL)

Difficulty: Special Damage: +2 

Effect/Notes: The character makes a special attack with his weapon. Although difficult to execute properly,

this maneuver is equally difficult for the target to block. If the target attempts to block; use the lower of 8 or the Block's Test Result when  determining the Difficulty Number for this maneuver.

SLASH (DOP'QASL)

Difficulty: 8 Damage: +3

THRUST

Difficulty: 7 Damage: +2

WEAPON FLOURISH (NuH'ang)

Difficulty: 7 Damage: N/A

Effect/Notes: The character performs a fancy, elaborate pattern woven in the air with his weapon to intimidate his opponent. He makes a Moderate (7) Primitive Weaponry Test in an Opposed Test against his opponent's Intimidation skill (or Presence), modified by Willpower. If the character wins the contest, his seemingly high level of combat skill intimidates his opponent. He suffers a -1 Test Result penalty to any Tests related to attacking the character, or defending against the character's attacks, in that round or the next round. Maneuvers for Armed and unarmed Combat

BLOCK (man'ara)

Difficulty: N/A Damage: N/A 

Effect/Notes: This maneuver parries a 

hand-to-hand attar (if attacker is armed, character using Block may need to a weapon). The character rolls a Test (using his Primitive Weaponry or Unarmed Combat, as appropriate) to establish a Difficulty for hitting

him with such attacks.

DISARM (nuHbe')

Difficulty: 9 Damage: Special 

Effect/Notes: This maneuver allows a character to disarm an armed opponent by striking the weapon from his hand: If the Unarmed Combat or Primitive Weaponry Test succeeds, the two characters engage in Opposed Tests with their Fitness (modified by Strength); the aggressor receives a +2 bonus to his Test Result. If he wins the Opposed Roll, his opponent's weapon falls 1d6 meters away; if he fails;

His opponent retains the weapon.

TAUNT (TICH)

Difficulty: 7 Damage: Special

Effect/Notes: The character insults, belittles, mocks and taunts his opponent, causing him to lose his temper and attack without regard for his own safety. The character rolls a Test (using his Primitive Weaponry or 

Unarmed Combat, as appropriate, or Mockery if he has that skill) in an Opposed Test against his opponent's appropriate skill (Primitive Weaponry or Unarmed Combat) or Presence, modified by Willpower. If the opponent succeeds, he laughs at the character's taunts. If the character succeeds, his opponent becomes enraged. For the next 1d6 rounds, the opponent attacks only the character, and does not dodge or block, only attack using his most powerful blows.

unarmed combat styles

MOK'BARA

This style stresses Klingon spirituality and the controlled use of the fighter's temper and Its primary attacks include palm strikes, allowing greater control of force than punches while not especially popular among the Klingons themselves (since it doesn't allow for of raw power like qel'Qa and VeSwl'HoS'laH), many non-Klingons learn it, often comparing it to Earth’s Akido or Tai Ch’I Ch’uan or Bajor’s Ga’shon Adrala; 

MOK'BARA Maneuvers

Dos'Qa (Advanced Strike); man-ora  (Lock); tlch (Taunt); woDu (Throw); woDu'Qa (takedown).

Qel’Qa

Known to members of other species as "Klingon Boxing," or simply "Smash-Fist," qel'Qa is one of the most brutal fighting styles in the galaxy. It barely qualifies as a style, since it employs a ' limited number of 

maneuvers and they show relatively little polish. Typically a qel'Qa fighter simply punches his opponent with unrestrained fury, counting on his own toughness to prevent 'himself from taking damage. Nevertheless, a skilled qel'Qa fighter appreciates the value of a good block or well-timed sidestep.

qel'Qa Maneuvers: 

cho'Qa (Basic Strike); Dos'Qa (Advanced Strike); man-ora (Block); Qaw'Qa (Power Strike)*; t1ch (Taunt); yo breH (Grab); yo'Qa (Slam).

Tiqul'bara

Many believe Kahless himself created Tlqul'bara, the most versatile of the Klingon martial arts passed down by one master after another for countless centuries. During that time over two dozen variants developed in different regions, some from the teachings of unorthodox masters. Tlqul’biara uses a wide variety of maneuvers, including kicks relatively rare in Klingon martial arts. Unfortunately practitioners do not respond well when grabbed, restrained or confined; they need maneuvering room to use their skills properly. Some fighters have adapted grabbing and escaping techniques from other styles to compensate.

Tlqul'bara Maneuvers: 

cho'Qa (Basic Strike); Dos'Qa (Advanced Strike); man-ara (Block); pup'Qa (Precision Strike)*; Qaw Qa (Power Strike)*; t1ch (Taunt); woDu (Throw); woDu'Qa (Takedown).

VESwt'HOS'LAH
The "style of the warrior's strength" combines boxing and wrestling elements to create a style which, while still depending primarily on the fighter's strength and ferocity, is not so brutal as qel'Qa.

VeSwl'HoS'IaH Maneuvers: 

cho'Qa (Basic Strike); Dos'Qa (Advanced Strike); man-ara (Block); t1ch (Taunt); yo'breH (Grab); yo Hegh

(Bearhug); yo jun (Escape); yo'Qa (Slam).

armed combat Style

Bat'leth'laH

The art of fighting with the bat'leth, or Klingon crescent-sword, evolved into dozens of different sub-styles from the Klingon culture's great emphasis on skill with this weapon. Some bat'leth schools focus on very 

precise or "exotic" maneuvers (such as sweeps, or cutting specific tendons to incapacitate opponents); others simply employ the basics and try finding new ways to defeat an opponent's maneuvers. Because

the bat'leth is such a versatile weapon, masters developed many different maneuvers-from short jabs with the forward tines and broad slashes, to powerful overhand chops and leg sweeps.

 Bat'leth'IaH Maneuvers: 

Dop'QaSl (Slash); ghoS'Qasl(Thrust); HubQaSl (Guarded Strike)*; man 'ara (Block); nuH'ang (Weapon

Flourish)*; nuHbe' (Disarm); nuHyuv (Shove); po'QaSI (Skilled Attack)*; Qaw'QaSI (Power Slash)*; qlgh'QoSl (Jab); qutlh'QaSl (Blue Attack); t1ch (Taunt), woDu'Qa (Takedown).

MFK'LETh'LAH

Although scorned by many bat'leth fighters as a lesser weapon, the hands of a trained warrior the mek'leth, or Klingon short sword, be a versatile and deadly weapon. Its unusual shape allows for short slashes and 

thrusts, powerful chops, and a wide range of blocks, locks  and disarms.  

 Mek'leth'IaH Maneuvers: 

Dop'QaSI (Slash); ghoS'QoSI (Thrust); HubQoSl (Guarded Strike)*; man ara (Block); nuH ong

(Weapon Flourish)*; nuHbe' (Disarm); po'QaSI (Skilled Attack)*; qlgh'QoSI (Jab); qutlh'QoSI (Blunt Attack); t1ch (Taunt).

CHAP 18 Klingon Weaponry

KLINGON WEAPONRY

Melee Weapons

Weapon


D’k Tahg
Accuracy:  7
Block:  +1
Damage:  3+2d6

Bat’Leth

Accuracy:  9 
Block:  +2
Damage:  5+2d6

Kut’luch

Accuracy:  7
Block:  +0
Damage:  3+2d6

Mek’Leth
Accuracy:  8
Block:  +2
Damage:  5+2d6

Ranged Weapons

Weapon

Disruptor Pistol: The standard issue klingon sidearm


Range:  5/20/50/100m


Size:  20-30cm


Mass:  0.6-1.2kg


Energy:  1,200


Settings:



Setting


Dmg

Chg
Notes


1) Light Stun

2+2d6

  1
Stunned for 5 minutes



2) Heavy Stun

4+2d6

  2
Stunned for 15 minutes (klingons for 5 minutes)



3) Light Thermal

10+2d6

  8
Cut a 1m hole in 10cm of steel in 3 minutes



4) Heavy Thermal
12+3d6

  15
Cut a 1m hole in 10cm of steel in 30 seconds



5) Light Disrupt

24+5d6

  35
Vaporize just about anything



6) Heavy Disrupt

160+12d6
  
  100
Explode 600 cubic meters of rock

Disruptor Rifle:  The standard Klingon energy rifle


Range:  10/40/80/150m


Size:  40-50cm


Mass:  1.7kg


Energy:  1,500


Settings: Same as disruptor pistol

Assault Disruptor:  This is the standard Klingon squad support weapon


Range:  5/25/50/75m


Size:  85cm


Mass:  2.5kg


Energy:  3,000


Settings: Same as disruptor pistol. Setting 6 is not useable in automatic mode.

Note: The assault disruptor can be fired in automatic mode; holding down the trigger causes it to keep firing energy bolts (Up to 10 per round). If a character uses automatic fire against a single target, he hits with one bolt, and on extra bolt for every 2 pts his test result exceeds the target difficulty. Alternately, a character may use automatic fire against multiple targets. To do this all the character declares how many shots he will use (Up to 10). All targets must be within a 120-degree arc. The character makes  a separate test for each target, with +1 being added for each target after the first. Starting on one side of the arc the character “sweeps” the disruptor across the targets.

Grenade Launcher: This is a alternate Klingon squad support weapon


Range:  50/200/400/750


Size: 65cm


Mass: 3.2kg


Energy:  None (See Note)

Settings:  24+5d6 only

Note: The grenade launcher uses trilithium as the main explosive. It carries 6 grenades in a pump shotgun type configuration.  The blast radius may be adjusted from 3m to 10m. 

Trilithium Rocket Launcher: The standard Klingon anti-armor weapon


Range:  100/500/1,000/1,500m


Size:  128cm


Mass:  4kg


Energy: None (See Note)


Setting:  40+12d6

Note:  The trilithium rocket launcher fires a guided missle with a trilithium warhead. The blast radius may be varied on the rocket just like on the grenade launcher from 3m to 10m. You may also use hunter-killer rockets which once locked onto a target will continue to follow the target until impact.

Rail Gun: A supplemental projectile weapon


Range:  20/80/150/300


Size:  186cm


Mass:  4.2kg


Energy: 1,200


Settings:



Setting


Dmg

Chg




1) Duranium Slug
12+5d6

  5





2) Tritanium Slug

24+9d6
  
  5

Note:  The rail gun is basically a linear accelerator. A small piece of metal (pea sized) is accelerated down a chamber by magnets with a current. A disposable magazine with 200 pellets is stored in the butt of the rifle. 
 

Particle Dispersion Cannon: Experimental heavy weapon


Range: 10/30/60/90


Size:  120cm


Mass: 5.4kg


Energy:  4,000


Settings:


Setting


Dmg
      Chg
     Notes

1) Light Disrupt

60+9d6
      35
     Explodes 50 cubic meters of rock


2) Heavy Disrupt

160+12d6   100
     Explodes 600 cubic meters of rock


3) Heavy Disrupt B
[240]
     120
    Vaporize 50 cubic meters of duranium


4) Vortex

[300]
     150
    Vaporize 100 cubic meters of duranium, 1,200 cubic meters of rock 

Note:  The particle dispersion cannon is a recent development in Klingon weapon design. The most powerful personal weapon in the Klingon inventory. When set to the vortex setting the cannon fires in automatic mode. It can do so using all settings. The downside is firing settings 3 & 4 in fully automatic mode may cause the particle chamber to lose cohesion and detonate. Any time the weapon is set to setting 3 or 4 in automatic mode roll 3d6 against the number of shots fired (Up to 10). If the roll is under the number of shots then the particle chamber explodes. Causing damage equal to the setting it is on to the character holding the weapon.

Agonizer: Standard issue weapon for disciplinary actions & torture


Range:  Touch only


Size:  6cm


Mass:  .02kg


Energy: 400


Settings:



 Setting


Dmg

Chg
Notes


1) Light Stun

2+1d6

  1
Minor nerve damage-no permanent damage



2) Heavy Stun

4+1d6

  2
Moderate nerve damage-no permanent damage



3) Light Thermal

8+1d6

  8
Heavy nerve damage-normal damage



4) Heavy Thermal
10+1d6

  15
Severe nerve damage-normal damage

Chapter 19 Templates

Weapon Master Overlay 

Primitive Weaponry (choose Specialization) 2 (3)
Unarmed Combat (Mok’Bara) 2 (3)
Command (Teaching) (combat leadership) 2 (3) (3)
Forgery (choose Specialization) 1 (2)
Diplomacy (Qo’nos Planetary Affairs) 1 (2) 

Athletics (choose Specialization) 2 (3)
Dodge 3
Knowledge (House’s Tradition) (Klingon Opera) 1 (3) (2)
Theology (Kahless’ Myth) 1 (2)
World Knowledge (Qo’nos) 1 (2)
Planetside Survival (Qo’nos or any Klingon Colony) 1 (2)
Persuasion (Storytelling) 1 (2) 

Klingons are great warriors, but they still have to learn most of the tricks and movements that will keep them alive. Each great house has its own weapon masters, in charge of the formation of young members and the keeping of House’s tradition. Thus, a weapon master if far more than a coach or a martial art master. Maybe, his knowledge of Klingons Tradition is more important.
This overlay may look very powerful, but don’t forget that most of these skills are almost useless outside of a pure Klingon campaign and that most weapon masters aren’t teens. 

New specialization: 
Command: Teaching. It represents the ability of the character of giving clear, concise and useful instructions. As it’s a Klingon teacher, it’s a mix of drill sergeant, teacher and storyteller. 

Proposition from 

CHAPTER 20 SHIPS OF THE EMPIRE

Class and Type: Alliance-class Klingon Battlecruiser
Commissioning Date: 2302
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 6  385m Long(18 Decks)
Resistance: 3
Structural Points: 120 
Operational Characteristics 
Crew/Passengers/Evac: 400/150/3,500 
   [7 pwr/round] 
Computers: 5
   [5 pwr/round] 
Transporters: 3 personnel, 3 cargo, 2 22-man combat 
   [1 pwr/round] 
Tractor Beams: 1fv, 1ad 
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 5.0/8.0/9.0 (12 hours) 
   [2/warp factor] 
Impulse System: .7 c/.9 c 
   [5/7 pwr/round] 
Power: 150
Sensor Systems 
Long-range Sensors: +1/14 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  7  
   [28 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type VII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 14 
   Power: [14]

Type VIII Phasers: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 16 
   Power: [16]
Type I Photon Torpedoes:
   Number: 300
   Launchers:  4 fv, 2 av
   Spread:  5
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  18
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 48/65 

Description and Notes

    Fleet Data: The alliance class battlecruiser is the first attempt by Starfleet command and the klingon empire to build a joint starship as a sign of mutual co-operation after the signing of the khitomer accords. The joint ship design began in 2297, it was first brokered by a klingon naval engineer who had spent his life studying federation designs. It took him 2 years of favor maneuvering to finally get the go ahead from the chancellor. Then he had to send all his plans to his federation counterpart so they could work from the same baseline. It was decided to use a klingon frame, and one that already excisted to save some design time. The L-24 battleship frame was chosen because of her roomy interior and because of the class’s ability for easy maintenance and upgrades. They were able to secure a surplus ship from a minor household who was in need of some favor. They streamlined the superstructure by removing the L-24’s “hump”. They the removed her klingon nacelles and added federation “Excelsior” style nacelles in their stead. As a show of good faith, the federation supplied type VIII phasers, as the type VII disrupters were the best that were available. In late 2299, the new “Alliance” class as she was called began her first spaceworthiness trials. They took one year and several problems related to joining the different technologies were ironed out. She then did a 2-year shakedown cruise and was officially commissioned in 2302. As per the treaty of algeron the federation ships would not carry a cloaking device, but the klingon ships would. This ship was also the first type for klingon-federation officer exchanges to happen on. This also greatly strengthened the alliance.

Noteworthy Vessels/Service Records/Encounters: 

IKS Alliance Prototype; IKS Khitomer & U.S.S Khitomer first production starships for both sides. IKS Kahless second vessel of type. Fought in klingon civil war. When the Kahless clone was created, was crewed by faithfull warriors and given to Kahless as his personal ship. IKS Victory destroyed by Gorn cruiser in border dispute; IKS Vengeance destroyed by orbital platforms in chin’toka system: IKS Death’s Head transported to the Delta quadrant by the caretaker, and later returned missing 27 crew. There are approximately 347 vessels still in use.

Authors Note: This vessel is taken from FASA’s ST TNG Officer’s manual.

Class and Type: B’rel-class Bird Of Prey
Commissioning Date: Mid 24th Century
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 3  157.76 m Long(5 Decks)
Resistance: 2 
Structural Points: 60 
Operational Characteristics 
Crew/Passengers/Evac: 12/28/350 
   [5 pwr/round] 
Computers: 2 
   [2 pwr/round] 
Transporters: 1 personnel, 1 cargo 
   [1 pwr/round] 
Tractor Beams: 1 av 
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 6.0/8.5/9.6 (6 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 150
Sensor Systems 
Long-range Sensors: +1/12 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  8  
   [32 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type VII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: Fwd (360 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 14 
   Power: [14]
Type II Photon Torpedoes:
   Number: 100
   Launchers:  1 fv
   Spread:  6
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  20
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKDF Deflector Shield: 
   Protection: 36/46

   Power: [36]

Class and Type: K’vort-class Bird Of Prey
Commissioning Date: Mid 24th Century
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 5  230 m Long(10 Decks)
Resistance: 3 
Structural Points: 100 
Operational Characteristics 
Crew/Passengers/Evac: 35/120/750 
   [7 pwr/round] 
Computers: 2 
   [2 pwr/round] 
Transporters: 2 personnel, 2 cargo, 3 combat
   [1 pwr/round] 
Tractor Beams: 1 av 
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 6.0/9.2/9.6 (12 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 170
Sensor Systems 
Long-range Sensors: +1/14 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  7  
   [28 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type IX Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 18 
   Power: [18]
Type II Photon Torpedoes:
   Number: 160
   Launchers:  1 fv, 1av
   Spread:  6
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  20
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKDF Deflector Shield: 
   Protection: 45/55 

   Power: [45]


Class and Type: Great Bird-class Bird Of Prey
Commissioning Date: Mid 24th Century
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 7  350 m Long(15 Decks)
Resistance: 3 
Structural Points: 140 
Operational Characteristics 
Crew/Passengers/Evac: 355/250/1,000 
   [8 pwr/round] 
Computers: 2 
   [2 pwr/round] 
Transporters: 4 personnel, 4 cargo, 5 combat 
   [1 pwr/round] 
Tractor Beams: 1fv, 1 av 
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 6.0/9.0/9.6 (12 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 190
Sensor Systems 
Long-range Sensors: +1/14 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  7  
   [28 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type IX Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 18 
   Power: [18]

Type II Photon Torpedoes:
   Number: 300
   Launchers:  2 fv, 2ad
   Spread:  6
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  20
   Power:  [5]
Type Ia Plasma Torpedoes:
   Number: 50
   Launchers:  1 fv
   Spread:  1
   Arc: Forward , but are self-guided
   Range:  30,000/120,000/300,000/600,000
   Accuracy:  4/5/7/10
   Damage:  60 (Torpedo loses 3pts/10,000 km)
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKDF Deflector Shield: 
   Protection: 50/60

   Power: [50]

B'rel Class (Advanced)

Class & Type:  B'rel Class Scout

Commissioning Date:  Mid-24th Century

Hull Systems 

Size:  3 


Length:   109 m


Beam:   92 m


Height:   20 m


Decks:  5


Mass:   30,000 tons


SUs Available:  900


SUs Used:  900

Resistance


Outer Hull:  5 (2 SU)


Inner Hull:  5 (2 SU)


Ablative Armor:  900

Structural Integrity Field


Main:  Class 5 (Protection 8/12) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 

Specialized Hull:


Atmospheric Capable 


Planetfall Capable 

Personnel Systems

Crew:  12

Troops:  8

Passengers:  4

Evac:  25

Crew Quarters


Spartan:  20 


Basic:  4

Enviromental Systems


Basic Life Support:  [4 Power/Round] 


Reserve Life Support:  [2 Power/Round] 


Emergency Life Support:  [18 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  1 year 



Food:  [2 Power/Round] 



Industrial:




Type:  Network of small replicators [2 Power/Round] 


Medical Facilities:  2 (0) [2 Power/Round]


Recreation Facilities:  1 [2 Power/Round]


Personal Transport:  Corridors/Stairs/Jefferies Tubes [0 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  100,000 Cubic Meters 



Locations:  Engineering Hull


Escape Pods



Number:  12



Capacity:  4 persons per pod

Propulsion Systems

Warp Drive


Nacelles:  Type:  7B



Speed:  7.0/9.2/9.4 [1 Power/0.2 Warp Speed]


PIS:  Type J (36 Hours at Maximum Warp)

Impulse Engine


Type:  8


Speed:  0.75c/0.95c [7/9 Power]


Location:  Engineering, Aft


Acceleration Uprating:  Class Beta (75% of Maximum impulse speed per round) [2 Power/Round when in



use]

Reaction Control System:  (0.025c) [2 Power/Round when in use] 

Power Systems

Warp Drive


Type:  Class 7/M [Generates 386 Power/Round]


Location:  Engineering Hull

Impulse Engines(s):   Class 8 [Generates 64 Power/Engine/Round]

Auxillary Power:  1 Reactor [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type B [Generates 30 Power/Round] 

EPS:  Standard Power Flow, +100 Power Transfer/Round 

Standard Usable Power:  450

Operations Systems

Bridge:  Nose Dorsal 

Computers


Core 1:  Nose


Core 2:  Engineering 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Engineering Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 5




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.7/3.8-5.0)




Lower Resolution:  15 Light Years (1.0/1.1-4.0/4.1-12.0/12.1-15.0)



Strength Package:  Class 9 (Strength 9)



Gain Package:  Class Alpha (+1) 


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 9 (Strength 9)



Gain Package:  Class Alpha (+1) 


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 9 (Strength 9) 



Gain Package:  Class Alpha (+1)


Probes:  20 


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2 


Navigational Computer



Main: 2 (+1) [1 Power/Round]



Backups:  2


Inertial Damping Field



Main:




Strength:  9 [3 Power/Round] 




Number:  2



Backup




Strength:  6 [2 Power/Round]




Number:  2


Attitude Control:  [1 Power/Round] 

Communications Systems


Type:  Class 6 [2 Power/Round] 



Strength:  6



Security:  -2


Emergency Communications:  [2 Power/Round] 


Holocommunications System:  Yes 

Tractor Beam


Type:  Class Delta [3 Power/Strength Used/Round] 



Accuracy:  3/5/7/10



Location:  Aft Ventral

Transporters


Type:  Personal [5 Power/Use]



Pads:  6



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 in Nose, 1 in Engineering


Type:  Cargo [4 Power/Use]



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 in Engineering

Cloaking Device:  Type 8 [160 Power/Round]

Security Systems:


Rating:  4 


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  Rating 1 (+0) [1 Power/Round] 

Tactical Systems

Disrputor Array



Type:  11




Damage:  240 [24 power]




Rate of Fire:  5 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Starboard Wing



Firing Arc:  f/s/d/v


Disrputor Array



Type:  11 




Damage:  240 [24 power]




Rate of Fire:  5 Shots/Round




Targeting Systems:   3/4/6/9 



Range:  10/30,000/100,000/300,000



Location:  Port Wing



Firing Arc:  f/p/d/v


Disrputor Array



Type:  6 




Damage:  140 [14 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Aft, Center



Firing Arc:  a/s/p/d/v


Torpedo Launcher



Standard Load:  Mark I Quantum Torpedo (400 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  3/4/6/9 



Power:  [5+Spread Fired]



Location:  Nose



Firing Arc:  Forward, but are Self-Guided


Torpedos Carried:  100 


TA/T/TS:  Class Beta [1 Power/Round] 



Strength:  8



Bonus:  +1


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 4 (Protection 700) [70 Power/Round] 



Shield Grid:  Type C (50% increase to 1,050 Protection) 



Subspace Field Distortion Amplifier:  Class Delta (Threshold 200)



Recharging System:  Class I (45 Seconds)



Backup Shield Generators 6 (1 per Shield)




Protection:  700 per Shield

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 0 Size worth of ships.



Standard Complement:  None



Location(s):  Not needed.


Captain's Yacht:  No

Description & Notes


Perhaps the most successful design of vessel in history, the B'Rel class has been in service in larger numbers over more subtypes for a longer time than any other class in known space. First fielded in the late 2270's, the B'Rel was built from the start to fill a variety of roles. As a special operations ship she would using her cloak to penetrate Federation border defences and attack lightly defended targets such as sensor outposts, communications relays and cargo craft, creating confusion in advance of a Klingon fleet attack. She was also a natural scout ship, ideal for locating and tracking Federation fleets from under cloak. During the long period of tensions between the Federation and Klingon Empire, many B'Rel class vessels operated as Raiders, cruising deep inside Federation space to pick off occasional lone vessels or outposts. 


Although the B'Rel was a potent threat to the Federation in this role, one such vessel was captured by Admiral Kirk in 2285. The Admiral was at this time operating outside of Starfleet authority, and the vessel concerned later sank in San Francisco Bay during an attempted landing; nevertheless, on his return to Starfleet Admiral Kirk and his crew provided full details of the vessels operation. The ship itself was raised from the water and subjected to detailed analysis. This provided crucial help in devising countermeasures for use against the B'Rel, allowing Starfleet to modify the sensor networks already in operation on its ships and installations in order to significantly increase their effectiveness. Despite this coup, these vessels have remained a factor to be reckoned with ever since. Many hundreds continue in service until the present day, naturally having been vastly upgraded and refitted over the years. 


In design the B'Rel conforms to Klingon norms, with a single torpedo tube at the extreme forward point of the hull. The command centre is above this, with crew quarters - such as they are - located in the 'neck' section directly aft. The rear of the ship comprises the engineering compartments and a small cargo bay. A pair of wings carry small disrupter cannon at their tips. The wings allow the B'Rel to operate in an atmosphere and landing gear is fitted, the first Warp capable craft known to have this ability. 

D-2 V'Kar Zandan (Stingtongue) Class

Class & Type:  D-2 V'Kar Zandan Class Destroyer

Commissioning Date:  

Hull Systems 

Size:  5 


Length:   205 m


Beam:   135 m


Height:   30 m


Decks:  10


Mass:   745,000 mt


SUs Available:  1,375


SUs Used:  1,251

Resistance


Outer Hull:  4 


Inner Hull:  4  

Structural Integrity Field


Main:  Class 5 (Protection 8/12) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 

Specialized Hull:


Atmospheric Capable 


Planetfall Capable 

Personnel Systems 

Crew:  40

Troops:  160

Passengers:  20

Evac:  1,500

Crew Quarters


Spartan:  180 


Basic:  40 

Enviromental Systems


Basic Life Support:  [6 Power/Round] 


Reserve Life Support:  [3 Power/Round] 


Emergency Life Support:  [30 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  1 year 


Replicator Systems



Food:  [2 Power/Round] 



Industrial: Network of Small Replicators [2 Power/Round] 


Medical Facilities:  2 (0) [2 Power/Round] 


Recreation Facilities:  3 [6 Power/Round]


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  



Space:  200,000 Cubic Meters 



Locations:  Enginering Hull


Escape Pods



Number:  120 



Capacity:  4 persons per pod

Propulsion Systems 

Warp Drive


Nacelles:  Type 7 



Speed:  7.0/8.0/9.0 [1 Power/0.2 Warp Speed]

PIS:  Type H (12 Hours at Maximum Warp) 

Impulse Engine


Type:  3A 


Speed:  0.5c/0.75c [5/7 Power/Round]

Location:  Engineering, Aft


Acceleration Uprating:  Class Beta (75% of Maximum impulse speed per round) [2 Power/Round when in



use] 

Reaction Control System:  (0.025c) [2 Power/Round when in use] 

Power Systems 

Warp Drive


Type:  Type 7/M [Generates 372 Power/Round] 


Location:  Engineering Hull

Impulse Engines(s):   Class 3A [Generates 28 Power/Engine/Round]

Auxillary Power:  1 Reactor [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type B [Generates 30 Power/Round]

EPS:  Standard Power Flow, +100 Power Transfer/Round 

Standard Usable Power:  400

Operations Systems 

Bridge:  Nose Dorsal 

CnC:  Nose Dorsal, behind Bridge 

Computers


Core 1:  Nose 


Core 2:  Engineering 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Engineering Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round] 



Range Package:  Type 2 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.5/3.6-5.0)




Lower Resolution:  12 Light Years (1.0/1.1-3.0/3.1-8.0/8.1-12.0)



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1) 


Lateral Sensors:  [5 Power/Round] 



Strength Package:  Class 6 (Strength 6)  



Gain Package:  Class Alpha (+1) 


Navigational Sensors: [5 Power/Round] 



Strength Package:  Class 6 (Strength 6)  



Gain Package:  Class Alpha (+1) 


Probes:  20 


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2 


Navigational Computer



Main: 2 (+1) [1 Power/Round] 



Backups:  2 


Inertial Damping Field



Main:




Strength:  8 [3 Power/Round] 




Number:  3



Backup




Strength:  7 [2 Power/Round] 




Number:  3


Attitude Control:  [1 Power/Round] 

Communications Systems


Type:  Class 6 [2 Power/Round] 



Strength:  6



Security:  -2


Emergency Communications:  [2 Power/Round] 

Tractor Beam


Type:  Class Delta [3 Power/Strength Used/Round] 



Accuracy:  3/5/7/10



Location:  Aft Ventral

Transporters


Type:  Personal [5 Power/Use]



Pads:  6



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 Command Pod, 1 Enginering


Type:  Combat[5 Power/Use]



Pads:  40



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  4 Enginering


Type:  Emergency [4 Power/Use]



Pads:  24



Emitter/Receiver Array:  Emergency Type 3 (15,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 Command Pod, 1 Enginering


Type:  Cargo [4 Power/Use]



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 Enginering

Cloaking Device:  Type 6 [120 Power/Round]

Security Systems:


Rating:  4 


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  Rating 1 (+0) [1 Power/Round] 

Tactical Systems 


Disruptor Array



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round



Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Dorsal



Firing Arc:  f/p/s/d


Disruptor Array



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round



Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Ventral



Firing Arc:  f/p/s/v


Disruptor Array



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round



Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Enginering, Dorsal.



Firing Arc:  a/p/s/d


Disruptor Array



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round



Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Enginering, Ventral.



Firing Arc:  a/p/s/v


Torpedo Launcher



Standard Load:  Type II Photon Torpedo (200 Damage)



Spread:  6 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Enginering, Forward, Starboard



Firing Arc:  Forward, but are Self-Guided


Torpedo Launcher



Standard Load:  Type II Photon Torpedo (200 Damage)



Spread:  6 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Enginering, Forward, Port



Firing Arc:  Forward, but are Self-Guided


Torpedo Launcher (2)



Standard Load:  Type II Photon Torpedo (200 Damage)



Spread:  6 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Starboard, Wing, Forward



Firing Arc:  Forward, but are Self-Guided


Torpedo Launcher (2)



Standard Load:  Type II Photon Torpedo (200 Damage)



Spread:  6 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Port, Wing, Forward.



Firing Arc:  Forward, but are Self-Guided


Torpedos Carried:  360 


TA/T/TS:  Class Beta [1 Power/Round] 



Strength:  8



Bonus:  +1


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 3 (Protection 600) [60 Power/Round] 



Shield Grid:  Type 3 (33% increase to 900 Protection) 



Subspace Field Distortion Amplifier:  Class Delta (Threshold 200) 



Recharging System:  Class I (45 Seconds) 



Backup Shield Generators 6 (1 per Shield) 




Protection:  450 per Shield

Auxiliary Spacecraft Systems


None

Description & Notes
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D-4 D'ama Class

Class & Type:  D-4 D'ama Class Fast Cruiser

Commissioning Date:  2377

Hull Systems

Size:  5 


Length:   205 m


Beam:   130 m


Height:   45 m


Decks:  5


Mass:   846,000 mt


SUs Available:  1,483


SUs Used:  1,412

Resistance


Outer Hull:  5 


Inner Hull:  5 


Ablative Armor:  1,500

Structural Integrity Field


Main:  Class 5 (Protection 8/12) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 

Personnel Systems 

Crew:  305

Troops:  0

Passengers:  0

Evac:  1,500

Crew Quarters


Spartan:  180


Basic:  100


Expanded:  25

Enviromental Systems


Basic Life Support:  [7 Power/Round] 


Reserve Life Support:  [4 Power/Round] 


Emergency Life Support:  [30 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  3 years 



Food:  [2 Power/Round] 



Industrial:




Type:  Network of small replicators [2 Power/Round] 




Type:  1 Large Replicator [2 Power/Round] 


Medical Facilities:  3 (+1) [3 Power/Round] 


Recreation Facilities:  2 [4 Power/Round] 


Personal Transport:  Turoblifts & Jefferies Tubes [2 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  

 

Space:  500,000 Cubic Meters 



Locations:  Engineering


Escape Pods



Number:  80 



Capacity:  4 persons per pod

Propulsion Systems 

Warp Drive


Nacelles:  Type:  Type 7A8 



Speed:  7.0/9.0/9.8 [1 Power/0.2 Warp Speed]


PIS:  Type I (24 Hours at Maximum Warp) 

Impulse Engine


Type:  Class 8 (40 SU)


Speed:  0.75c/0.95c [7/9 Power/Round]


Location:  Aft Engineering, Starboard


Acceleration Uprating:  Class Gamma (100%) [4 Power/round when in use] 

Impulse Engine


Type:  Class 8 (40 SU)


Speed:  0.75c/0.95c [7/9 Power/Round]


Location:  Aft Engineering, Port


Acceleration Uprating:  Class Gamma (100%) [4 Power/round when in use] 

Reaction Control System:  (0.025c) [2 Power/Round when in use] 

Power Systems 

Warp Drive


Type:  8/N [Generates 447 Power/Round]


Location:  Engineering Hull

Impulse Engines(s):   2 Class 8 [Generates 64 Power/Engine/Round]

Auxillary Power:  4 Reactors [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type A [Generates 25 Power/Round] 

EPS:  Standard Power Flow, +100 Power Transfer/Round 

Standard Usable Power:  575

Operations Systems

Bridge:  Command Pod, Dorsal 

CnC:  Command Pod 

Computers


Core 1:  Command Pod [5 Power/Round]


Core 2:  Engineering [5 Power/Round] 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 5 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.7/3.8-5.0)




Lower Resolution:  15 Light Years (1.0/1.1-4.0/4.1-12.0/12.1-15)



Strength Package:  Class 7 (Strength 7) 



Gain Package:  Class Alpha (+1) 


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 7 (Strength 7) 



Gain Package:  Class Alpha (+1) 


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 7 (Strength 7) 



Gain Package:  Class Alpha (+1) 


Probes:  60 


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2 


Navigational Computer



Main:  Class 2 (+1) [2 Power/Round] 



Backups:  2 


Inertial Damping Field



Main:




Strength:  9 [5 Power/Round] 




Number:  3



Backup




Strength:  7 [4 Power/Round]




Number:  3


Attitude Control:  [1 Power/Round] 

Communications Systems


Type:  Class 8 [2 Power/Round]



Strength:  8



Security:  -5 



Basic Uprating:  Class Alpha (+1) 


Emergency Communications:   [2 Power/Round] 

Tractor Beam


Type:  Class Delta 



Accuracy:  4/5/7/10



Location:  Forward Dorsal


Type:  Class Delta 



Accuracy:  4/5/7/10



Location:  Aft Ventral


Type:  Class Alpha 



Accuracy: 5/6/8/11



Location:  Shuttlebay

Transporters

Type:  Personal [5 Power/Use] 



Pads:  6



Emitter/Receiver Array:  Type 6 (40,000 km Range) 



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 Command Pod, 2 Engineering


Type:  Emergency [4 Power/Use] 



Pads:  24



Emitter/Receiver Array:  Emergency Type 3 (15,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 Engineering


Type:  Cargo [4 Power/Use] 



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 Engineering

Cloaking Device:  Class 6 [120 Power/Round]

Security Systems:


Rating:  4


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  Rating 2 (+1) [2 Power/Round] 

Tactical Systems


Forward Starboard Dorsal Disruptor Array (2)



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Starboard, Dorsal



Firing Arc:  f/s/d


Forward Starboard Ventral Disruptor Array (2)



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Starboard, Ventral



Firing Arc:  f/s/v


Forward Port Dorsal Disruptor Array (2)



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Port, Dorsal



Firing Arc:  f/p/d


Forward Port Ventral Disruptor Array (2)



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Port, Dorsal



Firing Arc:  f/p/v


Aft Dorsal Disruptor Array



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Dorsal



Firing Arc:  a/p/s/d


Aft Ventral Disruptor Array



Type:  9




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Ventral



Firing Arc:  a/p/s/v


Forward Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  6 



Range:  15/300,000/1,000,000/3,000,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Command Pod



Firing Arc:  Forward, but are Self-Guided


Aft Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  6 



Range:  15/300,000/1,000,000/3,000,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Engineering



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  120 


TA/T/TS:  Class Beta [1 Power/Round] 



Strength:  8



Bonus:  +1


Weapon Skill:  4


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 4 (Protection 700) [70 Power] 



Shield Grid:  Type A (33% Increase in Protection to 930) 



Subspace Field Distortion Amplifier:  Class Delta (Threashold 200) 



Recharging System:  Class 1 (45 Second Recharge) 



Backup Shield Generators:  None

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 8 Size worth of ships.



Standard Complement:  4 Shuttles



Location(s):  Aft, Ventral, Engineering


Captain's Yacht:  No

Description & Notes

D-4 D'ama Class

Class & Type:  D-4 D'ama Class Light Cruiser

Commissioning Date:  2192

Hull Systems (41 SU)

Size:  5 (20 SU)


Length:   205 m


Beam:   130 m


Height:   45 m


Decks:  5


Mass:   846,000 mt


SUs Available:  1,360


SUs Used:  1,234 (All SUs are *1.5 the Norm due to how old this ship is.)

Resistance


Outer Hull:  3 (6 SU)


Inner Hull:  3 (6 SU)

Structural Integrity Field


Main:  Class 3 (Protection 6/9) [1 Power/Protection/round] (6 SU)


Backup:  Class 3 (Protection 3) [1 Power/Protection/round] (3 SU)

Personnel Systems (97 SU)

Crew:  305

Troops:  0

Passengers:  0

Evac:  1,500

Crew Quarters


Spartan:  180


Basic:  100


Expanded:  25

Enviromental Systems


Basic Life Support:  [7 Power/Round] (20 SU)


Reserve Life Support:  [4 Power/Round] (5 SU)


Emergency Life Support:  [30 Emergency Shelters] (10 SU)


Gravity:  [1 Power/Round] (5 SU)


Consumables:  3 years (15 SU)



Food:  [2 Power/Round] (5 SU)



Industrial:




Type:  Network of small replicators [2 Power/Round] (5 SU)




Type:  1 Large Replicator [2 Power/Round] (3 SU)


Medical Facilities:  2 (+0) [2 Power/Round] (10 SU)


Recreation Facilities:  1 [2 Power/Round] (5 SU)


Personal Transport:  Corridors, Stairs & , Jefferies Tubes [0 Power/Round] (5 SU)


Fire Suppression System: [1 Power/Round when active] (5 SU)


Cargo Holds:  



Space:  500,000 Cubic Meters



Locations:  Engineering


Escape Pods



Number:  80 (4 SU)



Capacity:  4 persons per pod

Propulsion Systems (70 SU)

Warp Drive


Nacelles:  Type:  Type 5A (55 SU)



Speed:  5.0/7.0/8.0 [1 Power/0.2 Warp Speed]


PIS:  Type B (5 Hours at Maximum Warp) (5 SU)

Impulse Engine


Type:  Class 1 (5 SU)


Speed:  0.25c/0.5c [2/4 Power/Round]


Location:  Aft Engineering

Reaction Control System:  (0.025c) [2 Power/Round when in use] (5 SU)

Power Systems (110 SU)

Warp Drive


Type:  5/H [Generates 292 Power/Round] (60 SU)


Location:  Engineering Hull

Impulse Engines(s):   Class 1 [Generates 8 Power/Engine/Round]

Auxillary Power:  1 Reactors [Generates 5 Power/Reactor/Round] (5 SU)

Emergency Power:  Type A [Generates 25 Power/Round] (25 SU)

EPS:  Standard Power Flow, +50 Power Transfer/Round (20 SU)

Standard Usable Power:  300

Operations Systems (172.25 SU)

Bridge:  Command Pod, Dorsal (5 SU)

CnC:  Command Pod (5 SU)

Computers


Core 1:  Command Pod [5 Power/Round] (12.5 SU)


Core 2:  Engineering [5 Power/Round] (10 SU)

Navagational Deflector:  [5 Power/Round] (20 SU)


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 1 (4 SU)




High Resolution:  4 Light Years (0.5/0.6-1.0/1.1-3.0/3.1-4.0)




Lower Resolution:  10 Light Years (1.0/1.1-3.0/3.1-7.0/7.1-10.0)



Strength Package:  Class 2 (Strength 2) (4 SU)



Gain Package:  Standard (+0) (0 SU)


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 2 (Strength 2) (4 SU)



Gain Package:  Standard (+0) (0 SU)


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 2 (Strength 2) (4 SU)



Gain Package:  Standard (+0) (0 SU)


Probes:  20 (1 SU)


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 1, Coordination 1 (4 SU)


Navigational Computer



Main:  Class 1(+0) [0 Power/Round] (0 SU)



Backups:  2 (0 SU)


Inertial Damping Field



Main:




Strength:  8 [4 Power/Round] (2.5 SU)




Number:  3



Backup




Strength:  5 [3 Power/Round] (1.25 SU)




Number:  3


Attitude Control:  [1 Power/Round] (2 SU)

Communications Systems


Type:  Class 2 [2 Power/Round] (2 SU)



Strength:  1



Security:  -0



Basic Uprating:  


Emergency Communications:   [2 Power/Round] (1 SU)

Tractor Beam


Type:  Class Beta (6 SU)



Accuracy: 5/6/8/11



Location:  Forward Dorsal


Type:  Class Beta (6 SU)



Accuracy: 5/6/8/11



Location:  Aft Ventral


Type:  Class Alpha (3 SU)



Accuracy: 5/6/8/11



Location:  Shuttlebay

Transporters

Type:  Personal [5 Power/Use] (20 SU)



Pads:  6



Emitter/Receiver Array:  Personal Type 3 (25,000 km Range)



Energizing/Transmission Coils:  Class D (Strength 4)



Location:  1 Command Pod, 2 Engineering


Type:  Emergency [4 Power/Use] (11 SU)



Pads:  24



Emitter/Receiver Array:  Emergency Type 1 (5,000 km Range)



Energizing/Transmission Coils:  Class D (Strength 4)



Location:  1 Engineering


Type:  Cargo [4 Power/Use] (8 SU)



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 2 (20,000 km Range)



Energizing/Transmission Coils:  Class D (Strength 4)



Location:  1 Engineering

Cloaking Device:  No

Security Systems:


Rating:  4 (16 SU)


Anti-Intruder System:  Yes [1 Power/Round] (5 SU)


Internal Force Fields:  [1 Power/3 Strength] (5 SU)

Science Systems:  Rating 2 (+1) [2 Power/Round] (10 SU)

Tactical Systems (316.5 SU)


Forward Starboard Dorsal Disruptor Array (2)



Type:  7 (28 SU)




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  5/6/8/11 (0 SU)



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Starboard, Dorsal



Firing Arc:  f/s/d


Forward Starboard Ventral Disruptor Array (2)



Type:  7 (28 SU)




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  5/6/8/11 (0 SU)



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Starboard, Ventral



Firing Arc:  f/s/v


Forward Port Dorsal Disruptor Array (2)



Type:  7 (28 SU)




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  5/6/8/11 (0 SU)



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Port, Dorsal



Firing Arc:  f/p/d


Forward Port Ventral Disruptor Array (2)



Type:  7 (28 SU)




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  5/6/8/11 (0 SU)



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Port, Dorsal



Firing Arc:  f/p/v


Aft Dorsal Disruptor Array



Type:  7 (28 SU)




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  5/6/8/11 (0 SU)



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Dorsal



Firing Arc:  a/p/s/d


Aft Ventral Disruptor Array



Type:  7




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  5/6/8/11 (0 SU)



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Ventral



Firing Arc:  a/p/s/v


Forward Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  2 (6 SU)



Range:  15/300,000/1,000,000/3,000,000



Targeting Systems:  5/6/8/11 (0 SU)



Power:  [5+Spread Fired]



Location:  Command Pod



Firing Arc:  Forward, but are Self-Guided


Aft Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  2 (6 SU)



Range:  15/300,000/1,000,000/3,000,000



Targeting Systems:  5/6/8/11 (0 SU)



Power:  [5+Spread Fired]



Location:  Engineering



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  40 (2 SU)


TA/T/TS:  Class Alpha (0 SU)



Strength:  7



Bonus:  0


Weapon Skill:  4


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 2 (Protection 300) [30 Power] (10 SU)



Shield Grid:  Type A (33% Increase in Protection to 400) (2.5 SU)



Subspace Field Distortion Amplifier:  Class Beta (Threashold 100) (7.5 SU)



Recharging System:  Class 1 (45 Second Recharge) (2.5 SU)



Backup Shield Generators:  None

Auxiliary Spacecraft Systems (16 SU)


Shuttlebays:  Capacity for 8 Size worth of ships. (16 SU)



Standard Complement:  4 Shuttles



Location(s):  Aft, Ventral, Engineering


Captain's Yacht:  No

Description & Notes

K-14 Tas'esta Class

Class & Type:  Tas'esta Class Klingon Destroyer

Commissioning Date:  2370

Hull Systems 

Size:  5 


Length:   145 m


Beam:   100 m


Height:   35 m


Decks:  6


Mass:   323,000 mt


SUs Available:  1,445


SUs Used:  1,313

Resistance


Outer Hull:  5 


Inner Hull:  5 


Ablative Armor:  1,500

Structural Integrity Field


Main:  Class 5 (Protection 8/12) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/round] 

Specialized Hull


Atmospheric Capability 


Planetfall Capability 


Energy Sheath 

Personnel Systems 

Crew:  12

Troops:  0

Passengers:  3

Evac:  200

Crew Quarters


Spartan:  10 


Basic:  5 

Enviromental Systems


Basic Life Support:  [3 Power/Round] 


Reserve Life Support:  [2 Power/Round] 


Emergency Life Support:  [30 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  2 years 



Food:  [2 Power/Round] 



Industrial:




Type:  Network of small replicators [2 Power/Round] 




Type:  Large Replicator [2 Power/Round]


Medical Facilities:  3 (+1) [3 Power/Round] 


Recreation Facilities:  2 [4 Power/Round] 


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  



Space:  500,000 Cubic Meters 



Locations:  Engineering Port & Engineering Starboard


Escape Pods



Number:  60



Capacity: 4 persons per pod

Propulsion Systems 

Warp Drive


Nacelles:  Type:  Type 7A8 



Speed:  7.0/9.2/9.8 [1 Power/0.2 Warp Speed]


PIS:  Type H (12 Hours at Maximum Warp)

Impulse Engine


Type:  Class 8 


Speed:  0.75c/0.95c [7/9 Power/Round]


Location:  Aft


Acceleration Uprating:  Class Beta (75% of Maximum impulse speed per round) [2 Power/Round when in



use] 
Reaction Control System:  (0.025c) [2 Power/Round when in use] 

Power Systems 

Warp Drive


Type:  8/N [Generates 436 Power/Round] 


Location:  Engineering

Impulse Engines(s):   Class 8 [Generates 64 Power/Engine/Round]

Auxillary Power:   2 Reactors [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type D [Generates 40 Power/Round] 

EPS:  Standard Power Flow, +100 Power Transfer/Round 

Standard Usable Power:  500

Operations Systems 

Bridge:  Nose, Dorsal 

CnC:  Behind Bridge. 

Computers


Core 1:  Nose [5 Power/Round] 


Core 2:  Engineering [5 Power/Round] 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Nose, Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 5 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.7/3.8-5.0)




Lower Resolution:  15 Light Years (1.0/1.1-4.0/4.1-12.0/12.1-15)



Strength Package:  Class 7 (Strength 7)



Gain Package:  Class Alpha (+1)


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 7 (Strength 7)



Gain Package:  Class Alpha (+1)


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 7 (Strength 7)



Gain Package:  Class Alpha (+1) 


Probes:  60


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2 


Navigational Computer



Main: 2 (+1) [1 Power/Round] 



Backups:  1 


Inertial Damping Field



Main:




Strength:  9 [3 Power/Round] 




Number:  3



Backup




Strength:  8 [2 Power/Round] 




Number:  3


Attitude Control:  [1 Power/Round] 

Communications Systems


Type:  Class 6 [2 Power/Round] 



Strength:  6



Security:  -2


Emergency Communications:  [2 Power/Round] 

Tractor Beam


Type:  Class Gamma 



Accuracy: 4/5/7/10



Location:  Aft Ventral

Transporters

Type:  Personal [5 Power/Use] 



Pads:  6



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 in Command Hull, 1 in Engineering


Type:  Cargo [4 Power/Use]



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  1 in Engineering

Cloaking Device:  Type 10 [2000 Power/Round] 

Security Systems:


Rating:  4 


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  Rating 3 (+2) [3 Power/Round] 

Tactical Systems (232.5 SU)


Forward Disruptor Array



Type:  11




Damage:  240 [24 power] 




Rate of Fire:  5 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Command Hull, Forward



Firing Arc:   f/s/p/d/v


Forward Dorsal Disruptor Array (2)



Type:  9




Damage:  200 [20 power] 




Rate of Fire:  3 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Command Hull, Dorsal



Firing Arc:   f/s/p/d


Forward Ventral Disruptor Array (2)



Type:  9




Damage:  200 [20 power] 




Rate of Fire:  3 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Command Hull, Ventral



Firing Arc:  f/s/p/v


Starboard Disruptor Array



Type:  9




Damage:  200 [20 power] 




Rate of Fire:  3 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Engineering, Starboard



Firing Arc:  f/p/s/a/d/v


Port Disruptor Array



Type:  9




Damage:  200 [20 power] 




Rate of Fire:  3 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Engineering, Port



Firing Arc:  f/p/s/a/d/v


Aft Disruptor Array



Type:  9




Damage:  200 [20 power] 




Rate of Fire:  3 Shots/Round




Targeting Systems:  3/4/6/9



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft



Firing Arc:  a/p/s/d/v


Forward Torpedo Launcher (2)



Standard Load:  Type II Photon (200 Damage)



Spread:  10 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  3/4/6/9



Power:  [5+Spread Fired]



Location:  Command Hull, Forward



Firing Arc:  Forward, but are Self-Guided


Starboard Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  3/4/6/9



Power:  [5+Spread Fired]



Location:  Engineering, Starboard



Firing Arc:  Starboard, but are Self-Guided


Port Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  3/4/6/9



Power:  [5+Spread Fired]



Location:  Engineering, Port



Firing Arc:  Port, but are Self-Guided


Aft Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  3/4/6/9



Power:  [5+Spread Fired]



Location:  Engineering, Aft



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  500 


TA/T/TS:  Class Gamma [2 Power/Round]



Strength:  9



Bonus:  +2


Weapon Skill:  4


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 4 (Protection 700) [60 Power/Round] 



Shield Grid:  Type C (50% increase to 1,050 Protection) 



Subspace Field Distortion Amplifier:  Class Zeta (Threshold 300) 



Recharging System:  Class 2 (40 Seconds) 



Backup Shield Generators 6 (1 per Shield) 




Protection:  450 per Shield

Auxiliary Spacecraft Systems


None

Description & Notes

K-4 Kl'xenova Class

Class & Type:  Kl'xenova Class Klingon Runabout

Commissioning Date:  

Hull Systems 

Size:  2 


Length:   26 m


Beam:   14 m


Height:   7 m


Decks:  1


Mass:   25 mt


SUs Available:  500


SUs Used:  463

Resistance


Outer Hull:  3 


Inner Hull:  3 


Ablative Armor:  

Structural Integrity Field


Main:  Class 2  (Protection 5/8) [1 Power/Protection/Round] 


Backup:  Class 2 (Protection 3) [1 Power/Protection/Round] 


Backup:  Class 2 (Protection 3) [1 Power/Protection/Round] 

Specialized Hull


Atmospheric Capability 


Planetfall Capability 

Personnel Systems 

Crew:  2

Troops:  0

Passengers:  18

Evac:  45

Crew Quarters


Spartan:  20 

Enviromental Systems


Basic Life Support:  [3 Power/Round] 


Reserve Life Support:  [2 Power/Round] 


Emergency Life Support:  [No Emergency Shelters]


Gravity:  [1 Power/Round] 


Consumables:  1 year 


Replicators



Food:  [2 Power/Round] 


Medical Facilities:  1 (+0) [1 Power/Round] 


Recreation Facilities:  1 [2 Power/Round] 


Personal Transport:  Jefferies Tubes [0 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  



Space:  1,000 Cubic Meters



Locations:  Ventral


Escape Pods



Number:  5 



Capacity: 4 persons per pod

Propulsion Systems 

Warp Drive


Nacelles:  Type:  Type 4.8 



Speed:  4.0/6.0/8.0 [1 Power/0.2 Warp Speed]


PIS:  Type C (6 Hours at Maximum Warp)

Impulse Engine


Type:  Class 3A (18 SU)


Speed:  0.5c/0.75c[5/7 Power/Round]


Location:  Aft


Acceleration Uprating:  Class Alpha (66% Acceleration) [1 Power/Round while in use] 

Reaction Control System:  (0.025c) [2 Power/Round when in use]

Power Systems 

Warp Drive


Type:  4/G [Generates 230 Power/Round] 


Location:  Aft

Impulse Engines(s):  1 Class 3A [Generates 28 Power/Engine/Round]

Auxillary Power:   None

Emergency Power:  Type B [Generates 30 Power/Round] 

EPS:  Standard Power Flow, +50 Power Transfer/Round 

Standard Usable Power:  258

Operations Systems 

Bridge:  Forward 

Computers


Core 1:  Bridge Floor [5 Power/Round] 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 2 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.5/3.5-5.0)




Lower Resolution:  12 Light Years (1.0/1.1-3.0/3.1-8.0/8.1-12.0)



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1) 


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1) 


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1) 


Probes:  5 


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2 


Navigational Computer



Main:  Class 2(+1) [1 Power/Round] 



Backups:  1 


Inertial Damping Field



Main:




Strength:  8 [3 Power/Round] 




Number:  1



Backup




Strength:  6 [2 Power/Round]




Number:  1


Attitude Control:  [1 Power/Round] 

Communications Systems


Type:  Class  [2 Power/Round]



Strength:  Class 5 



Security:  -2



Basic Uprating:  Class Alpha (+1) 


Emergency Communications:   [2 Power/Round]  

Tractor Beam


Type:  Beta (6 SU)



Accuracy: 5/6/8/11



Location:  Forward


Type:  Beta (6 SU)



Accuracy: 5/6/8/11



Location:  Aft

Transporters

Type:  Personal [5 Power/Use] 



Pads:  6



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  Aft of Bridge

Cloaking Device:  Class 6 [120 Power/Round]

Security Systems:


Rating:  4 


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  None

Tactical Systems 


Dorsal Disruptor Array



Type:  6 




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Midships, Dorsal



Firing Arc:  f/s/p/a/d


Ventral Disruptor Array



Type:  6 




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Midships, Ventral



Firing Arc:  f/s/p/a/v


Forward Micro-Torpedo Launcher



Standard Load:  Micro-Torpedo (50 Damage) 



Spread:  4



Range:  1/100/500/2,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Forward, Ventral



Firing Arc:  Forward, but are Self-Guided


Aft Micro-Torpedo Launcher



Standard Load:  Micro-Torpedo (50 Damage) 



Spread:  4



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10 



Power:  [5+Spread Fired]



Location:  Aft, Ventral



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  100 Micro-Torpedos 


TA/T/TS:  Class Alpha



Strength:  7



Bonus:  0


Weapon Skill:  


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 2 (Protection 300) 



Shield Grid:  Type B (33% increase in Protection to 400) 



Subspace Field Distortion Amplifier:  Class Beta (Threashold 100) 



Recharging System:  Class 1 (45 Seconds) 



Backup Shield Generators:  None

Auxiliary Spacecraft Systems


None

Description & Notes

L-24 Komo Val Class

Class & Type:  

Commissioning Date:  

Hull Systems

Size:  6


Length:   320m


Beam:   190m


Height:   105m


Decks:  25


Mass:   2,140,000mt


SUs Available:  2,099


SUs Used:  2,019

Resistance


Outer Hull:  5 


Inner Hull:  5 


Ablative Armor:  

Structural Integrity Field


Main:  Class 6 (Protection 9/13) [1 Power/Protection/Round]


Backup:  Class 6 (Protection 5) [1 Power/Protection/Round] 

Personnel Systems

Crew:  1,070

Troops:  640

Passengers:  90

Evac:  6,300

Crew Quarters


Spartan:  980


Basic:  640 


Expanded: 180 

Enviromental Systems


Basic Life Support:  [9 Power/Round]


Reserve Life Support:  [5 Power/Round] 


Emergency Life Support:  [36 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  3 years 


Replicators



Food:  [2 Power/Round] 



Industrial:




Type:  Network of small replicators [2 Power/Round] 




Type:  2 Large Replicators [2 Power/Round/Replicator] 


Medical Facilities:  3 (+1) [3 Power/Round] 


Recreation Facilities:  3 [6 Power/Round]


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  



Space:  600,000 Cubic Meters 



Locations:  Engineering Starboard, & Engineering Port


Escape Pods



Number:  450 



Capacity: 4 persons per pod

Propulsion Systems 

Warp Drive


Nacelles:  Type:  Type 6A



Speed:  6.0/8.0/9.0 [1 Power/0.2 Warp Speed]


PIS:  Type H (12 Hours at Maximum Warp)

Impulse Engine


Type:  Class 3 


Speed:  0.5c/0.7c  [5/7 Power/Round]


Location:  Engineering, Aft, Starboard

Impulse Engine


Type:  Class 3 


Speed:  0.5c/0.7c  [5/7 Power/Round]


Location:  Engineering, Aft, Port

Reaction Control System:  (0.025c) [2 Power/Round when in use]

Power Systems

Warp Drive


Type:  9/O [Generates 496 Power/Round] 


Location:  Engineering, Aft

Impulse Engines(s):  2 Class 3 [Generates 32 Power/Engine/Round]

Auxillary Power:  2 Reactors [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type D [Generates 40 Power/Round] 

EPS:  Standard Power Flow, +100 Power Transfer/Round 

Standard Usable Power:  560

Operations Systems 

Bridge:  Command Pod, Dorsal, Forward 
CnC:  Command Pod, Dorsal, Aft 

Computers


Core 1:  Command Pod [5 Power/Round] 


Core 2:  Engineering [5 Power/Round] 

Navagational Deflector:  [5 Power/Round]


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Engineering, Forward.

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 4 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.5/3.6-5.0)




Lower Resolution:  14 Light Years (1.0/1.1-3.5/3.5-10.0/10.1-14.0)



Strength Package:  Class 8 (Strength 8) 



Gain Package:  Class Alpha (+1) 


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 8 (Strength 8) 



Gain Package:  Class Alpha (+1) 


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 8 (Strength 8) 



Gain Package:  Class Alpha (+1)


Probes:  20 


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2


Navigational Computer



Main: Class 2 (+1) [1 Power/Round]



Backups:  2


Inertial Damping Field



Main:




Strength:  8 [4 Power/Round] 




Number:  3



Backup




Strength:  6 [3 Power/Round] 




Number:  3


Attitude Control:  [1 Power/Round]

Communications Systems


Type:  Class 6 [2 Power/Round] 



Strength:  6



Security:  -3



Basic Uprating:  Class Alpha (+1) 


Emergency Communications:   [2 Power/Round] 

Tractor Beam


Type:  Class Delta [3 Power/Strength Used/Round]



Accuracy:  3/5/7/10



Location:  Aft Ventral


Type:  Class Alpha [3 Power/Strength Used/Round] 



Accuracy:  5/6/8/11



Location:   Shuttlebay

Transporters

Type:  Personal [5 Power/Use] 



Pads:  6



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  2 Command Pod, 6 Engineering


Type:  Combat [5 Power/Use] 



Pads:  40



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  4 Engineering


Type:  Emergency [4 Power/Use] 



Pads:  24



Emitter/Receiver Array:  Emergency Type 3 (15,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  1 Command Pod, 1 Engineering


Type:  Cargo [4 Power/Use] 



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  4 Engineering

Cloaking Device:  Class 4 (80 Power/Round] 

Security Systems:


Rating:  4 


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  Rating 3 (+2) [3 Power/Round] 

Tactical Systems (641 SU)


Command Pod Forward Starboad Dorsal Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Starboad. Dorsal



Firing Arc:  f/s/d


Command Pod Forward Starboad Ventral Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Starboad, Ventral



Firing Arc:  f/s/v


Command Pod Forward Port Dorsal Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Port, Dorsal 



Firing Arc:  f/p/d


Command Pod Forward Port Ventral Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward, Port, Ventral



Firing Arc:  f/p/v


Engineering Forward Starboad Dorsal Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Forward, Starboad, Dorsal 



Firing Arc:  f/s/d


Engineering Forward Starboard Ventral Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Forward, Starboard, Ventral 



Firing Arc:  f/s/v


Engineering Forward Port Dorsal Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Forward, Port, Dorsal 



Firing Arc:  f/p/d


Engineering Forward Port Ventral Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Forward, Port, Ventral 



Firing Arc:  f/p/v


Engineering Aft Starboad Dorsal Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Starboad, Dorsal 



Firing Arc:  a/s/d


Engineering Aft Starboard Ventral Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Starboard, Ventral 



Firing Arc:  a/s/v


Engineering Aft Port Dorsal Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Port, Dorsal 



Firing Arc:  a/p/d


Engineering Aft Port Ventral Disruptor Array



Type:  10 




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft, Port, Ventral 



Firing Arc:  a/p/v


Engineering Forward Starboard Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Forward, Starboard



Firing Arc:  , but are Self-Guided


Engineering Forward Port Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Forward, Port



Firing Arc:  , but are Self-Guided


Engineering Aft  Starboard Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Aft, Starboard



Firing Arc:  , but are Self-Guided


Engineering Aft Port Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Aft, Port



Firing Arc:  , but are Self-Guided


Torpedos Carried:  400 (20 SU)


TA/T/TS:  Class Beta [1 Power/Round] 



Strength:  8



Bonus:  +1


Weapon Skill:  5


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 4 (Protection 750) [75 Power/Round]



Shield Grid:  Type B (33% increase to 1,000 Protection) 



Subspace Field Distortion Amplifier:  Class Delta (Threshold 200) 



Recharging System:  Class I (45 Seconds) 



Backup Shield Generators 6 (1 per Shield) 




Protection:  500 per Shield

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 40 Size worth of ships.



Standard Complement:  20 Shuttles



Location(s):  


Captain's Yacht:  

Description & Notes

T-12 Na Ra'den Class

Class & Type:  Na Ra'den Class Assault Ship

Commissioning Date:  

Hull System

Size:  7 


Length:   300m


Beam:   170m


Height:   65m


Decks:  20


Mass:   1,262,000 mt


SUs Available:  2,500


SUs Used:  2,420

Resistance


Outer Hull:  4 


Inner Hull:  4 


Ablative Armor:  

Structural Integrity Field


Main:  Class 5 (Protection 8/12) [1 Power/Protection/Round] 


Backup:  Class 5 (Protection 4) [1 Power/Protection/Round] 

Personnel Systems

Crew:  82

Troops:  2,560 (One full Regiment of Marines)

Passengers:  100

Evac:  18,000

Crew Quarters


Spartan:  2,500 


Basic:  240 


Luxury:  2 

Enviromental Systems


Basic Life Support:  [10 Power/Round] 


Reserve Life Support:  [5 Power/Round] 


Emergency Life Support:  [36 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  2 years 


Replicators



Food:  [2 Power/Round] 



Industrial:




Type:  Network of small replicators [2 Power/Round] 




Type:  2 Large Replicators [2 Power/Replicator/Round] 


Medical Facilities:  7 (+2) [7 Power/Round] 


Recreation Facilities:  10 [20 Power/Round] 


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  



Space:  1,200,000 Cubic Meters 



Locations:  Engineering


Escape Pods



Number:  700 



Capacity: 4 persons per pod

Propulsion Systems

Warp Drive


Nacelles:  Type:  Type 5C (65 SU)



Speed:  5.0/8.0/9.0 [1 Power/0.2 Warp Speed]


PIS:  Type H (12 Hours at Maximum Warp)

Impulse Engine


Type:  Class 3A 


Speed:  0.5c/0.75c [5/7 Power/Round]


Location:  Engineering Aft

Reaction Control System:  (0.025c) [2 Power/Round when in use] 

Power Systems 

Warp Drive


Type:  6/K [Generates 322 Power/Round] 


Location:  Engineering, Forward

Impulse Engines(s):   Class 3A [Generates 28 Power/Engine/Round]

Auxillary Power:  4 Reactors [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type F [Generates 50 Power/Round] 

EPS:  Standard Power Flow, +50 Power Transfer/Round 

Standard Usable Power:  350

Operations Systems 

Bridge:  Command Pod, Dorsal 

Computers


Core 1:  Command Pod [5 Power/Round]


Core 2:  Engineering [5 Power/Round] 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Engineering Forward.

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 5 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.7/3.8-5.0)




Lower Resolution:  15 L:ight Years (1.0/1.1-4.0/4.1-12.0/12.1-15.0)



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1)


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1)


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 6 (Strength 6) 



Gain Package:  Class Alpha (+1)


Probes:  20


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2


Navigational Computer



Main: 3 (+2) [2 Power/Round] 



Backups:  2


Inertial Damping Field



Main:




Strength:  9 [3 Power/Round]




Number:  4



Backup




Strength:  5 [2 Power/Round]




Number:  4


Attitude Control:  [1 Power/Round]

Communications Systems


Type:  Class 8 [2 Power/Round]



Strength:  8



Security:  -5 



Basic Uprating:  Alpha (+1)


Emergency Communications:   [2 Power/Round]

Tractor Beam


Type:  Class Delta [3 Power/Strength Used/Round] 



Accuracy:  3/5/7/10



Location:  Aft Ventral


Type:  Class Alpha [3 Power/Strength Used/Round]



Accuracy:  5/6/8/11



Location:   Shuttlebay

Transporters

Type:  Personal [5 Power/Use]



Pads:  6



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  2 Command Pod, 6 Engineering


Type:  Combat [5 Power/Use] 



Pads:  40



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  16 Engineering


Type:  Cargo [4 Power/Use]



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  12 Engineering

Cloaking Device:  Class 6 [120 Power/Round] 

Security Systems:


Rating:  5 


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  Rating 2 (+1) [3 Power/Round] 

Tactical Systems 


Forward Disruptor Array



Type:  11 




Damage:  240 [24 Power]




Rate of Fire:  5 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Command Pod, Forward



Firing Arc:  f/p/s/d/v


Starboard Disruptor Array



Type:  9 




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Engineering, Starboard



Firing Arc:  f/s/a/d/v


Port Disruptor Array



Type:  9 




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Engineering, Port



Firing Arc:  f/p/a/d/v


Aft Disruptor Array



Type:  9 




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft



Firing Arc:  a/s/p/d/v


Dorsal Disruptor Array



Type:  9 




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Engineering, Dorsal



Firing Arc:  f/s/p/a/d


Ventral Disruptor Array



Type:  9 




Damage:  200 [20 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Engineering, Ventral



Firing Arc:  f/s/p/a/v


Forward Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  4 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Forward, Dorsal



Firing Arc:  Forward, but are Self-Guided


Forward Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  4 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Forward, Ventral



Firing Arc:  Forward, but are Self-Guided


Aft Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  4 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Forward, Dorsal



Firing Arc:  Aft, but are Self-Guided


Aft Torpedo Launcher



Standard Load:  Type II Photon (200 Damage)



Spread:  4 



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Engineering, Forward, Ventral



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  160 


TA/T/TS:  Class Beta [1 Power/Round]



Strength:  8



Bonus:  +1


Weapon Skill:  4


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 4 (800 Protection) [80 Power] 



Shield Grid:  Type A (25% increase to 900 Protection)



Subspace Field Distortion Amplifier:  Class Delta (Threashold 200)



Recharging System:  Class 1 (45 Seconds)



Backup Shield Generators 




Number:  6, 1 per Shield




Protection:  600

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 128 Size worth of ships.



Standard Complement:  64 Shuttles



Location(s):  Engineering, Aft, Ventral


Captain's Yacht:  No

Description & Notes

Designers Notes


The High Medical & Recreation Ratings compared to the rest of the Klingon Ships is need.  On this ship you have 2,560 Marines sitting around doing very little, & unless they have a release they will get into trouble, so it is better to have amusements for them available then not.  As for the Medical, you will have masses of wounded after an assault, & it is honorable to take care of them.
T-3 D'aka Class

Class & Type:  T-3 Daka Class Assault Transport

Commissioning Date:  

Hull Systems 

Size:  5 


Length:   250m


Beam:   150m


Height:   50m


Decks:  12


Mass:   738,000 mt


SUs Available:  1,445


SUs Used:  1,377

Resistance


Outer Hull:  4 


Inner Hull:  4 


Ablative Armor:  

Structural Integrity Field


Main:  Class 4 (Protection 7/11) [1 Power/Protection/Round] 


Backup:  Class 4 (Protection 4) [1 Power/Protection/Round] 

Personnel Systems 

Crew:  62

Troops:  640

Passengers:  0

Evac:  10,500

Crew Quarters


Spartan:  500 


Basic:  80 


Expanded:  80


Luxury:  42 

Enviromental Systems


Basic Life Support:  [8 Power/Round] 


Reserve Life Support:  [4 Power/Round] 


Emergency Life Support:  [30 Emergency Shelters] 


Gravity:  [1 Power/Round] 


Consumables:  1 year 


Replicators



Food:  [2 Power/Round] 



Industrial:




Type:  Network of small replicators [2 Power/Round] 


Medical Facilities:  4 (+1) [4 Power/Round] 


Recreation Facilities:  4 [8 Power/Round] 


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round] 


Fire Suppression System: [1 Power/Round when active] 


Cargo Holds:  



Space:  1,000,000 Cubic Meters 



Locations:  Engineering Starboard & Port


Escape Pods



Number:  180 



Capacity: 4 persons per pod

Propulsion Systems 

Warp Drive


Nacelles:  Type:  Type 6 



Speed:  6.0/7.0/8.0  [1 Power/0.2 Warp Speed]


PIS:  Type H (12 Hours at Maximum Warp)

Impulse Engine


Type:  Class 3 


Speed:  0.5c/0.7c  [5/7 Power/Round]


Location:  Engineering, Aft, Dorsal

Reaction Control System:  (0.025c) [2 Power/Round when in use] 

Power Systems 

Warp Drive


Type:  6/N [Generates 326 Power/Round] 


Location:  Engineering, Aft

Impulse Engines(s):  1 Class 3 [Generates 24 Power/Engine/Round]

Auxillary Power:  2 Reactors [Generates 5 Power/Reactor/Round] 

Emergency Power:  Type C [Generates 35 Power/Round] 

EPS:  Standard Power Flow, +50 Power Transfer/Round 

Standard Usable Power:  350

Operations Systems 

Bridge:  Command Pod, Dorsal 

Computers


Core 1:  Command Pod [5 Power/Round] 


Core 2:  Engineering [5 Power/Round] 

Navagational Deflector:  [5 Power/Round] 


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Engineering, Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 3 




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.5/3.6-5.0)




Lower Resolution:  13 Light Years (1.0/1.1-3.5/3.6-9.0/9.1-13.0)



Strength Package:  Class 5 (Strength 5) 



Gain Package:  Standard (0) 


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 5 (Strength 5) 



Gain Package:  Standard (0) 


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 5 (Strength 5) 



Gain Package:  Standard (0) 


Probes:  None


Sensor Skill:  3

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 2, Coordination 2 


Navigational Computer



Main:  Class 2 (+1) [1 Power/Round] 



Backups:  2 


Inertial Damping Field



Main:




Strength:  8.0  [4 Power/Round] 




Number:  3



Backup




Strength:  6.0 [2 Power/Round] 




Number:  3


Attitude Control:  [1 Power/Round] 

Communications Systems


Type:  Class 5 [2 Power/Round] 



Strength:  5



Security:  -3 


Emergency Communications:   [2 Power/Round] 

Tractor Beam


Type:  Class Gamma 



Accuracy: 4/5/7/10



Location:  Aft Ventral


Type:  Class Alpha 



Accuracy: 5/6/8/11



Location:  Shuttlebay

Transporters

Type:  Personal [5 Power/Use] 



Pads:  6



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  2 Command Pod, 4 Engineering


Type:  Combat [5 Power/Use] 



Pads:  40



Emitter/Receiver Array:  Personal Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  8 Engineering


Type:  Emergency [4 Power/Use] 



Pads:  24



Emitter/Receiver Array:  Emergency Type 3 (15,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  1 Command Pod, 1 Engineering


Type:  Cargo [4 Power/Use] 



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class H (Strength 8)



Location:  8 Engineering

Cloaking Device:  Class 5 [100 Power/Round] 

Security Systems:


Rating:  4


Anti-Intruder System:  Yes [1 Power/Round] 


Internal Force Fields:  [1 Power/3 Strength] 

Science Systems:  None

Tactical Systems 


Forward Dorsal Disruptor Array (3)



Type:  6




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems: 4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Dorsal



Firing Arc:  f/s/p/d


Forward Ventral Disruptor Array (3)



Type:  6




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems: 4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Ventral



Firing Arc:  f/s/p/v


Aft Disruptor Array (2)



Type:  6




Damage:  140 [14 Power]




Rate of Fire:  3 Shots/Round




Targeting Systems: 4/5/7/10 



Range:  10/30,000/100,000/300,000



Location:  Engineering, Aft



Firing Arc:  a/s/p/d/v


TA/T/TS:  Class Alpha [0 Power/Round] 



Strength:  7



Bonus:  0


Weapon Skill:  4


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 2 (Protection 400) [40 Power] 



Shield Grid:  Type A (25% Increase to 500 Protection) 



Subspace Field Distortion Amplifier:  Class Beta (Threashold 100)



Recharging System:  Class 1 (45 Seconds) 



Backup Shield Generators:  None

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 12 Size worth of ships.



Standard Complement:  6 Shuttles



Location(s):  Engineering, Aft, Ventral


Captain's Yacht:  No

Description & Notes

Vor'Cha Class (13th Fleet)

Class & Type:  Klingon Vor'Cha-Class Attack Cruiser (13th Fleet)

Commissioning Date:  2385

Hull Systems

Size:  7


Length:   481.22 m


Beam:   341.76 m


Height:   106.87 m


Decks:  22


Mass:   2,238,000 mt


SUs Available:  2,500


SUs Used:  2,472

Resistance


Outer Hull:  5


Inner Hull:  5


Ablative Armor:  2,100

Structural Integrity Field


Main:  Class 7 (Protection 10/15) [1 Power/Protection/round]


Backup:  Class 7 (Protection 10/15) [1 Power/Protection/round]


Backup:  Class 7 (Protection 10/15) [1 Power/Protection/round]

Personnel Systems

Crew:  1,260

Troops:  640

Passengers:  250

Evac:  7,350

Crew Quarters


Spartan:  1,200


Basic:  800


Expanded:  200

Enviromental Systems


Basic Life Support:  [12 Power/Round]


Reserve Life Support:  [6 Power/Round]


Emergency Life Support:  [42 Emergency Shelters]


Gravity:  [1 Power/Round]


Consumables:  2 years



Food:  [2 Power/Round]



Industrial:




Type:  Nework of Small Replicators [2 Power/round]




Type:  2 Large Units [2 Power/Replicator/round]


Medical Facilities:  8 (+2) [4 Power/round]



EMH:  Mark 2 [2 Power/Round when active]


Recreation Facilities:  8 [16 Power/Round]


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round]


Fire Suppression System: [1 Power/Round when active]


Cargo Holds:



Space:  700,000 Cubic Meters



Locations:  Ventral Main Hull.


Escape Pods



Number:  270



Capacity:   8 persons per pod

Propulsion Systems

Warp Drive


Nacelles:  Type 7C9



Speed:  7.0/9.0/9.9 [1 Power/0.2 Warp Speed]


PIS:  Type H (12 hours at Maximum Warp)

Quantum Slipstream Drive

Speed:  300 Light-Years/Hour [120 Power/Round]

Impulse Engine


Type:  Class 8 


Speed:  0.75c/0.95c [7/9 Power/Round]


Location:  Main Hull Starboard


Acceleration Uprating:  Class Gamma (100%) [4 Power/round when in use]

Impulse Engine


Type:  Class 8 


Speed:  0.75c/0.95c [7/9 Power/Round]


Location:  Main Hull Port


Acceleration Uprating:  Class Gamma (100%) [4 Power/round when in use]

Reaction Control System:  (0.025c) [2 Power/Round when in use]

Power Systems

Warp Drive


Type:  13/S [Generates 697 Power/Round]


Location:  Main Hull

Impulse Engines(s):  2 Class 8 [Generates 64 Power/Engine/Round]

Auxillary Power:  10 Reactors [Generates 5 Power/Reactor/Round]

Emergency Power:  Type F [Generates 50 Power/Round]

EPS:  Standard Power Flow, +120 Power Transfer/Round

Standard Usable Power:  825

Operations Systems

Bridge:  Command Hull Dorsal

CnC:  Behind Bridge
Computers


Core 1:  Command Hull Starboard {5 Power/Round]


Core 2:  Command Hull Port [5 Power/Round]


Core 2:  Engineering [5 Power/Round]

Navagational Deflector:  [5 Power/Round]


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 8




High Resolution:  6 Light Years (0.5/0.6-1.0/1.1-4.5/4.6-6.0)




Lower Resolution:  18 Light Years (1/1.1-6.5/6.6-13.5/13.6-18)



Strength Package:  Class 10 (Strength 10)



Gain Package:  Class Beta (+2)


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 10 (Strength 10)



Gain Package:  Class Beta (+2)


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 10 (Strength 10)



Gain Package:  Class Beta (+2)


Probes:  80


Sensor Skill:  5

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 3


Navigational Computer



Main: 3 (+2) [2 Power/Round]



Backups:  2


Inertial Damping Field



Main:




Strength:  9 [3 Power/Round]




Number:  4



Backup




Strength:  9 [3 Power/Round]




Number:  4


Attitude Control:  [1 Power/Round]

Communications Systems


Type:  Class 10 [2 Power/Round]



Strength:  10



Security:  -5



Basic Uprating:  Class Beta (+2)


Emergency Communications:  Yes [2 Power/Round]


Holocommunications System:  Yes

Tractor Beam


Type:  Class Delta [3 Power/Strength Used/Round]



Accuracy:  3/5/7/10



Location:  Aft Ventral


Type:  Class Alpha [3 Power/Strength Used/Round]



Accuracy:  5/6/8/11



Location:   Shuttlebay

Transporters


Type:  Personal [5 Power/Use]



Pads:  6



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  2 in Command Hull, 2 in Engineering Hull


Type:  Combat [10 Power/Use]



Pads:  40



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  4 in Command Hull, 4 in Engineering Hull


Type:  Cargo [4 Power/Use]



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  2 in Command Hull, 2 in Engineering Hull

Cloaking Device:  Class 10 [200 Power/Round]

Security Systems:


Rating:  4


Anti-Intruder System:  Yes [1 Power/Round]


Internal Force Fields:  [1 Power/3 Strength]

Science Systems:  Rating 3 (+2) [4 Power/Round]

Tactical Systems


Forward Disruptor Cannon



Type:  13




Damage:  280 [28 power]




Rate of Fire:  5 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Forward Weapons Pod



Firing Arc:  f/p/s/d/v


Aft Disruptor Array



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Aft



Firing Arc:  a/p/s/d/v


Dorsal Disruptor Arrays (5)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  5 Locations on Dorsal Side of Ship



Firing Arc:  f/p/s/a/d


Ventral Disruptor Arrays (5)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  5 Locations on Ventral Side of Ship



Firing Arc:  f/p/s/a/v


Starboard Disruptor Arrays (3)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  3 Locations on Starboard Side of Ship



Firing Arc:  f/s/a/d/v


Port Disruptor Arrays (3)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  3 Locations on Port Side of Ship



Firing Arc:  f/p/a/d/v


Forward Isokinetic Cannon


Damage:  1,000 [10 Power]



Rate of Fire:  4 Shots/Round



Targeting Systems:  4/5/7/10



Range:  5/15,000/50,000/150,000



Location:  Forward Weapons Pod



Firing Arc:  f


Forward StarboardTorpedo Launcher (2)



Standard Load:  Mark I Quantum Torpedo (400 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Forward Weapons Pod, Starboard



Firing Arc:  Forward, but are Self-Guided


Forward Port Torpedo Launcher (2)



Standard Load:  Mark I Quantum Torpedo (400 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Forward Weapons Pod, Port



Firing Arc:  Forward, but are Self-Guided


Starboard Torpedo Launcher



Standard Load:  Type II Photon Torpedos (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Starboard



Firing Arc:  Starboard, but are Self-Guided


Port Torpedo Launcher



Standard Load:  Mark I Quantum Torpedo (400 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Port



Firing Arc:  Port, but are Self-Guided


Aft Torpedo Launcher (2)



Standard Load:  Mark I Quantum Torpedo (400 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Aft



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  700


TA/T/TS:  Class Gamma [2 Power/Round]



Strength:  9



Bonus:  +2


Metaphasic Shields (Forward, Aft, Port, Starboard, Ventral, Dorsal)



Shield Generator:  Class 6 (Protection 3,600) [120 Power/Round]



Shield Grid:  Type C (50% increase to 5,400 Protection)



Subspace Field Distortion Amplifier:  Class Theta (Threshold 1,200)



Regeneration:  Class 4 (200 Points of Shielding/Round)



Backup Shield Generators:  12 (2 per Shield)




Protection:  3,600 per Shield

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 30 Size worth of ships.



Standard Complement:  3 Roundabouts, 6 Fighters, 6 Shuttlecraft & 6 Shuttlepods



Location(s):  Aft


Captain's Yacht:  No

Description & Notes

Vor'Cha Class

Class & Type:  Klingon Vor'Cha-Class Attack Cruiser

Commissioning Date:  2352

Hull Systems

Size:  7


Length:   481.22 m


Beam:   341.76 m


Height:   106.87 m


Decks:  22


Mass:   2,238,000 mt


SUs Available:  2,500


SUs Used:  2,472

Resistance


Outer Hull:  5


Inner Hull:  5


Ablative Armor:  2,100

Structural Integrity Field


Main:  Class 7 (Protection 10/15) [1 Power/Protection/round]


Backup:  Class 7 (Protection 5) [1 Power/Protection/round]


Backup:  Class 7 (Protection 5) [1 Power/Protection/round]

Personnel Systems

Crew:  1,260

Troops:  640

Passengers:  250

Evac:  7,350

Crew Quarters


Spartan:  1,200


Basic:  800


Expanded:  200

Enviromental Systems


Basic Life Support:  [12 Power/Round]


Reserve Life Support:  [6 Power/Round]


Emergency Life Support:  [42 Emergency Shelters]


Gravity:  [1 Power/Round]


Consumables:  2 years



Food:  [2 Power/Round]



Industrial:




Type:  Nework of Small Replicators [2 Power/round]




Type:  2 Large Units [2 Power/Replicator/round]


Medical Facilities:  4 (+1) [4 Power/round]


Recreation Facilities:  4 [8 Power/round]


Personal Transport:  Tubrolifts, Jefferies Tubes [2 Power/Round]


Fire Suppression System: [1 Power/Round when active]


Cargo Holds:



Space:  500,000 Cubic Meters



Locations:  Ventral Main Hull.


Escape Pods



Number:  160



Capacity:   8 persons per pod

Propulsion Systems


Nacelles:  Type 6A6



Speed:  6.0/8.0/9.6 [1 Power/0.2 Warp Speed]


PIS:  Type H (12 hours at Maximum Warp)

Impulse Engine


Type:  Class 3A


Speed:  0.5/0.75 C [5/7 Power/Round]


Location:  Main Hull Starboard

Impulse Engine


Type:  Class 3A


Speed:  0.5/0.75 C [5/7 Power/Round]


Location:  Main Hull Port

Reaction Control System:  (0.025c) [2 Power/Round when in use]

Power Systems

Warp Drive


Type:  10/P [Generates 549 Power/Round]


Location:  Main Hull

Impulse Engines(s):  2 Class 3A [Generates 28 Power/Engine/Round]

Auxillary Power:  4 Reactors [Generates 5 Power/Reactor/Round]

Emergency Power:  Type E [Generates 45 Power/Round]

EPS:  Standard Power Flow, +100 Power Transfer/Round

Standard Usable Power:  633

Operations Systems

Bridge:  Command Hull Dorsal

CnC:  Behind Bridge
Computers


Core 1:  Command Hull {5 Power/Round]


Core 2:  Engineering [5 Power/Round]

Navagational Deflector:  [5 Power/Round]


Range:  10/20,000/50,000/150,000


Accuracy: 5/6/8/11


Location:  Ventral

Sensor Systems


Long Range Sensors:  [5 Power/Round]



Range Package:  Type 5




High Resolution:  5 Light Years (0.5/0.6-1.0/1.1-3.7/3.8-5.0)




Lower Resolution:  15 L:ight Years (1.0/1.1-4.0/4.1-12.0/12.1-15.0)



Strength Package:  Class 9 (Strength 9)



Gain Package:  Class Beta (+2)


Lateral Sensors:  [5 Power/Round]



Strength Package:  Class 9 (Strength 9)



Gain Package:  Class Beta (+2)


Navigational Sensors: [5 Power/Round]



Strength Package:  Class 9 (Strength 9)



Gain Package:  Class Beta (+2)


Probes:  40


Sensor Skill:  4

Flight Control Systems


Autopilot:  Shipboard Systems (Flight Control) 3, Coordination 2


Navigational Computer



Main: 3 (+2) [2 Power/Round]



Backups:  2


Inertial Damping Field



Main:




Strength:  9 [3 Power/Round]




Number:  4



Backup




Strength:  6 [2 Power/Round]




Number:  4


Attitude Control:  [1 Power/Round]

Communications Systems


Type:  Class 8 [2 Power/Round]



Strength:  8



Security:  -5



Basic Uprating:  Beta (+2)


Emergency Communications:   [2 Power/Round]

Tractor Beam


Type:  Class Delta [3 Power/Strength Used/Round]



Accuracy:  3/5/7/10



Location:  Aft Ventral


Type:  Class Alpha [3 Power/Strength Used/Round]



Accuracy:  5/6/8/11



Location:   Shuttlebay

Transporters


Type:  Personal [5 Power/Use]



Pads:  6



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  2 in Command Hull, 2 in Engineering Hull


Type:  Combat [10 Power/Use]



Pads:  40



Emitter/Receiver Array:  Type 6 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  4 in Command Hull, 4 in Engineering Hull


Type:  Cargo [4 Power/Use]



Pads:  400 kg



Emitter/Receiver Array:  Cargo Type 3 (40,000 km Range)



Energizing/Transmission Coils:  Class I (Strength 9)



Location:  2 in Command Hull, 2 in Engineering Hull

Cloaking Device:  Class 6 [120 Power/Round]

Security Systems:


Rating:  4


Anti-Intruder System:  Yes [1 Power/Round]


Internal Force Fields:  [1 Power/3 Strength]

Science Systems:  Rating 2 (+1) [3 Power/Round]

Tactical Systems


Forward Disruptor Cannon



Type:  13




Damage:  280 [28 power]




Rate of Fire:  5 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Forward Weapons Pod



Firing Arc:  f/p/s/d/v


Aft Disruptor Array



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  Aft



Firing Arc:  a/p/s/d/v


Dorsal Disruptor Arrays (5)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  5 Locations on Dorsal Side of Ship



Firing Arc:  f/p/s/a/d


Ventral Disruptor Arrays (5)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  5 Locations on Ventral Side of Ship



Firing Arc:  f/p/s/a/v


Starboard Disruptor Arrays (3)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  3 Locations on Starboard Side of Ship



Firing Arc:  f/s/a/d/v


Port Disruptor Arrays (3)



Type:  10




Damage:  220 [22 power]




Rate of Fire:  3 Shots/Round




Auto-Disruptor Interlock:  4/5/7/10



Range:  10/30,000/100,000/300,000



Location:  3 Locations on Port Side of Ship



Firing Arc:  f/p/a/d/v


Forward StarboardTorpedo Launcher



Standard Load:  Type II Photon Torpedos (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Forward Weapons Pod, Starboard



Firing Arc:  Forward, but are Self-Guided


Forward Port Torpedo Launcher



Standard Load:  Type II Photon Torpedos (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Forward Weapons Pod, Port



Firing Arc:  Forward, but are Self-Guided


Aft Torpedo Launcher



Standard Load:  Type II Photon Torpedos (200 Damage)



Spread:  10



Range:  15/350,000/1,500,000/4,050,000



Targeting Systems:  4/5/7/10



Power:  [5+Spread Fired]



Location:  Aft



Firing Arc:  Aft, but are Self-Guided


Torpedos Carried:  200


TA/T/TS:  Class Gamma [2 Power/Round]



Strength:  9



Bonus:  +2


Shields (Forward, Aft, Port, Starboard, Dorsal, & Ventral)



Shield Generator:  Class 5 (Protection 900) [90 Power/Round]



Shield Grid:  Type 3 (33% increase to 1,200 Protection)



Subspace Field Distortion Amplifier:  Class Eta (Threshold 300)



Recharging System:  Class I (45 Seconds)



Backup Shield Generators 6 (1 per Shield)




Protection:  600 per Shield

Auxiliary Spacecraft Systems


Shuttlebays:  Capacity for 20 Size worth of ships.



Standard Complement:  8 Shuttles & 4 Shuttlepods



Location(s):  Aft


Captain's Yacht:  No

Description & Notes

Class and Type: Sword Of Kahless-class Klingon Battleship
Commissioning Date: 2290
Lead Engineer: Chris Stansbury & Bill Ramsey

Hull Characteristics 
Size: 9  686m Long(35 Decks)
Resistance: 5
Structural Points: 180 
Operational Characteristics 
Crew/Passengers/Evac: 1,500/2,000/10,000 
   [8 pwr/round] 
Computers: 4
   [4 pwr/round] 
Transporters: 6 personnel, 6 cargo, 10 22-man combat 
   [1 pwr/round] 
Tractor Beams: 2fv, 2av, 2ad 
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 4.0/6.0/8.5 (18 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 200
Sensor Systems 
Long-range Sensors: +1/14 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  6  
   [24 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type I Assault Disruptors: 
   Range: 10/10,000/20,000/30,000 
   Arc: Fwd (360 degrees cone) 
   Accuracy: 4/5/7/9 
   Damage: 25 
   Power: [25]

Type II Heavy Disruptors: 
   Range: 10/10,000/50,000/100,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 20 
   Power: [20]
Type I Heavy Torpedoes:
   Number: 500
   Launchers:  4 fv, 2 av
   Spread:  5
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  36
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 55/75 

Note: Torpedoes are listed as 18 damage in the TOS Book, so heavy torps are double that.

Class and Type: Accuser-class Klingon Dreadnaught
Commissioning Date: 2286
Lead Engineer: Chris Stansbury & Bill Ramsey

Hull Characteristics 
Size: 8  610m Long(29 Decks)
Resistance: 4 
Structural Points: 160 
Operational Characteristics 
Crew/Passengers/Evac: 1,100/1,500/7,500 
   [7 pwr/round] 
Computers: 4
   [4 pwr/round] 
Transporters: 5 personnel, 5 cargo, 7 22-man combat 
   [1 pwr/round] 
Tractor Beams: 2 fv, 2 av 
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 4.0/6.0/8.5 (18 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 180
Sensor Systems 
Long-range Sensors: +1/14 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  8  
   [24 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type I Anti-matter Field Projector: 
   Range: 10/5,000/10,000
   Arc: Fwd (360 degrees cone) 
   Accuracy: 4/5
   Damage: 28 (To all shields) 
   Power: [15]

Type II Heavy Disruptors: 
   Range: 10/10,000/50,000/100,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 20 
   Power: [20]
Type I Heavy Torpedoes:
   Number: 300
   Launchers:  2 fv, 1 av
   Spread:  5
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  36
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 55/75 


Class and Type: Emperor -class Klingon Heavy Battlecruiser
Commissioning Date: 2282
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 7  412m Long(20 Decks)
Resistance: 4
Structural Points: 140 
Operational Characteristics 
Crew/Passengers/Evac: 800/1,200/5,000 
   [7 pwr/round] 
Computers: 4
   [4 pwr/round] 
Transporters: 5 personnel, 5 cargo, 6 22-man combat 
   [1 pwr/round] 
Tractor Beams: 2fv, 2av
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 4.0/5.0/8.0 (12 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 160
Sensor Systems 
Long-range Sensors: +1/14 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  7  
   [28 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type I Frequency-modulated Meson Particle: 
   Range: 10/5,000/10,000/15,000 
   Arc: Fwd (560 degrees ), Aft (560 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 25 (All shields)
   Power: [10]

Type II Heavy Disruptors: 
   Range: 10/10,000/50,000/100,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 20 
   Power: [20]
Type I Heavy Torpedoes:
   Number: 200
   Launchers:  1 fv
   Spread:  5
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  36
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 50/70 

Class and Type: Warrior’s Anger -class Klingon Command Cruiser
Commissioning Date: 2290
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 6  336m Long(18 Decks)
Resistance: 3
Structural Points: 120 
Operational Characteristics 
Crew/Passengers/Evac: 450/1,000/3,500 
   [7 pwr/round] 
Computers: 3
   [3 pwr/round] 
Transporters: 3 personnel, 3 cargo, 4 22-man combat 
   [1 pwr/round] 
Tractor Beams: 2fv, 2av
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 4.0/5.0/8.0 (12 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 140
Sensor Systems 
Long-range Sensors: +1/13 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  7  
   [28 pwr/round]
Sensor Skill: 4 
Weapons Systems 
Type I Frequency-modulated Meson Particle: 
   Range: 10/5,000/10,000/15,000 
   Arc: Fwd (560 degrees ), Aft (360 degree cone) 
   Accuracy: 4/5/7/10 
   Damage: 25 (All shields)
   Power: [10]

Type II Heavy Disruptors: 
   Range: 10/10,000/50,000/100,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 20 
   Power: [20]
Type I Photon Torpedoes:
   Number: 150
   Launchers:  2 fv
   Spread:  4
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  18
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 48/70 

Class and Type: K’t’inga -class Klingon Cruiser
Commissioning Date: 2270
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 5  244m Long(15 Decks)
Resistance: 3
Structural Points: 100 
Operational Characteristics 
Crew/Passengers/Evac: 325/250/2,500 
   [7 pwr/round] 
Computers: 3
   [3 pwr/round] 
Transporters: 3 personnel, 3 cargo, 4 22-man combat 
   [1 pwr/round] 
Tractor Beams: 1fv, 1av
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 3.0/4.0/7.0 (12 hours) 
   [2/warp factor] 
Impulse System: .5 c/.75 c 
   [5/7 pwr/round] 
Power: 120
Sensor Systems 
Long-range Sensors: +1/12 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  7  
   [28 pwr/round]
Sensor Skill: 4 
Weapons Systems 
 Type VII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 14 
   Power: [14]
Type I Photon Torpedoes:
   Number: 100
   Launchers:  1 fv, 1 ad
   Spread:  3
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  18
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 42/60 

Class and Type: Relentless -class Klingon Light Cruiser
Commissioning Date: 2291
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 4  198m Long(10 Decks)
Resistance: 2
Structural Points: 80 
Operational Characteristics 
Crew/Passengers/Evac: 82/200/1,000 
   [6 pwr/round] 
Computers: 3
   [3 pwr/round] 
Transporters: 2 personnel, 2 cargo, 2 22-man combat 
   [1 pwr/round] 
Tractor Beams: 1av
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 3.0/4.0/7.0 (12 hours) 
   [2/warp factor] 
Impulse System: .6 c/.8 c 
   [5/7 pwr/round] 
Power: 100
Sensor Systems 
Long-range Sensors: +1/12 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  8  
   [32 pwr/round]
Sensor Skill: 4 
Weapons Systems 
 Type VII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 14 
   Power: [14]
Type I Photon Torpedoes:
   Number: 200
   Launchers:  1 fv
   Spread:  3
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  18
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 40/55

Class and Type: Insurrection -class Klingon Destroyer
Commissioning Date: 2294
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 3  153m Long(6 Decks)
Resistance: 2
Structural Points: 60 
Operational Characteristics 
Crew/Passengers/Evac: 80/100/500 
   [5 pwr/round] 
Computers: 2
   [2 pwr/round] 
Transporters: 2 personnel, 1 cargo, 1 22-man combat 
   [1 pwr/round] 
Tractor Beams: 1av
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 3.0/4.0/7.0 (12 hours) 
   [2/warp factor] 
Impulse System: .6 c/.8 c 
   [5/7 pwr/round] 
Power: 100
Sensor Systems 
Long-range Sensors: +1/12 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  8  
   [32 pwr/round]
Sensor Skill: 4 
Weapons Systems 
 Type I Frequency-modulated Meson Particle: 
   Range: 10/5,000/10,000/15,000 
   Arc: Fwd (360 degrees )
   Accuracy: 4/5/7/10 
   Damage: 25 (All shields)
   Power: [10]

Type VII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: Fwd (480 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 14 
   Power: [14]
Type I Photon Torpedoes:
   Number: 75
   Launchers:  1 fv
   Spread:  3
   Arc: Forward or aft, but are self-guided
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  18
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 36/50

Class and Type: Suspicious -class Klingon Frigate
Commissioning Date: 2272
Lead Engineer: Chris Stansbury & Bill Ramsey

Hull Characteristics 
Size: 3  153m Long(6 Decks)
Resistance: 2
Structural Points: 60 
Operational Characteristics 
Crew/Passengers/Evac: 61/1,200/1,700 
   [6 pwr/round] 
Computers: 2
   [2 pwr/round] 
Transporters: 2 personnel, 1 cargo, 5 22-man combat 
   [1 pwr/round] 
Tractor Beams: 1av
   [2/rating used] 
Propulsion & Power Characteristics 
Warp System: 3.0/4.0/7.0 (12 hours) 
   [2/warp factor] 
Impulse System: .6 c/.8 c 
   [5/7 pwr/round] 
Power: 80
Sensor Systems 
Long-range Sensors: +1/12 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  8  
   [32 pwr/round]
Sensor Skill: 4 
Weapons Systems 

Type VII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: Fwd (480 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 14 
   Power: [14]
 Weapons Skill: 4 
Defensive Systems 
IKN Deflector Shield: 
   Protection: 32/45

Type: Klingon Strategic Battle Station
Commissioning Date: Mid-24th Century
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 4  Cylinder Structure (39 Decks)
Resistance: 8 
Structural Points: 300

Docking: 4 Docking Bays (K’vort Class Or Smaller), 12 Docking Ports 
Operational Characteristics 
Crew/Inhabitants/Capacity: 550/5,000/22,500 
   [8 pwr/round] 
Computers: 4 
   [4 pwr/round] 
Transporters: 10 personnel, 15 cargo, 25 Combat

   [25 pwr/round]

Entertainment: 5 
   [5 pwr/round] 
Tractor Beams: 12 Tractor beams covering all arcs 
   [2/rating used] 

Power: 400
Sensor Systems 
Long-range Sensors: +1/15 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
 Cloak: 6  
   [24 pwr/round]
Sensor Skill: 4 

Internal Security: 4
Weapons Systems 
Type XII Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 24 
   Power: [24]

Type X Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 20 
   Power: [20]
Type II Photon Torpedoes:
   Number: 3000
   Launchers:  20 Launchers Covering All Arcs
   Arc: All (720 degrees)
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  20
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKDF Deflector Shield: 
   Protection: 80/80/80/80 (120) 

   Power: [80]

Note: This is the big station seen in DS9.

Type: Klingon Outpost
Commissioning Date: Mid-24th Century
Lead Engineer: Chris Stansbury

Hull Characteristics 
Size: 2  Quasi- Circular Structure (26 Decks)
Resistance: 6 
Structural Points: 150

Docking: 3 Docking Ports (Size 8 Ships or Smaller) 
Operational Characteristics 
Crew/Inhabitants/Capacity: 185/1,500/8,000 
   [8 pwr/round] 
Computers: 3 
   [3 pwr/round] 
Transporters: 4 personnel, 4 cargo, 5 Combat

   [7 pwr/round]

Entertainment: 5 
   [5 pwr/round] 
Tractor Beams: 8 Tractor beams covering all arcs 
   [2/rating used] 

Power: 250
Sensor Systems 
Long-range Sensors: +1/15 light-years 
   [6 pwr/round] 
Lateral Sensors: +1/1 light-year 
   [4 pwr/round] 
 Cloak: 7  
   [28 pwr/round]
Sensor Skill: 4 

Internal Security: 3
Weapons Systems 
 Type XI Disruptors: 
   Range: 10/30,000/100,000/300,000 
   Arc: All (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 22 
   Power: [22]
Type II Photon Torpedoes:
   Number: 1000
   Launchers:  12 Launchers Covering All Arcs
   Arc: All (720 degrees)
   Range:  15/300,000/1,000,000/3,000,000
   Accuracy:  4/5/7/10
   Damage:  20
   Power:  [5] 
Weapons Skill: 4 
Defensive Systems 
IKDF Deflector Shield: 
   Protection: 65/65/65/65 (95) 

   Power: [65]

CHAPTER 22 GROUND VEHICLES

Personal, Ground Vehicle, and Starship Damage

Although personal weapons (like Type III phaser rifles), GV weapons (like turretted phaser cannons), and starship weapons (like Type X phaser arrays) all use numbers to describe how much damage they do, those numbers aren’t equivalent. A single point of damage from a hand-held phaser isn’t as powerful as a single point from a GV phaser, which in turn is weaker than a ship-mounted or ground-emplaced phaser. The relations are as follows:

It takes 20 points of damage from a personal weapon to equal 1 point of GV weapon damage. A Type III phaser rifle blast for 200 points of damage only does 10 points of damage to a GV’s shields.

It takes 50 points of damage from a personal weapon to equal 1 point of starship weapon damage. Thus, a Type III phaser rifle blast for 200 points of damage only does 4 points of damage to a starship’s shields (the Automatic Defense Rule applies).

1 point of damage from a GV weapon equals 20 points of personal weapon damage. If a GV’s missile does 25 points of damage to a person, he takes 500 points of damage.

2 points of damage from a GV weapon equals 1 point of starship weapon damage. If a GV’s phaser does 20 points of damage to a starship’s shields, they take 10 points of damage (the Automatic Defense Rule applies).

1 point of damage from a starship weapon equals 50 points of personal weapon damage. If a starship’s phaser does 20 points of damage to a person, he takes 1,000 points of damage.

1 point of damage from a starship weapon equals 22 points of GV weapon damage. If a starship’s phaser does 20 points of damage to a GV’s shields, they take 40 points of damage.

Narrators may make exceptions to these rules based on the nature of a weapon or the circumstances in which it’s used. For example,

Targ-Class Klingon Heavy Disruptor Tank

Class and Type: Targ-class Klingon Heavy Military Vehicle
Commissioning Date: 2260
Lead Engineer: Chris Stansbury

Body Characteristics 
Size: 8  62m long, 32m wide, 12 m high ( 1 Deck)
Resistance: 5

Reactive Armor:  16
Structural Points: 80 
Operational Characteristics 
Crew/Passengers/Evac: 5/0/0 
   [2/3 pwr/round] 
Computers: 2 
   [2 pwr/round] 
Transporters: None
   [1 pwr/round] 
Tractor Beams: 1 av 
   [2/rating used] 
Movement & Power Characteristics 
Speed:  800/1,200/1,800 kph (8 hours) 
Propulsion: Hover [1 Power per 1,000 kph]
Power: 180
Sensor Systems 
Long-range Sensors: +1/800 km 
   [6 pwr/round] 
Lateral Sensors: +1/10 km 
   [4 pwr/round] 
Navigational Sensors: +1
   [5 pwr/round] 
Cloak:  6  
   [24 pwr/round]
Sensor Skill: 3 
Weapons Systems 
Type XII Vehicular Disruptors: 
   Range:  10/40/120/200 km 
   Arc: Turret (720 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 24 
   Power: [24]

Type I Assault Disruptors: 
   Range: .3/1/2/3 km 
   Arc: Turret, Co-axial (360 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 4 
   Power: [4]

Type IX Vehicular Disruptors: 
   Range: .5/30/80/140 km 
   Arc: Foreward, Aft (360 degrees) 
   Accuracy: 4/5/7/10 
   Damage: 18 
   Power: [18]


Type I Trilithium Missles:
   Number: 60
   Launchers:  2 f, 2 a
   Spread:  3
   Arc: Forward or aft, but are self-guided
   Range:  50/150/300/600 km
   Accuracy:  4/5/7/10
   Damage:  20
   Power:  [5] 
Weapons Skill: 4 


Defensive Systems 
IKGF Deflector Shield: 
   Protection: 60/60 (80) 

      [60 Power per shield per round] 

Description and Notes

GV Data: The Targ-class is the premier klingon ground assault vehicle. When heavy ground combat is expected you will always see some of these monsters being deployed to achieve the objective. They carry no troops but as a standard klingon vehicle it carries a cloaking device. This gives it a huge tactical advantage, which it uses to great effect. Assault ships that carry vehicles into battle beam them directly onto the surface, or if transporters are unable to be used the transport will skim the upper atmosphere where the vehicles will drop onto the surface using their own propulsion. The Targ will then secure the landing zone so troops and troop transports may be deployed at the site.

CHAP 23 Culture

27 Klingon Mating Customs

Jinaq

The first important female ceremony is the Age of Mate which occurs at 15 years of age. At this time the female is given a necklace, jinaq, to wear and show that she is ready to take a mate.

Klingon Wedding Ceremonies

The traditional short wedding ceremony is usually performed at the home of the Bride's father. The groom wears a Military uniform, or a brown robe if not in the military, and the bride wears a bridal dress. (There is no need for clergy.) One mate says the words "jIH dok" (my blood) in which the other replies "maj dok" (our blood).At this point the marriage vows are sealed To complete the ceremony, both the husband and wife say "Tlinghan jIH" during the ceremony. It translates as " I am a Klingon". 

A more formal wedding ceremony is practised amongst the great houses of the Klingon Empire. The bride must first spend the days before the wedding proving her worth to the Lady of the groom's House, through ceremonies such as the lighting of the Var'hama candles (var'Hama' weQmey)  (ritualistic greeting candles made of three targs caught in the Hamar Mountains and sacrificed at dawn. The targ shoulders are boiled into tallow and shaped into candles by hand), the Bre'nan and reciting the family history of the matriarch. The bride must be accepted by the matriarch before the ceremony is allowed to continue.

Meanwhile, the groom must also partake in a ritual. KaL'Hyah (qal'Haya') - "The path of clarity" ritual is performed by a male Klingon and his four closest male friends for four days before his wedding. It consists of six trials: fasting, blood, torture, sacrifice, anguish, and death. One of the four closest friends is the Tawi'Yan (ta'wI'yan) or "Sword bearer", the Klingon equivalent of a best man at a wedding. Holds the bat'leths used in the ceremony.

The ceremony itself is performed by the Lady of the groom's House in the family home. Klingon drums are sounded throughout the ceremony.

Matriarch: Matriarch of the groom's house enters and slowly holds her right hand up to soften the drums. With fire and steel did the Gods forge the Klingon heart. So fiercely did it beat, so loud was the sound that the Gods cried out, "On this day we have brought forth the strongest heart in all the Heavens. None can stand before without trembling at its strength". But then the Klingon heart weakened. Its steady rhythm faltered and the Gods said "Why have you weakened so? We have made you the strongest in all creation", and the heart said,
Groom: Groom enters from right. I am alone.
Matriarch: And the Gods knew that they had erred, so they went back to their forge and brought forth another heart.
Bride enters through crowd. When she has taken her place, the ta'wI'yan enters from behind the matriarch and passes a bat'leth to each of the bride and groom.
Matriarch: But the second heart beat stronger than the first and the first was jealous of its power.
Groom brings his bat'leth up to strike bride. Bride blocks his thrust and places the short edge of her sword around his neck.
Matriarch: Fortunately, the second heart was tempered by wisdom,
Bride: If we join together, no force can stop us.
Groom and Bride move closer, embracing with hands clasped around their partner's elbows.

Matriarch: And when the two hearts began to beat together, they filled the Heavens with a terrible sound. For the first time, the Gods knew fear - they tried to flee but it was too late. The Klingon hearts destroyed the Gods who created them and turned the Heavens to ashes. To this very day, no one can oppose the beating of two Klingon hearts.
[Groom], son of [father], does your heart beat only for this woman?
Groom: Yes.
Matriarch: And will you swear to join with her and stand with her against all who oppose you?
Groom: I swear.
Matriarch: [Bride], daughter of [father], does your heart beat only for this man.
Bride: Yes.
Matriarch: And do you swear to join with him and stand with him against all who oppose you?
Bride: I swear.
Matriarch: Then let all here present today know that this man and this woman are married. Matriarch embraces groom. Welcome to the house of [House], my daughter. Matriarch embraces bride.

After the ceremony, Mas'takas (maS'taqaS) ceremonial clubs are used to attack the couple. (See "You are Cordially Invited ." from Season 6, Deep Space Nine.)
Klingon divorce is quite simple for Klingon women. In order to break the marriage vow, the aggrieved female need only publicly declare her displeasure with her spouse. It is also quite acceptable for her to strike him at this point. Whether severing the nuptial bonds is as easy for males is unknown.



CHAPTER 24 KLINGON TIMELINE

TIMELINE KLINGON WORKING 

qun luqon yaywI’ ( “It is the victors who write the history.”) 

Text marked in Black is the LUG-Trek Timeline from All Our Yesterdays [AOY] Combined with other Canon sources. This is the primary Canon AND Authorized Timeline [CAT]. 

All names of locations and persons have been returned to the original tlhIngan Hol (Klingon Language, boldfaced).

Timeline – Klingon Supplement – Lessons of History

Text marked in Red are all things focusing on Klingon, developed by the Klingon-Supplement Perpetual Game pool of Authors. [KSPG].
Timeline – FASA 2002A - Klingon Operations Manual

Text marked in Violet are all things focusing on Klingon, as explained only in the Klingon Operations Manual [KOM].
Timeline – FASA 2218A – The Four Years War

Text marked in Teal contain all major events dealing directly or indirectly with the history of Axanar and the Four Years War [FYW]. Other select events are also included to give additional information on the history of the United Federation of Planets, as well as show the chronological relationship between events. All Stardates are Reference Stardates. 

    [CAT]    [KOM]    [FYW]    [KSPG]   
PRE-HISTORY:

BILLIONS OF YEARS AGO – 

Federation Scientist, Professor Galen discovered certain commonalties in the genetics of species spread across many different worlds, including Qo’noS. The oceans were seeded with genetic material by an ancient race of progenitors.

LEGENDS – 

From distant QI’tu (Qui’Tu) the gods came to Qo’noS, which burned with fire. They took the fire of Qo’noS and shaped it, forming it into a heart that beat more powerfully and more forcefully than anything in the cosmos, the heart of the first Klingon. But the beat of the first Klingon heart was a lonely one, without equal in the universe. So the gods shaped from fire a second heart, as mighty and powerful as the first. Those two hearts beat together in unison and the gods trembled at their power.  United together, the first Klingons slew the gods that created them, proving there was nothing two united Klingon hearts could not accomplish.

Klingons ancestors slew their gods “because they were too much trouble.”

500000 BC – 

First recognizable Klingons lived, leaving their skeletons for Archaeologists. Ancient Bajoran civilization flourishes. Sargon planet nearly destroyed.

The discovery of stone age Klingon ruins on Qo’noS served more as a confirmation of the legend of ja’Duch than a challenge to it.
200000 BC - The vast Iconian Interstellar Empire collapses. Orions begin large-scale space exploration.

50000 BC – 

The first Klingons develop on Qo'noS (Klinzhai, the Klingon Homeworld) from lizard-like ancestors. Beginnings of First Federation in the Persius Arm of the Galaxy.

40000 BC - The first Orion Empire destroyed by a wave of robotic planet killers. 

35000 BC - The Fist Federation & Second Orion Empire fight in lengthy war, interfering with developing planets.
27000 - 25000 BC

- Earliest known Klingon tlhI’ settlements. A small collection of stone huts built around a central fire-pit, surrounded by a low stone boundary wall. The dawn of agriculture and animal domestication on Qo’noS, as well as the formation of the first extended community or tuq (“House”). These developments appear quite suddenly in Klingon prehistory, and no scientific evidence has been uncovered about how they originated.
23000 BC – 

The Curved Rodinium Empire (either the Seventh or Eighth Orion Empire, depending upon which Archaeologists asked) dominates much of the Orion Arm of the Galaxy. 

12064 BC - The first Bajoran Republic founded. 

10362 BC – Cardassians begin first Calendar with the Hebetian Period.

8000 BC – 

Twelfth Orion Empire choose to expand into the rich Alpha Quadrant, leaving the region of the Beta Quadrant where tlhIngan wo’ will eventually develop alone. The oldest modern Orion Merchanters Houses trace their lineage to this period.

7500 BC – 

Ferengi Rules of Acquisition are codified by the first Grand Nagus Gint. They continue expansion into the far reaches of the Alpha Quadrant.

PRE-KAHLESS:

6000 BC – 

Qotmagh veng (Krotmag City) founded, later to become the Region of the same name. Klingons develop into large family groupings built around early kingdoms. Klingons also develop agriculture, and warfare over the little arable land soon begins. 

5500 BC – Earliest large-scale Klingon nations result as tuqmey (Klingon Houses) begin to form alliances.

ja’Duch (Ja’Duch), a legendary warrior and hero, said to have founded the first Klingon house. He was renowned for his unusual custom of performing the bIreqtal 
ceremony. In this way ja’Duch brought the families of his defeated enemies into his own tribe, which grew quickly and became strong.  They established a vaS’a (a village), under the direction of ja’Duch, so creating the ja’Duch  tuq (House of Ja’Duch) , the first great hall or “House” of a Klingon warlord. Nothing is know of what became of the ja’Duch  tuq following the death of its founder. In time, joHwI’ (the leadership of a house) became a traditional position, passed on from father to son, although an upstart could always challenge the current leader for his position.
- Although many legendary Klingon heroes appear in this period, Klingon culture acknowledges it as a dark time, when Emperors and leaders had no understanding of honor or the obligations of a leader to his people, as shown by heroes like ja’Duch or Qotmagh. The so-called bov QIHwI’ ( “Time of the Tyrants”) is often the subject of tragic Klingon operas, where cruel leaders and warlords are brought down by their own lack of honor.

3742 BC – Bajoran First Republic falls; Bajor balkanized.

3600 BC – Most First Federation ships destroyed in Go Lin Cataclysm; First Federation enters its long slow decline. 

2701 BC – Bajoran Second Republic founded.

2300 BC - Iron is used for the first time in Klingon culture 

Ancient burial sites have bodies wrapped in shrouds and placed in deep pits or natural caves, often decorated with paintings or carvings of veqlargh (Fek’lhr) guardian of ghe’tor (Gre’thor); the underworld.
 900 BC - City states first emerge in the Klingon Lowlands.

With the rise of powerful city-states and a true Klingon ruling class, burial customs became even more elaborate. Although many ancient Klingon tombs were looted and destroyed by later Empires as well as during the Hur’Iq Invasion, some of them still stand and are preserved by the Klingons as treasures of their ancient past.
 800 BC – First nation states form on ‘atlhanar (Axanar).

700 BC – 

A Split between the sea based tlhI’ (Kling) and land based Lowland Qo’mIr’etlh (Komerex) Culture develops. Both Cultures are distinct from the more clanish Mountain tlhI' ta' or Imperial Klingons.

 500 BC – 

Large-scale crop cultivation grows, while slavery develops on family run estates in the lowlands.

 300 BC – 

The Development of a "northern" empire, and divided crescent islanders, as the two major socio-political groupings among the sea-going peoples. Wars rage between these two groups for decades before 

the northern empire swallows up the divided crescent islanders. 

 260 BC – 

Northern Empire unifies the seafaring peoples. This new enlarged seagoing empire begins a series of raids against the land base Komerex Klingon that will last for centuries. 

 200 BC - Bronze is used in Klingon weaponry for the first time.

 235 – 

noH tong vey’ (Tong Vey Seige) This siege is just the most infamous, where ancient city-state that refused the advances of a warlord named Sompeq (Sompek) to join his new and growing empire. Sompeq led an army of ten thousand Klingons, a vast sea of warriors that broke against the walls of tong vey’for months. Starvation and disease gripped the populace of the city as they held out against Sompeq’s army, until they had no choice but to surrender to Sompeq and agree to join his empire. This Emperor accepted their surrender but, as the gates of the city opened, he ordered his troops to kill every inhabitant of the city and to burn tong vey’ to the ground, so no sign of the defiant city would survive.

 250 – 

tlhI’ DetlhI’ (the Kling Dexi Klingon, or Empire of the True People) embarks on full scale war and attacks the major centers of the land-based 

Qo’mIr’etlh. Within Sixty years the Qo’mIr’etlh sparked to new heights of

outrage and hatred overwhelm the tlhI’ completely. In the end, many 

tlhI’ leaders switch sides and become naval commanders in the Qo’mIr’etlh 

tlhIngan Dujyo’(Komerex Navy).

 255 – 

Beginning of the Era called bov QIHwI’ ( “Time of the Tyrants”) is often the subject of tragic Klingon operas, where cruel leaders and warlords are brought down by their own lack of honor. This will continue until qeyleS. 

 258 – Beginning of the Vulcan “Last War.”

 279 – Birth of Surak on Vulcan.

 312 – Awakening of Surak.

 331 – End of the Vulcan “Last War” with the death of Sudoc.

 350 – 

a mass invasion/migration by the Mountain Klinzi or Imperial

Klingons results in the lowland Qo’mIr’etlh Klingons being conquered and 

subjugated on their own lands in a feudal system, ruled by countless

tlhI’SI’ warlords and false Emperors.

 369 – 

Romulan Diaspora: Proto-Romulans leave Vulcan under Tellus.

Foundation of the Romulan Empire.

 481 – Death of Surak.

 522 – First Gorn sublight vessels launched on colonization missions.

0560 - Stardate -12/01 ca. The first Klingons develop on Klinzhai from primate like ancestors.

 579 – Gorn invention of Warp drive leads to reconquest of their colonies by Agronu.

 674 – Romulan Age of Expansion begins.

THE TIME OF KAHLESS:

 790 – 

- After their father died in the army of molor, moratlh; brother of qeyleS went to the great hall of molor ta’ to ask the Emperor for money to support the family’s lands. To gain the money, moratlh told the egotistical tyrant his father supported molor, and that the emperor’s people loved him. When qeyleS found out about the lie by moratlh, he insisted on returning the money to molor. moratlh refused, leading the two brothers to fight. According to Klingon legend, qeyleS and moratlh battled for twelve days and twelve nights before moratlh surrendered, realizing his brother was right. molor was offended, and ordered moratlh killed and the family’s land confiscated. moratlh gave his life so qeyleS might live, having learned the lessons of honor at last.

qeyleS escaped into the mountains surrounding molor veng, where he lived alone for many years as an exile and hermit. According to the legend, one day, while pondering his fate, qeyleS was struck by inspiration. The idea of a code of honor, as a way to govern the actions of true Klingons, formed in his mind. With the fires of honor burning in his heart and mind, qeyleS forged the first batlh ‘etlh (“Sword of Honor”; betleH) in the fires of QIStaq (Kri’Stak), a volcano in those mountains.
  800 – 

qeyleS lIjHa’(Kahless the Unforgettable) defeats molor, thus uniting the  tribal nations, forming the First Empire.(the Savage Curtain" [TOS])

When his weapon was ready, qeyleS returned home. He fought his way “through one hundred warriors” to reach the throne room of molor, where he challenged the Emperor to face him in battle. qeyleS slew the tyrant after a duel that lasted for seven days and nights.
The Imperial Calendar begins with  qeyleS’ victory over molor as DIS pagh ( year ZERO), and the founding of the First Empire as “DIS wa’DIch”. 

 810 – 

- qeyleS unites the Qo’mIr’etlh (Komerex Klingons) against the tlhI' ta' (Imperial Klingons) and defeats molor, overthrowing their rule, in doing so he forms the first unified world government; wo’ wa’DIch (First Klingon Empire).

- Not all recorded history points to this year as the beginning of Klingon history; but this is the year DIS wa’ as recorded on the Klingon calendar. This date is based on recent archaeological research, and new closer ties between the Federation & Imperial cultures. Some early Klingon records speak of a date closer to 600.

When news of the  ascension of qeyleS reached the nearby city-states, their rulers thought they sensed weakness in this commoner-turned-Emperor. They prepared to invade and seize the former territory of molor for their own. Some few city-states, swayed by qeyleS’ philosophy of honor, chose to join him. qeyleS himself led the city’s warriors to defend it. His small army withstood an assault from a force more than ten times their size at wejDIS meH (“Three Turn Bridge”), where qeyleS is said to have held the pass entirely by himself. The blood of his enemies flowed so freely the river there is still known as ‘Iw bIqtIqDaq (“The River of Blood.”)

After his victory at wejDIS meH, the noble houses agreed to support qeyleS and he won the respect of friend and enemy alike.  Nobles flocked to swear fealty to the new Emperor. Those who continued to defy the  power of qeyleS soon felt it for themselves as the Empire continued to grow.

As the years passed, wo’ wa’DIch (First Klingon Empire) became the largest and most powerful on Qo’noS. qeyleS conquered and unified the whole world under his rule, creating this First Klingon Empire. Many legends grew up around qeyleS and his successors, and Klingons often regard the wo’ wa’DIch as a kind of “golden age” of honor and heroism.

 863 – 

qeyleS departs Qo’noS. According to legend he journeyed to SIto’vo’ qor, but promised that he would one day return.

qeyleS lived to be a great age. It is said that in his later years qeyleS feared his fame and greatness were a liability to the Empire rather than an asset. He worried that his people were growing dependent on him, losing the fire in their hearts. So qeyleS chose to abdicate as Emperor and depart, without naming a successor, so his people could learn what it meant to be Klingons again. Before he left, qeyleS pointed to bor’etlh , a star in the night sky, and said he would return from there one day. Then he departed the imperial city, leaving his weapons and armor behind, and vanished into the wilderness, never to be heard from again. But the spirit of qeyleS lives on in every Klingon who remembers his name and hears tales of his glory.

1004 - Stardate -9/55 ca. Large extended family tribal units are organized.
1270 – Romulan-Vulcan wars begin. All life on the planet Aetar destroyed by this cataclysm.

1319 -
Stardate -6/60 ca. Split between sea dwellers and land dwellers occurs, with little contact between the two after this date until the Great Consolidation centuries later. 

1370 – The Romulan-Vulcan wars end. 

1372 – 

The Hur’Iq invade Klingon Homeworld, and steal qeyleS betleH (the Sword of Kahless[DS9]), among many other things. They attempt to set themselves up as gods. In some sources the Hur’Iq are referred to as the "Old Kings".

In 1372 AD, more than 700 years after the founding of the First Empire, the Klingons were firmly in an industrial era. The Empire unified all of Qo’noS and established extensive routes of trade and commerce. It also solidified the power of the noble houses and established the beginnings of the Klingon High Council. Although the houses still struggled against each other, most of the great wars of conquest were over. Klingons often longed for the glory days of the past, the great battles of qeyleS. They longed for an enemy to fight, and they got one.

Little is known about the Hur’Iq. The name means simply “outsider” in Klingon. According to historical records, the Hur’Iq wore full-body environmental suits, and never showed their faces. They may have come from a non-Class M environment. Their technology was superior to that of the Klingons, although there is no evidence they possessed transporter or force field technology. Still, the Hur’Iq were more than a match for Klingons warriors armed with blades and primitive firearms. They invaded Qo’noS and killed hundreds of thousands of Klingons who fought against them. The Hur’Iq raided and plundered many of the homeworld’s cultural and historical treasures, including the ‘etlh qeyleS (the Sword of Khaless), which they took with them back to the stars.

The Hur’Iq Invasion lasted for only seven months, but it left Qo’noS practically in ruins. Klingon history and legend records that they drove off the Hur’Iq and prevented them from taking over the planet, but it is entirely possible the Hur’Iq were not interested in conquest, merely looting, and they left of their own accord. Hur’Iq ruins have been found by Archeologists as far away as the Gamma Quadrant, suggesting the Hur’Iq had access to extremely advanced starships or some sort of shortcut like a wormhole in order to cover such a vast distance.

It took the First Empire nearly a century to fully recover from the damage done by the Hur’Iq Invasion. Recovery was hindered by infighting between the different noble houses for control over scarce resources. Slowly but surely, the Klingons rebuilt their shattered Empire and repopulated their cities. They looked towards space with a new vision. Now they knew there were enemies out there, enemies of the Klingon people. The Hur’Iq were gone, but they might come again, and the Klingon Empire fully intended to bring the battle to them.

1400 – 1459 

Chaos ensues, Emperor assumes mantle of responsibility.

The Klingons embarked on a study of the sciences of flight and space travel. Previously, there was little interest in either, apart from a few scholars who studied the prophecy of qeyleS. Now the whole Empire devoted itself to learning how to reach the stars. The program suffered from various setbacks as civil wars split the Empire from time to time, and many early Klingon astronauts died in the name of science, but every effort taught the Klingons a little more.
1440 – T’Vran of Vulcan develops Warp Drive, Vulcans begin observing other planets. 

1564 – 

SeQpIr, supposedly William Shakespeare is born on tera’ (Earth). This falsehood is proven only after centuries of investigation. How this tera’gnan imposter got ahold of these great works of qonwI’ tlhIngan (Klingon literature) is as yet unknown (Orion or Vulcan chicanery is suspected).

1596 -
Stardate -4/37 ca. Development of the komerox Nevre (Northern Empire) and falgav akavna (Crescent Islanders) as the two major sociopolitical groupings among the seagoing peoples of Klinzhai. 

1619 -
Stardate -4/60. ca. Wars rage between these two groups for decades before the Northern Empire swallows up the Crescent Islanders. The new seagoing empire begins a series of actions against the land-based komerex Klingon (Empire of the People) that will last for centuries. 

1633 – Evan Thun formalizes ‘atlhanar caste system following the Coal Wars.

1670 – Cardassians develop Warp Drive.

1830 – 

Andorians launch first sleeper ships, establishing the Thalassa, Quardis, CimeraIII, and Trilith colonies for the following 75 years.

1867 – First Tellarite Astronaut, Ranx builds rocketship of his own design.

1906 – 

Andoran warp experiments result in the New Andoria disaster, creating the Andorian Wormhole, ending the first Andorian space age.

1934 – Elas and Troyius in the Tellun system begin the first of a series of interplanetary wars.

1957 – First Terran space age begins with launch of Sputnik satellite. 

1960 -
Stardate -1/0110 The former Northern Empire (now known as the komerex dexi-klingon, or Empire of the True People) develops nuclear weapons and attacks the capital of their land based foe with their one operational bomb. Within three years, the land dwellers, sparked to new heights of outrage and hatred, overwhelm the sea dwellers completely. In the end, many sea dweller leaders switch sides and become naval commanders in the komerex Klingon (Klingon Empire), which soon controls the entire planet. In this era, the first Klingon space explorations take place. Scientists had long theorized that Kobek was the only other habitable planet in the system, and it was colonized in this period.

1995 – Lost Unicorn Games founded.

1999 – Lost Unicorn Games folds, Paramount games license sold to Decipher.

By the early 21st century, the Klingon space program was well underway. The Klingons used vast slower-than-light generation ships to explore and colonize nearby star systems. These ships took decades to reach their destinations, carrying hundreds, even thousands of Klingons in suspended animation. If they found their destination uninhabited, the Klingons colonized. Where they found other civilizations, they conquered. In time, the Klingon Empire encompassed a cluster of systems surrounding Qo’noS. Governance of this vast Empire was difficult without the advantage of subspace communication, so many of the great houses directly governed colony worlds. This increased the power of the houses and further divided them into separate camps.
2007 -
Stardate -1/4812 A planned rebellion on Kobek is put down decisively, but the detonation of the Kobak weapons stockpile destroys all life on that world, and changes its orbit. 

2041 – tlhIngan romuluSgnan noH begins (the glorious Klingon Romulan War).

2043 -
Stardate -1/8804 Forty years after the Kobek detonation, that poisoned world finally breaks up from the tidal stresses of its new orbit. 

2049 -
Stardate -1 /9001 Kahless epetai Riskadh launches the daring coup that makes him the first sole Emperor of the Klingon Empire. The nearly perfected warp drive soon points the Empire toward the stars. 

2053 -
Stardate -1/9403 Natives of Delta Khinah 11 become the first Klingon servitor race. 

2059 -

Stardate 0/0001.30 The Romulan scoutship LSattak returns for the second Romulan survey of Delta Khinah, and discovers the Klingon presence there. The scoutship is destroyed, but not before transmitting its log tapes to a colonization convoy trailing it by 20 solar days. 

Stardate 0/0002.01. With days to prepare, the large Romulan force obliterates the small Klingon garrison at Delta Khinah 11, starting the first Klingon/Romulan War.

2061 -

Stardate 0/0306.15 Klingon forces crush Romulan resistance at their two major outposts, forcing a Romulan withdrawal from the disputed area. Emperor Kahless is killed in the final battle, and the Riskadh line ends, along with the First Klingon/Romulan War. 

2062 -
Stardate 0/0402.22 Kagran epetai-D'kariv, temporary Imperial Regent, officially takes the throne after being confirmed by the Imperial Council. Within two years, he has ordered six now taxes to pay for a secret breeding experiment that fuses Klingon calls with certain Romulan genetic material. Though the breeding experiment is unpopular at first, it proves useful in infiltrating Klingon agents into Romulan held areas. 

2063 – 

Zephram Cochran invents Warp Drive on Earth; Sevak of Vulcan initiates first contact. (Star Trek: First Contact).

2068 -

Stardate 0/0912.21 The Romulans begin a period of slow, cautious expansion in the direction of the Klingon Empire. The expansion ends 40 years later, setting the boundaries for what is today known as the Triangle, where many of the recurring skirmishes between these two powers and the UFP take place. 

2069 – 

Last Klingon Emperor qetlh rIvaQ dies, but no successor ascends the throne. (Rightful Heir [TNG]) A brief period of civil war ensues, leading to the rise of the tlhIngan yejquv (Kligon High Council)and tlhIngan wo’ cha’Dich (the Second Klingon Empire).

- This High Council of the noble houses stepped forward to take up the reins of power. For generations the High Council had grown in power and influence, going from an advisory body established by qeyleS to the real power behind the imperial throne. The death of the Emperor qetlh rIvaQ worked in the Council’s favor, and they decided to secure power for themselves. The Chancellor of the Council assumed executive power and the role of Emperor was left vacant.  Klingons consider the death of the last Emperor the end of the First Empire, and the ascension of the Council as the beginning of the Second Empire.

- Closure of the Andorian wormhole creates  dangerous ion storms, triggering a premature Andorian ice age.

2073 – 

-Andorian scientists complete a satellite project which holds the new ide age barely in check, and discover radio signals sent by their lost Colonies.

- The Andorians learn of the existence of the Orions, and the fate of their remaining colonies.

2087 -
Stardate 0/2802.10 Kagran's son Kadar succeeds to the throne, as a compromise candidate to quiet conflict between factions in the Imperial Council. Kadar spends much of his reign trying to keep all sides content, resulting in little real exploration and expansion for the next 15 years. 

2101 -
Stardate 0/4211 Growing dissatisfaction among the military finally forces the D'kariv line from the halls of power. General Milvi epetai-Javvic of the Imperial Marines takes the throne, the only non-Naval officer ever to hold that office. He begins exploration funding again, but the Imperial Navy opposes him at almost every turn. To regain control over the entire military, Milvi agrees to let his oldest son be trained as an officer of the Imperial Navy, thus assuring that the next Emperor will again be a naval officer. 

2107 -

Stardate 0/4806.23 The first manned Terran space expedition makes contact with a humanoid culture on Alpha Centauri. 

Stardate 0/4812 Alpha Centauri scientist Zephram Cochrane formulates the initial warp drive calculations that make faster-than-light travel possible and, eventually, practical. 

2112 – Bajorans develop warp drive capability, and establish semiregular contact with Cardassia.

2114 - Stardate 0/5507 UNSS Bonaventure, the first experimental warp-drive ship, is commissioned. 

2117 -
Stardate 0/5807 Kamtav epetai-Javvic succeeds his father on the Imperial throne, and carries on with the exploratory efforts. The Klingon military backs the new Emperor, and so con quest begins anew. 

2118 – Andorians launch first successful warp capable vessel, the Lor’Vela, and begin reaching the lost colonies.

2124 - 

Stardate 0/6507  through 6509 UNSS Bonaventure discovers Axanar. Led by Ensign Colin Fortine, a contact party meets with its inhabitants. 

2131 -
Stardate 0/7202 The Orion colonial governments make first contact with the Klingon Empire. They cleverly conceal the real value of their location in space and their mineral wealth, however, avoiding Klingon domination by convincing the Empire that the Orions have more to offer as independent allies. After a minor show of force, the Council assigns a figurehead Klingon governor to the Orion Colonies; he never actually attempts to exercise control, and his position is mostly that of a trade liaison. The average Orion is totally unaware that the colonies are 'officially' a Klingon protectorate. They do recognize a rich new market when they see one, and so start to trade with the Klingons. Meanwhile, the controlling Orion trade families remain watchful to assure that the Empire does not become too interested in Rigel's wealth.  

2132 -
Stardate 0/7312 Emperor Karvan orders the destruction of the Jaak, a semi-reptilian servitor race of telepaths, because he finds them too untrustworthy. A power struggle results, with Kar van caught in the middle. Finally, the Emperor is slain in single combat by General Kagga, a respected military leader holding commissions in both the ground forces and Imperial Navy. Kagga's prestige gains him the throne for exactly one hour, after which he is executed for treason. There will be five weak Emperors chosen and removed in the next 25 years, and many of the recently resumed colonization efforts again fall idle. 

2135 -
Stardate 0/7610 The Klingons withdraw their figurehead governor from the Orion worlds, beginning a period of benign neglect. Conflict has heated up between the Romulans and Klingons along their common border (though no war is ever actually declared), leaving the Empire no time for an area it perceives as only marginally useful. Klingon trading vessels become rare in Orion space, with the Orions using their own vessels to conduct most of the trade in war materials with the Klingons. The Orions claimed that this would free Klingon vessels for war efforts. Their real reason for suggesting the policy was to rid their space of the Klingon presence in order to build up their own military more effectively without tipping the Empire to their actual strength. 

2139 – Betazoid ship Avandar breaks warp barrier.

2141 – Dura Vilay unifies ‘atlhanar following the Rectification War.

2142 – 

During their centuries of expansion into space, the Klingons did not encounter the Hur’Iq again. The inhabited worlds they found were primitive by comparison and easily conquered by Klingon warriors. On some of these worlds, the Klingons heard rumors of a race known as the Breen, which sounded similar to the Hur’Iq in many respects, humanoids concealed beneath full-body environmental suits. In 2142, The Klingon High Council gathered a fleet and sent it to conquer the Breen, but it was never heard from again. The Klingons chose to leave the Breen alone and expand elsewhere.
2144 – First Contact between Andorian & Terran forces.

2145 – First Contact between Andorian & Vulcans.

2146 -
Stardate 0/8706.06 The Articles of Federation are signed, but the Rigelian & Orion interests do not join the Federation, thus avoiding restrictive entanglements for the time being. The Orions also maintain the secret about the existence of the Klingon Empire. The Klingons are just one of many cultures with whom the Orions trade, and so they continue to go unnoticed by the newborn Federation. 

2146 –
Stardate 0/8706.06 Articles of Federation are signed at the First Babel Conference, establishing the United Federation of Planets. Shortly thereafter, General Order Number One is adopted as the most important regulation in the newly established Starfleet Command. 

2147 –
Stardate 0/8806 Starfleet Command, with the permission of the Alpha Centauri Concordium of Planets, establishes the Centauri Test Range, a weaponry and propulsion test facility and research center. 

2150 – First global Terran government completed, forming the New Earth Republic. Australia final country to join.

2151 –
Stardate 0/9211.17 Federation cargo vessel Atlas is listed as missing after failing to arrive when scheduled. Later discoveries indicate Romulan warships destroyed the Atlas. 

2156 - Romulan Star Empire declares war on Terran forces.(Balance of Terror [TOS])

2159 -
Stardate 1/0003 The ascendance of Keth epetai-Rivaki to the Imperial Throne begins a new era of Klingon expansionism and prosperity. 

2160 – 

Romulan Terran War' ends at the Battle of Cheron; Neutral Zone established ( Balance of Terror [TOS], the Defector [TNG]) Terran Conventions draft the Articles of Federation. (See – Everything bad IS caused by the Romulans!)

2161 – 

United Federation of Planets incorporated, Starfleet Charter begun.(the Outcast [TNG]) The first members are Alpha Centauri, Andoria, Terra, Tellar, and Vulcan.

2144 – 

Starfleet gets lucky and defeats the Orion privateer fleet at the Battle fo Delta Doradus, forcing them back towards Klingon space. This encourages Klingon colonization and development, to shore up defenses in this region.

2165 – 2168

Stardate 1/0610 through 1/0909 the war between the United Federation of Planets and the Romulan Star Empire takes place. 

2168 -
Stardate 1/0910 By this time, the Klingons have begun to perfect shipboard disrupter technology, which they are deploying throughout their fleet. With the Romulan War now over, the Orions realize that the UFP and the Klingon Empire must eventually encounter one another. At this moment, how ever, the Klingon military is occupied with raids against the weakened Romulan border. The Orions nevertheless fear that the Klingons will soon turn their attention again in the direction of Rigel and her interstellar holdings. Realizing that any contact between the UFP and the Klingon Empire must inevitably lead to armed conflict; the Orions hastily negotiate several non-aggression and trade treaties with the UFP, but still do not join the Federation. 

2177 -
Stardate 1/1818 Most Orion trade families close their operations with the UFP, in the face of Klingon trade vessels returning to the Rigel colonies. Through masterful timing of ship arrivals, the Orions keep the Klingons and UFP unaware of each other's presence for many years, despite UFP displeasure at the closing of many Orion ports. 

2173 -
Stardate 1/2412 Faced with threats that the UFP will revoke its non-aggression agreements because of the closure of Orion ports to even emergency traffic, the Orions reopen their ports to UFP shipping on a limited basis. They also sign new treaties with the UFP. These agreements provide the Orion worlds with a promise of protection from outside aggression, but bind the Orions only to not directly attacking the UFP. This opens the door for the Orions to trade with both sides 0 and when the Klingon Empire and UFP meet in conflict. 

2187 –
Stardate 1/1804 Starfleet’s initial network of manned and automated border outposts becomes operational along the Romulan Neutral Zone. 

2189 - 

Stardate 1/2008 The USS Yardley travels to Axanar and suffers several casualties among its contact party. As a result of the Captain’s report, the planet is interdicted under the Non-Interference Directive.

2192 -
Stardate 1/3308 The Federation merchant captain E. A. Jacoby and his crew encounter some Klingon traders led by retired Naval Officer Kassam on an Orion colony planet. The traders are aware that they have made contact with a previously unknown species, but the Klingons hide the true importance of the incident, all the while pumping the traders for information on the UFP. As an experienced trader, Captain Jacoby has encountered a number of new races (all customers of the Orions) in past visits to Orion ports, and so he simply passes along the routine UFP contact material. Though Jacoby claims to have filed the proper reports to the UFP Contacts Bureau, those records are never found. Mean while, the Klingons begin a crash program to learn all they can about this potential rival that they call the "Human Empire". They capture a number of Federation ships, interrogate the crews, and begin exploring the possibility of creating Klingon/Human genetic fusions. 

2196 –
Stardate 1/3612 The Federation Council refuses a funding request from Starfleet for the development of new starships. All funds previously assigned to completing construction of Starbase-12 are also “indefinitely postponed’, to Starfleet’s enormous surprise.  Because construction had already begun, the installation retained its name, but remained uncompleted and inoperative until after the Four Years War. 

2197 –
Stardate 1/3804 The interplanetary war of Beta Cersus within the Romulan Neutral Zone does not involve Federation ships, but causes the Federation Council to reverse its position on new starship construction. The ruling on Starbase-12, however, is not altered. Construction of other Starbases in more strategically crucial locations is authorized instead. 

2207 –
Stardate 1/4802.20 the expensive and ill-fated USS Tritium Class cruiser enters service, never meeting any design specifications. Numerous high-level Starfleet personnel are discharged therefore, and all six Tritium Class ships are decommissioned within seven years. 

2210 -
Stardate 1/5101.18 Though any number of independent traders have encountered Klingons in Orion ports, the UFP has never taken official notice of this new culture, whereas Klingon military observers have been gathering data about the UFP and Star Fleet for years. On this date, the independent trader vessel Millie Sue and a Klingon scout vessel ex change fire. Though the Millie Sue damages and chases away the attacking ship, the exchange leaves her without faster than light capability. Two Star Fleet warships respond to the trader's distress call and rescue all hands. A nearby Klingon destroyer class ship, sent to aid the Klingon scout, evades the larger Star Fleet vessels. The encounter leads the UFP to press Orion sources for information on this previously unknown spacefaring race. 

Stardate 1/5105.02 The USS Sentry encounters and confronts the Klingon cruiser Devisor near Gamma Demetrius. A brief exchange of fire marks the first official contact between the UFP and the Klingon Empire. 

2210 - 

Stardate 1/5105.02 First contact with the Klingon Empire occurs when the USS Sentry confronts the Klingon cruiser Devisor near Gamma Demetrius. 

2211 –
Stardate 1/5201 The Arcturus Test Range begins operations, serving as Starfleet’s newest propulsion and weaponry test facility. 

2216 –
Stardate 1/5708 The Terra-Return League is formed on Benecia Colony. Their goal is to dissolve the Federation and have all Humans return to the Sol system. 

THE MODERN ERA:

2218 – 

-Klingon Federation first contact (Day of the Dove [TOS])

- Chancellor qaDur declared himself supreme ruler of the Empire, backed by military leaders, and dissolved the tlhIngan yejquv. 

Disappearance of the Federation ship USS Ranger, later records reveal that this is the First Contact between the Federation and the  Klingon Empire. (All Our Yesterdays [LUG-AOY])

The Klingons had their first encounter with a more technologically advanced civilization since the Hur’Iq. The Federation starship U.S.S. Ranger arrived to explore the region of the Klingon Empire. The Ranger traveled to Qo’noS and made first contact with the Klingons, unaware of the Empire’s intense paranoia regarding visitors from the stars. The Ranger disappeared and the Federation never received any word of its whereabouts. A few years later, Federation ships exploring in the region encountered Klingons using warp-drive starships to rapidly expand the boundaries of their Empire. The Klingons attacked these invaders in their space and drove them away.  They ignored Federation attempts at communication.

Klingon Scientists make major breakthroughs in Warp & Transporter technologies. This is unrelated to the capture of the USS Ranger.

Following contact with the Ranger, Klingon society underwent a dramatic change. QaDur la’quv (Chancellor Kadur) declared himself supreme ruler of the Empire, backed by military leaders, and dissolved the High Council. In its place qaDur elevated the military High Command and appointed a bureaucracy of ministers to handle government affairs. He also revoked the privileges of the noble houses and seized their lands for the Empire. The backing of the military and the potential threat of the Federation allowed qaDur to succeed, and the Klingon Empire became a monolithic nation controlled by the High Command.  Warp-driven ships enforced the Chancellor’s will throughout the Empire, and brought rebellious worlds back into the fold through force.
2219 – Klingons first Contact with Othans, just as they develop spaceflight.

2219 -
Stardate 1/6003.04 The USS Flying Fortress, a prototype slow transport, is hijacked in space by a Klingon war vessel. A Federation anti piracy force intercepts the hijackers as they are towing the vessel away, and forces the Klingons to release their tractor beam and flee. The badly damaged USS Flying Fortress is recovered. 

2219 –   
Stardate 1/6003.04 The USS Flying Fortress, carrying a prototype deflector shield, is crippled and spacejacked by a Klingon pirate vessel, which then tows it toward Klingon space. A Federation task force intercepts the Klingon ship, aborting their action. 

2220 – Federation adopts the foolish Prime Directive.

2220 -
Stardate 1/6110.21 Star Fleet disguises a number of warships as merchant vessels in a ploy to draw out the Klingon Empire for another attack. One of these vessels, the USS Phantom, is fired upon without warning by two Klingon warships in Orion space. The Phantom jettisons its dummy cargo pod and en gages the Klingon attackers, destroying one and crippling the life support system of the second. A boarding party from the Phantom attempts to rescue survivors and gather information, but the Klingons explode their ship to avoid revealing too much, killing all survivors and the rescue party. Without substantive evidence to link the attack to the (largely still mysterious) Klingon government, the UFP can take no direct military action. The deceased commanders of the two destroyed ships are awarded Imperial Commendations, and their lines gain much in status. 

2223 – 

may’ ‘arDan loS  (the Battle of Ardan IV) successful against lurking Federation forces. This is the renewal of open hostilities with the UFP.

2223 – Stardate 1/6401 Starbase-22, constructed near the Klingon border, assumes operational status. 

2226 – 

may’ tlhorIDar (the Battle of Beta Thoridar) successful, allowing a free Klingon colony to take control of this planet.

2228 – Stardate 1/6905 Starbase-23, also constructed near the Klingon border, assumes operational status.

2229 – 

Stardate 1/7008 Starfleet’s USS Baton Rouge Class cruiser becomes operational. It is capable of Warp 4.8, the fastest speed possible in any starship not equipped with dilithium. A total of 220 were built before the class ceased production. 

Stardate 1/7009 Th’ailt, an Andorian colony world, appeals to the Federation Council for economic protection from Tellarite merchants. The Bureau of Interstellar Commerce fails to take timely and effective action to resolve the situation. 

2231 –
Stardate 1/7201 Andorian Admiral Hathari conducts ‘fleet maneuvers” near Th’alit as part of Operation Archimedes, firing on Tellar registered trading ships. This reveals the Scandal of Archimedes, which emphasizes the unwieldy bureaucracy of the Federation and adds to the popularity of the Terra-Return League. 

Stardate 1/7206 Richard Daystrom’s revolutionary theory on computer information processing combined with William E. Abramson’s translator physics, results in the design of the first practical, portable universal translator. The interplanetary war of Beta Gersus within the Romulan Neutral Zone does not involve Federation ships, but causes the Federation Council to reverse its position on new starship construction. The ruling on Starbase-12, however, is not altered. Construction of other Starbases in more strategically crucial locations is authorized instead. 

2233 –  Stardate 1/7407 The materializer (later called the transporter) is invented.

2235 –  
Stardate 1/7603 Extensive dilithium deposits are discovered at the Rigel XII Mining Complex. They are mined and sold by the Orion Colonies to the UFP and Klingon Empire alike, for use as power rectifiers in starship warp drives. Dilithium revolutionizes interstellar travel and military weapon technology. 

2236 –
Stardate 1/7701 The Second Babel Conference meets to address a number of questions, including the volatile issues raised by the Terra-Return League. After lengthy speeches, a vote to dissolve the United Federation of Planets fails, and so the Federation remains intact. Immediately after the Conference, the Terra-Return League is disbanded, ending any further political influence by the organization. 

Stardate 1/7703 Starfleet’s Hale Class scout becomes operational, but is not equipped with the newer, more powerful, dilithium moderated warp drives. With the commissioning of this class, Starfleet begins an extensive construction program oriented toward building ships designed to investigate unexplored space. An unusually small ship, the Hale is cheap to produce. A total of 130 were manufactured. 

2239 –
· Stardate 1/8008 Starfleet’s Bode Class scouts becomes operational; the last major warship to lack dilithium moderated warp drive. A total of 51 are built. 

2239 – 

At the peaceful settlement of ‘atlhanar (Axanar) Klingon forces attempt to assist a low tech culture they’re thwarted by Captain Garth of Izar (a worthy opponant), leading Federation forces aboard the USS Constitution. (Dagger of the Mind [TOS]) This begins a series of battles of withdrawal, called by the Klingons ‘Iw ghomtiqDaq (the Long Rendevous of Blood), also known to the Federation as the Axanar Rebellion.

- 2239 A large diversionary force fought along the Klingon UFP border early in the year, while a deep space expedition established a foothold 55 Parsecs further into Federation exploration space. Among the primitive culture of ‘atlhanar (Axanar) a significant scientific and cultural facility was begun, and held for over half a year. Only a chance encounter by the USS Republic with a small trio of Klingon supply ships to this colony, led the worthy Starfleet Captain Garth to battle, then eventually defeat superior forces at may’ ‘atlhanar. So tenacious was our hold, that Klingon forces fought back to their own borders for a total of four years. This is known to Klingons as the ‘Iw ghomtiqDaq (the Long Rendevous of Blood) also known to the Federation as the Axanar Rebelion.

2241 -
Stardate 1/8203 The so-called Demon War between the Klingons and the alien race known as the Kinshaya begins along the core ward border of the Empire. The Empire diverts fleets and material from the Federation and Romulan borders to meet the threat from the Demon's Rift. 

2241 – 2246
Stardate 1/8203 through 8703 Klingon activities near the Federation border decrease drastically during this period, with few Klingon warships seen and the number of routine confrontations dropping by more than 70 percent. Starfleet Intelligence learns from Operation Dixie that the Klingons are fighting a war with an unknown race along their coreward border. 

Stardate 1/8209 Construction begins at Starfleet’s San Francisco Naval Shipyard on USS Constitution. 

2242 – 

may’ Donatu vagh (the Battle of Donatu V) Fought near Sherman’s Planet, curtails glorious Klingon advancement into the Alpha Quadrant, and ends hostilities with the UFP temporarily. (the Trouble with Tribbles [TOS])

A massive but outgunned Klingon fleet engaged Starfleet in the Donatu star system. may’ Donatu vagh ended with the Klingons withdrawing to their own space, forced back by the cunning of the Federation, and Captain Garth. Many klingon captains were honoured in battle by this wily and worthy opponent. Only such a tera’gnan, whose heart was truly tlhIngan, could have wrest victory under overwhelming adversity. Even mortally wounded he fought back, and gained success in the face of defeat. He was finally brought down on Antos IV. Later after recovering slowly, Captain Garth was permanently hospitalized like a HaDDI’baH. Imprisoned in tera’gnan facilities, Captain Garth was more severly treated by his own people than any Klingon foe. This , his fierce “vajtIq batlh”, is sorely missed on the subsequent battlefields. The Empire realized that the Federation as a whole was a more formidable adversary than imagined (and their treatment of the heroes of battle stranger & more horrible than imaginable).
- The tlhIngan Hubbeq (Klingon Defense Force) wisely decides to withdraw from ‘atlhanar after four years of successive skirmishes. (Lost Unicorn Games - Core Rule Book [LUG-CRB])

2243 –

Stardate 1/8400 Starfleet begins a large-scale construction program aimed at greatly expanding the fleet. 

Stardate 1/8407 Starfleet Intelligence later learns that the Klingon D4A cruiser entered service at this time. Early mass production of this ship provided circumstantial evidence that the Klingon Empire was fighting another war. 

Stardate 1/8410 Starfleet’s Marklin Class destroyer becomes operational. The ship’s performance does not meet with high expectations, and so only 20 are built. 

2244 –
Stardate 1/8510 Starfleet’s Ptolemy Class transports enters service, but limited appropriations permit the construction of only 15. 

Stardate 1/8512 Starfleet’s Hermes Class scout becomes operational, but Starfleet’s increasing emphasis on larger survey vessels, combined with manufacturing delays, results in curtailed production, A total of 1 5 are built. 

2245 -

Stardate 1/8610 Klingons encounter Romulan ships equipped with cloaking devices, which the Star Empire has recently perfected and is using for the first time on its border areas. 

2245 –
Stardate 1/8606 Starfleet’s Sawyer Class scouts becomes operational, with wide use in non-combat areas of the Federation. A total of 69 are constructed. 

Stardate 1/8611 The Klingon D-7A cruiser enters service at this time. Though the D-7C Class does not enter production soon enough to see combat during the Four Years War, the D-7 Class, with its variants, becomes the mainstay of the Klingon fleet for nearly four decades. 

2246 -
Stardate 1/8703 The Demon War ends with a whimper instead of a bang. A state of prolonged but stalemated hostility exists between the two races, with no end in sight. It is almost three years before the Klingon military presence along the borders with the UFP and Romulan Star Empire is back to its prewar strength, though the Demon War did see the introduction of several new ship designs. Klingon/Human Fusion lines gain control of most of the UFP/Klingon border areas. 

For the first time, the Klingons were faced with an enemy they could not meet in open battle. They took some of their frustration out in attacks on the nearby Romulan Empire. Then they realized; if they could not attack the Federation directly, then perhaps they could do so with the assistance of allies. Conquering the Romulans would take time and resources away from dealing with the Federation, so the Klingons offered an alliance to the Romulans. They provided the Romulans with warp technology and better ships, and received Romulan cloaking technology in return. This allowed the Romulans to draw more of the Federation’s attention.
2246 –
Stardate 1/8703 Starfleet’s Siva Class destroyer enters service, but enormous design flaws result in a sharply reduced production schedule. Only 10  are constructed. 

Stardate 1/8708 through 9308 Starfleet’s Baton Rouge Class cruisers is re-equipped with dilithium-moderated warp engines. This timely improvement allows the ship to continue to serve effectively as a light cruiser throughout the Four Years War. 

Stardate 1/8700 The Great Awakening begins. 

Stardate 1/8704 Starfleet’s Anton Class research cruiser becomes operational, with over 120 built. As The Great Awakening continues, this vessel serves in the forefront of the UFP’s boundary expansion efforts. 

2247 –
Stardate 1/8801 Starfleet’s Larson Class destroyer becomes operational. With nearly 200 built, the Larson serves as a major combatant vessel throughout the Four Years War. Peacetime production averaged 10 per year. 

Stardate 1/8801.04 Starfleet’s Constitution Class cruiser becomes operational, and Starfleet allocates funds for 13 construction contracts. 

Stardate 1/8804 Starfleet’s Nelson Class scouts becomes operational, and proves to possess an exceptional design. When production ceased, over 400 had been completed. Peacetime production of this class averaged 18 per year. 

Stardate 1/8805 The Klingon D-16A destroyer enters service at this time, seeing action during the Four Years War as the Klingon Navy’s primary destroyer class. 

Stardate 1/8806 The Liberty Class Freighter is commissioned and put into service. This ship proves to be the cargo workhorse for the Federation during the Four Years War. 

Stardate 1/8808 The Klingon K-17A scout enters service at this time, often used along the Federation border prior to the Four Years War. This ship, and the later K-17B scout variant, served as their primary scout vessel during the Four Years War. 

Stardate 1/8812 Starfleet’s Kepler Class transports becomes operational. A total of 15 are built. 

2248 – 

rom SelDoniS loS (Seldonis IV Convention) Klingons negotiate the with the Federation, on the treatment of prisoners. This is later adopted by every major space-faring power in the Alpha & Beta sectors.

2248 –
Stardate 1/8901 Starfleet’s Apache Class destroyer becomes operational, and 26 are built. 

Stardate 1/8902 Starfleet Intelligence later learns the Klingon Z-4B defense outpost has entered service at this time. The construction of a powerful, yet somewhat mobile, defensive installation signaled the beginning of a shipbuilding program in preparation for war against the Federation. The Eagle Class starliner enters service in the Federation, with a total of 255 constructed. During the Four Years War, a number of these ships were temporarily converted into assault ships and freighters. 

Stardate 1/8906 Starfleet’s Monoceros Class scouts becomes operational, with 16 built. 

Stardate 1/8909 Starfleet Intelligence later learns that the Klingon K3A gunboat entered service at this time. This ship, and the later K3B variant, served as system defense and convoy escort ships throughout the Four Years War. 

2249 –
Stardate 1/9001 Starfleet Intelligence later learns that the Klingon K30A monitors entered service at this time. A generally unsuccessful design, this vessel (and the later K30E variant) nevertheless saw considerable service during the Four Years War as a component of Klingon planetary defensive systems. 

Stardate 1/9009 Starfleet Intelligence later learns that the Klingon T3A assault ship became operational at this time. It became the primary ground force transport used during the Four Years War. The Marine Academy is established. 

Stardate 1/9010 Starfleet’s Loknar Class frigate becomes operational, serving admirably throughout the Four Years War. A total of 218 are built. The Cochrane Class colonial transport becomes operational, with over 360 built. This lightly armed vessel is used by Starfleet Colonial Operations Command for emergency evacuations during the Four Years War. 

2250 – 

Federation ship USS Republic lands her forces and begins cleansing the society of ‘atlhanar of all the good done by the Klingon peoples. Violating their own prime directive, they give superior technology to the primative natives. A small group of scientist, long left behind is chased from hiding, and hunted down by Captain Garth, who is still wounded by previous action. Even injured, he bring defeat in battle, and thus an honourable end to the Klingon crew. 
2250 -
Stardate 1/9113.20 In the Battle of Kolman, the UFP deals a crushing blow to Klingon supply and repair capability, forcing the Empire to sue for peace. 

2250 –
Stardate 1/9102 Starfleet’s Dollond and Doppler Class transports enter service, becoming a mainstay of Starfleet’s Materiel Command during the Four Years War. A total of 110 are constructed. 

Stardate 1/9105 Starfleet’s Heston Class cruiser becomes operational, with 16 manufactured. 

Stardate 1/9107 A study completed for the Federation Council’s Office of Public Information reports that the new dilithium-powered starships will eventually permit a thorough exploration of all sectors within the United Federation of Planets’ sphere of influence. This finding supports Starfleet’s recent emphasis placed on the Galaxy Exploration Command. 

2251 –
Stardate 1/9203 The Klingon D-4E variant, used in the Axanar task force as well as throughout the Four Years War, enters service at this time. Starfleet’s Cygnus Class courier/command operations ship becomes operational, with nine built. These vessels served as battle fleet operations centers throughout the Four Years War. 

Stardate 1/9204 Starfleet Intelligence later learns that the Klingon L6B frigate entered service at this time. Though not seeing extensive action during the Four Years War, it was a powerful and effective warship, often successfully attacking and defeating two or three Federation destroyers and frigates at a time. 

Stardate 1/9206 Starfleet’s Canopus Class research cruiser becomes operational, providing extensive scientific facilities in support of exploratory missions in the Federation’s Sagittarian arm. A total of 22 are built. 

Stardate 1/9209 Starfleet Intelligence later learns that the first Axanarian task force under command of Klingon Admiral Kkorhetza left the Klingon naval base of Ruwan. 

Stardate 1/9210 Starfleet Intelligence later learns that the Klingon forces left a region of Klingon space known as ‘the Hook’ to attack Arcan is. 

Stardate 1/9211 Starfleet Intelligence later learns that Klingon Group ‘R’ under Admiral Kazu left the Klingon naval base at Veska. 

Stardate 1/9212 Starfleet Intelligence later learns that Klingon Group ‘U” under Admiral Kone left Klingon space near the base at H’rez. 

Stardate 1/9212.21 The USS Bohr is diverted from picket duty, permitting a Klingon battle force to reach the Federation-manned Arcanis IV Research Outpost. Klingon marines massacre the entire crew of this base. 

2252 –
Stardate 1/9301 Starfleet Intelligence later learns that the first Axanarian task force entered Federation space at this time. 

Stardate 1/9301.25 The USS Rutherford detects Group ‘R” in the unclaimed space between the two powers. 

Stardate 1/9302.24 The USS Irwin detects Group ‘U’ in the unclaimed space between the two powers. Starfleet transfers all available warships from neighboring sectors to organize a defense. 

Stardate 1/9305 Both Klingon forces reduce speed and remain outside Federation-declared boundaries. This act confuses the Federation Council and they do not formally declare war. 

Stardate 1/9309 Starfleet Intelligence later learns the first Axanarian task force arrived at Axanar at this time. They also discover that the second Klingon reinforcing task force departed for Axanar at this time. 

2253  =======================  Four Years War begins  ===========================
Stardate 1/9408.29 Captain Garth of lzar defeats a Klingon reinforcing fleet headed for the Axanar system, preventing the Klingons from establishing a supply line to forces already massed there. Unaware of the results of the First Battle of Axanar, and secure in the belief that the Axanar research facility is safe, the Klingon Empire declares war on the UFP exactly one month later, on 

Stardate 1/9409.29. At the Second Battle of Axanar, Garth (his small command now reinforced by Star Fleet) defeats the Klingon invasion fleet at Axanar. 

2253 –
Stardate 1/9403 The USS Gulliver, a Sawyer Class scout, is instructed to travel to Axanar.      

Its mission is to evaluate Axanar’s sociological development. 

Stardate 1/9404.01 The log later recovered from the USS Gullivers ship recorder buoy will indicate the Gulliver entered the Axanarian system at this time, being met and destroyed by the Klingon task force already there. 

Stardate 1/9405.29 The USS Xenophon, a Marklin Class destroyer, encounters a Klingon D-4E cruiser eight parsecs from Axanar, and disables it.  The commander of the USS Xenophon is Captain Garth of Izar. 

Stardate 1/9406.05 The USS Bonhomme Richard, on routine patrol, locates and retrieves the USS Gulliver recorder buoy, which reveals the vessel’s fate. In light of the recent Arcanis Massacre, the Federation Council demands that Klingon forces at Axanar withdraw to their border under Starfleet escort. The Klingon Admiral Khorhetza at Axanar is permitted four months to receive instructions from his Empire. The USS Xenophon is already on its way to Axanar. 

Stardate 1/9407.09 Garth reaches Axanar several hours before the USS Bonhomme Richard, and so is given command of a scout squadron assigned to monitor the Klingon taskforce. 

Stardate 1/9408 Starfleet’s Portsmouth Class destroyer becomes operational at a crucial time. Though not a powerful ship, it is constructed in large numbers, serving a multitude of escort and light combat assignments throughout the Four Years War. A total of 660 are built. 

Stardate 1/9408.29 One of the scouts near Axanar picks up the second, incoming Klingon task force. Garth, despite being outnumbered, quickly implements a tactical plan that results in his victory at the Battle of Axanar. 

Stardate 1/9409 Starfleet’s Siva Class is withdrawn from service. 

2253 =======================  Four Years War begins  ===========================
Stardate 1/9409.29 In response to the Federation Council, Admiral Kkorhetza refuses to withdraw his ships from Federation territory, issuing a formal declaration of alliance with the natives in the Axanar system. This results in a state of war between the UFP and the Klingon Empire, and the Four Years War begins. 

Stardate 1/9409.30 Captain Garth wins at the Second Battle of Axanar, and accepts the surrender of Admiral Kkorhetza. 

Stardate 1/9410 Starfleet Intelligence later learns several strategic groups of Klingon cruisers left Klingon space and entered unclaimed space as they headed for UFP territory. The Battle of Andromeda is fought. This battle proves there were small numbers of Klingon ships on the Federation border even before hostilities were officially declared. The shipbuilding facilities at Starbase-15 are completed, and they quickly go into full production. 
Stardate 1/9411 The Battle of Genmarx and the Encounter at Lea are fought. 

2254 –
Stardate 1/9501 The convoy raid near Xamdab 11 takes place. The Klingon G-BA cargo freighter enters service, replacing the obsolete G-4 transport. This ship will supply Klingon ground forces and forward installations throughout the Four Years War. Captain Robert April retires from Starfleet after quietly speaking out against certain Federation policies. He continues to serve as ambassador-at-large. Starfleet’s Hale Class scout is removed from service after performing unsatisfactorily in combat.       

Bode Class scouts are re-equipped with more powerful warp engines to continue service as a stopgap measure. The frequency of piracy and ship disappearances begins to increase dramatically.       

Starfleet Intelligence initially suspects Orion privateers and small Klingon task groups of conducting the raids. Many years later, Starfleet Intelligence learns that the source of many attacks was actually Romulan ships, equipped with cloaking devices and self-destruct orders, carrying out covert raids during most of the Four Years War. 

Stardate 1/9502.10 A Federation-operated, automated, zone-intrusion detection satellite briefly tracked the presence of a Romulan Graceful Flyer Class scout in the Romulan Neutral Zone. This observation greatly increased Starfleet Command’s concern regarding the possibility of Romulan intervention in the Four Years War. To the Federation’s pleasant surprise, the Romulan Star Empire never actively participated in open hostilities during the conflict. Over the next several months, many Federation ships on Romulan Neutral Zone duty are gradually removed to fight against the Klingon fleets. 

Stardate 1/9504 The Battle of Lyclydun is fought. Janni IV is invaded by Klingon troops. The Laxala Incident takes place. 

Stardate 1/9505 As a result of the Laxala Incident, the Orion Colonies threaten to destroy all dilithium deposits if either side attacks any further dilithium cargo convoys. The Battle of GR-1 and the Assault of Nozseca VIII are fought. Both end in Federation defeat. 

Stardate 1/9507 The Attack of Convoy Y-16Z near Rebonet is fought. This is the first significant Federation fleet victory. 

Stardate 1/9509 Starfleet’s Achernar and Tikopai Class cruisers become operational. Very successful designs, 68 Achernar and 44 Tikopai will be built, each class seeing extensive combat.   Unfortunately, almost all these ships are destroyed in weapons tests as a result of cost-cutting measures and Starfleet’s postwar demilitarization. 

Stardate 1/9509.07 As a result of numerous ship disappearances, Starfleet Command orders the Zone of Transport Escort for a large region of Federation space. This order restricts movement of private and commercial starships, requires naval escort for vessels travelling in the restricted area, and places armed marines aboard all escorted ships. These new regulations remain in effect until after the war. The Zone order significantly reduces the frequency of pirating attempts and unexplained starship disappearances.

Stardate 1/9511 The Nostveg I Engagement is fought, and the Klingons suffer a strategic defeat. The Landover tragedy takes place prior to the Battle of Joia V. 

Stardate 1/9512 Starfleet’s Sawyer Class Scout is withdrawn from service. 

2255 – 

Stardate 1/9601 The Battle of Sinbad IV is fought, marking the first major confrontation between ground troops of opposing forces. The Battle of Delgon-R is fought, marking the first use of gravitic mines and the first defensive action by the Klingons. 

Stardate 1/9602 The Battle of Sector 23-H between large forces of Klingon and Federation vessels results in a temporary Federation withdrawal. The Battle of Faigor occurs as part of the covering action. Starfleet’s Bode Class scout is withdrawn from service. 

Stardate 1/9603 The Battle of Lasur Funop and the Encounter at Videtu are fought. Though the reasons given are not satisfactory to many, the Constitution Class cruiser is withdrawn from front-line combat duty against Klingon forces. It will continue to serve on other fronts in its prewar capacities. 

Stardate 1/9605 The Battles of Jevol, Klai, and Ogolo are fought. Upon graduation, the first class of officers trained in the Marine Academy receives assignments with marine combat formations. 

Stardate 1/9606 The Klingon D-10A cruiser enters service and is immediately sent into combat. It becomes the most respected ship in the Klingon Imperial Navy. The Klingon D20A cruiser also enters service at this time, filling a role similar to that of the D-7A Class. These new ships represent a landmark change in Klingon ship technology. Both incorporate the first binary-transformer deflector shields ever used on Klingon warships. 

Stardate 1/9608 The Debacle at Giso is fought.         

The Defense of Rudgur III takes place, marking the first use of chlortheragen, a Klingon-manufactured nerve gas. Talos IV is quarantined under General Order Number Seven. No explanation is given by Captain Christopher Pike. 

Stardate 1/9610 The Battle of Kesse takes place. A fast-moving Federation task force travelling within Klingon-held space catches a vital Klingon convoy by surprise. A number of escorts and freighters are destroyed, and a D-10 cruiser is severely damaged. The Aakenn Class freighter is commissioned and put into service. 

Stardate 1/9612 The Battle of Webirty is fought. 

2256 – 

Stardate 1/9701 Starfleet’s Fenton Class monitor becomes movement of private and commercial starships, requires naval escort for vessels travelling in the restricted area, and places armed marines aboard all escorted ships. These now regulations remain in effect until after the war. The Zone order significantly reduces the frequency of pirating attempts and unexplained starship disappearances. 

Stardate 1/9702 The Attack on Zal Vhros takes place. This engagement shows increasing Klingon frustration in fighting the Four Years War. Starfleet Intelligence later learns the Klingon K-2  Escort entered service at this time. This vessel, of a non-Klingon configuration, was responsible for a period of extreme confusion among Intelligence operatives. The first phaser weapon systems are installed in frontline ships. Operational, with over 1200 manufactured. Ironically, this purely defensive sub-light powered craft enters widespread service only after the Federation gains strategic control over invading Klingon forces. 

Stardate 1/9703 The Battle of Suit II is fought. 

Stardate 1/9704 The Elek Engagement is fought. The Battle of Thranstor is fought, marking the deepest penetration by Klingon forces into Federation space. This intensely fought battle ends with Federation forces routing the Klingons. Starfleet Intelligence later learns that the Klingon 

D-9B research cruiser entered service at this time. It did no see combat during the Four Years War, and its purpose looses importance with the war’s end. 

2256 -

Stardate 1/9705 Forces of the Klingon Empire make their deepest penetrations into Federation space at the Battle of Thranstor, but the Klingon fleet, led by Admiral Kamato, is eventually routed by a reinforced Federation fleet armed with the new phaser weapons. Following the defeat, the line of Admiral Kamato attempts a coup to seize the throne, blaming the defeat at Thranstor on a lack of Imperial support. Though the coup fails, Kamato escapes with his remaining loyalists into the Triangle area. 

Stardate 1/9705 The Battle of Sire Yopot is fought. Federation forces win a decisive victory in the Engagement for Argelian Approaches, 

Stardate 1/9707 The Battles of Sector 12-J, Rex Dacut, and Tirehe, and the Defense of Topax are fought. 

Stardate 1/9708 The Assault of Tvam takes place. 

Stardate 1/9709.10 Kamato and his line found the Imperial Klingon States in the Triangle. Declaring itself to be the "rightful" Klingon government in exile (after a failed coup), the IKS becomes a major source of intelligence against the Klingon Empire for the rest of the war. 

Stardate 1/9710 Starfleet’s Chariot Class cargo transport becomes operational. 

Stardate 1/9711 The Battles of Sector 23-D, Pen’s, Oco, and Biwywb are fought. After extensive research and development, Starfleet’s Engineering Command reports the photon torpedo is operational and ready for limited mass production. 

Stardate 1/9712.06 Believing that the Klingons must stop the war now in order to strengthen themselves to fight again another day, Admiral Komex surrenders himself to UFP authorities and informs them of the location of the two major Klingon supply bases in the disputed area. 

Stardate 1/9712.06 The USS Aramis intercepts a Klingon scout carrying Admiral Komex. Though claiming he is acting for the Klingon Empire’s best interests, Komex voluntarily provides Starfleet with information to end the war more quickly.

2257 - 
Stardate 1/9801 Researchers at the Vulcan Science Academy develops a hypospray antidote to the Klingon nerve gas, chlortheragen. 

Stardate 1/9802 A command pod jettisoned by a Klingon D-10A cruiser during the Battle of Kesse is captured intact by the USS Uthe, with some survivors of the battle still aboard. 

Stardate 1/9802.05 Federation marines assault Karag in the largest operation of its kind during the war. Colonel Anchar Ahab receives the Karagite Order of Heroism. 

Stardate 1/9802.28 Starfleet, initially using captured Klingon ships, attacks the Klingon fleet at Grank in the largest fleet action of the war. 

2257 -
Stardate 1/9803.20 In the Battle of Kolman, the UFP deals a crushing blow to Klingon supply and repair capability, forcing the Empire to sue for peace.

Stardate 1/9803.20 The final defense of Kolman is fought in the last major operation of the war. The first widespread use of Marine Academy graduates in this battle proves the worth of the new institution. Several senior Klingon officers surrender and are transported as official representatives of their government to Axanar. 

Stardate 1/9805 

Starfleet’s Solar Class cutter becomes operational, with almost 1300 built. The first starship class of its size in modern times, it arrives too late to see action, but will serve on post-war picket duty along the new UFP/Klingon border. 

Stardate 1/9805.12 The Axanar Peace Mission convenes.

2257  =======================  Four Years War ends  ============================
Stardate 1/9806.13 The Four Years War ends with the signing of the Treaty of Axanar. A major force in the treaty negotiations, Admiral Komex refuses the UFP offer of asylum and voluntarily returns to Klinzhai after the war. He redeems his line's honor by presenting himself formally to the Emperor for judgment, and is executed in single combat by Kassa, the Imperial heir. Komex's claim that he was acting to end a war that was destroying the Klingon Empire's ability to rebuild does hit home with some influential lines, forcing Karhammur to abdicate the throne in favor of his son soon after the war. His son starts a new line of his own, and the new Imperial Household begins to rebuild Klingon military might. 

2257 ========================  Four Years War ends  =============================
Stardate 1/9806.13 The Four Years War ends, as dignitaries of the United Federation of Planets and the Klingon Empire sign the Treaty of Axanar. Limited diplomatic channels are established, and concessions are made on both sides as the Axanar Peace Mission negotiates details of the settlement and establishes new boundaries. The phaser and photon torpedo have finally been manufactured in sufficient quantities to replace the laser and accelerator cannon as the Federation’s primary shipboard weapons systems. 

Stardate 1/9807 Starfleet’s Derf Class tender becomes operational, with over 500 constructed. Though not seeing combat, the Derf Class will be responsible for repairing and maintaining navigational beacons along the new border. 

Stardate 1/9807 through 9904 Klingon citizens required to relocate in compliance with the terms of the Treaty of Axanar are transported to planets on their side of the newly-redefined Federation/Klingon border. 

Stardate 1/9808 Starfleet’s Baton Rouge Class is withdrawn from service, having performed admirably throughout the Four Years War. 

2258 - 
Stardate 1/9901 through 9905 Starfleet, no longer requiring the services of many older starships, decommissions or destroys large quantities of cruisers, destroyers, and scouts. All Constitution, Loknar, Larson, and Nelson Class starships, refitted with Phasers and photon torpedoes, continue to serve as the Federation’s first line of defense. 

Stardate 1/9903 General Order Number One is specifically suspended for Axanar, and the planet is established as a UFP protectorate for sociological study. The Klingon Empire begins construction of a naval installation in its newly acquired territory. This base, at Mastocal, is completed less than three years later. 

Stardate 1/9905 A full-scale research project under the Office of Starfleet Research and Exploration confirms the underlying accuracy of the transwarp theory, later leading to the transwarp drive. The Zone of Transport Escort is lifted, with all private and commercial starships allowed to return to normal operations. 

2259 - Stardate 2/0003 Starbase-27, constructed near the Klingon border, assumes operational status. 

2260 -
Stardate 2/0109 Completion of the new Klingon naval base at Mastocal marks the beginning of a return to a prewar level of battle readiness. 

2260 - Stardate 2/0109 The Klingon naval base at Mastocal is completed. 

2263 – 

Stardate 2/04 Federation and Klingon forces clash along a wide expanse of space claimed by both sides. 

2265 - El Aurian (Guinans planet) destroyed by Borg invasion (Q-who? [TNG])

· Axanar (‘atlhanar) admitted to Federation.

2265 - 
Stardate 2/0608 Kraftzmann Mikil Hartewicce, a research scientist, requests and receives permission to move into the abandoned Arcanis Four Research Outpost to begin his study of the Four Years War. 

2266 – Klingon begins support for nu’ral (Tyree's planet), merely providing primitive weapons to natives. (A Private Little War [TOS])

2266 -
Stardate 2/0706, the Klingon Navy is larger and more powerful than ever before, and so Emperor Kassa pronounces the Empire again ready for war. The Klingons choose a potential supply base for a now invasion of the UFP. It is the agricultural world of Organia, inhabited by a race of Humanoid pacifists.

2266 - Stardate 2/0705 

After a delay of several decades and as a result of the added danger posed by the new Klingon base at Mastocal, Starbase-12 is finally completed and assumes operational status.

2267     ==========================  Benchmark  ================================
2267 - Organian Peace Treaty (Errand of Mercy [TOS]) 1st command of qor (Kor).

Sherman's Planet claim lost (the Trouble with Tribbles [TOS])
2267     ==========================  Benchmark  ================================
2267 -  

Stardate 2/0801.06 A Klingon battle group under the command of Captain Kor seizes the planet Organia and transports occupation forces to the planet's surface. The USS Enterprise responds to the threat to Organia. Captain Kirk and his First Officer are captured after attacking Klingon military installations on Organia. 

2267     ==========================  Benchmark  ================================
Stardate 2/0801.09 As a Star Fleet task force approaches Organia, the Organians reveal themselves as enormously powerful energy beings and intervene to end the conflict. Using their mental powers, they render the two enemy fleets helpless in space, then later impose the Organian Peace Treaty on both sides, thus averting a second Klingon/UFP war. The Organian Treaty Zone is established by negotiation over the next three months. This now zone makes important changes in the Klingon/Federation border and results in additional territory for both governments. Although both sides honor the treaty, the fate of various 'orphaned' planets in the Neutral Zone remains unresolved. Emperor Kassa commits suicide, unable to bear the shame of being defeated in such an ignominious manner by a pacifist culture. His heirs begin a period of reorganization, and Imperial policy begins to make a subtle shift from conquest by force to conquest by economic domination. 

2267    ==========================  Benchmark  ================================ 

Stardate 2/0801.24 The Organian Peace Treaty is imposed by the Organians on both Federation and Klingon forces, thus averting a second war with the Klingons. The Organian Treaty Zone is established by negotiation over the next three months. This new Zone makes important changes in the Klingon/Federation border and results in additional territory for both governments. 

Klingon forces continued to support primative civilizations along the border shared by the Federation. Some progress was made in many places, but a setback at one minor world. On Sherman’ Planet Klingon operatives foolishly chose to use Romulan tactics, and sabotaged a shipment of wheat at the Federation’s own Starbase K-7. An independent trader, with brought an unforgiveable infestation of yIHmey vermin (tribbles)! This foul cargo revealed the Romulan style efforts of the traitor DarvIn who was subsequently arrested. Shortly thereafter, under suspicious circumstances, the ‘ejDo’ ghIrolth (IKS Gr’oth), commanded by qolotlh HoD (Captain Koloth) was also infected. This was the beginning of the wam’a’ yIHmey (The Great Tribble Hunt) . After destroying every vermin they could find, the crew still managed to infest several Klingon worlds and starbases, before finally ridding his ship of every yIH. The general population of these worlds were beset with plagues of yIHmey. Every Klingon man, woman, and child was enlisted to hunt down & exterminate all yIHmey. Armed forces were mobilized, and an assault was mounted against all yIHmey in the Galaxy, until reaching the Tribble homeworld. These foul creatures were exterminated, until they were extinct.
2268 – 

- Klingon enters alliance with Romulans (the Enterprise Incident [TOS]) to appease Romulan & Federation governments, Klingons begin a joint venture, establishing the colony on nImbuS wej (Nimbus III). tera’gnanpu’ call it the Planet of Galactic Peace.

- 1st encounter with qang HoD (Captain Kang). (Day of the Dove [TOS])

- Federation forces unfairly gain claim to Tyree's planet, merely providing primitive weapons to natives, copying a good idea by originally made by Klingon forces. (A Private Little War [TOS])

- Klingon Civil War begins[LUG-CRB] diverting Klingon forces from places like nu’ral (Tyree’s Planet). 

2268 - 

Stardate 2/0901 The Organians decide to discover whether or not Humans and Klingons can live and work together. They select Sheridan's World as the site of an experimental colony composed of both Humans and Klingons. Should the project succeed, the Organians will consider lifting many of the restrictions to developing other worlds in the region.

Stardate 2/0902 The first Romulan/Klingon non-aggression and technological treaties are signed at Villiam III, near the Triangle. Fearing the growing military might of the UFP, the Romulans and Klingons decide to concentrate on this common enemy. The Romulans, currently ahead in territory, give up many disputed planets as well as plans for an older model cloaking device and the plasma weapon. In return, the Klingons provide the Romulans with a number of older D8 ships equipped with Klingon weapons and engines. Talks continue, leading to a series of such agreements, but there is no real reconciliation between the two governments. 

2270 -

Stardate 2/1109 The second Romulan/Klingon treaty is signed. The Romulans gain bases coreward of the Triangle. The Klingons gain a much desired, mineral rich planet in the Triangle itself. Both sides feel they have come out ahead. 

2271 – 

may’ qIlach Duqel bIratlh! (Battle of Klach Duqel Brakt), where qor defeats Romulans in a stunning victory. (Blood Oath [DS9])

- The Romulans disputed Klingon possession of qIlach Duqel bIratlh (Klach D’Kel Bracht), a mineral-rich planet along the border. When the Romulans attempted to take the planet for themselves, a force of Klingon warriors, led by qor Sa’ (General Kor), fought to hold the planet for the Empire. They overcame the Romulans in glorious battle, and qor chose to teach the Romulans a lesson.

The Klingon fleet continued deeper into Romulan space, pushing aside the resistance of the Romulans until it reached Tranome Sar, a system on the outskirts of the center of the Romulan Empire. The forces of qor Sa’ battled the Romulan fleet, showing who was the superior warrior.  This message from qor Sa’ was clearly received by the Romulans.
2271 -
Stardate 2/1202 The Kinza D'elma naval base is complete. The base is built in territory acquired under the Organian Treaty. 

Stardate 2/1204-1210 The Klingons increase aggression outside the Organian Neutral Zone, to which Star Fleet responds with vigilance. Stardate 2/1403 A Klingon task force engages a Romulan task force near the Triangle. This skirmish, involving a total of eleven starships, demonstrates many flaws in the newly designed Klingon L 13 Class battleship. 

2271 - 
Stardate 2/1202 The Kinza D’elma naval base, built in Klingon territory acquired under the Organian Treaty, is completed. 

2276 -
Stardate 2/1702.26 A strange electrical cloud appears near the Klingon base of Mera Zine. Three Klingon D7M Class cruisers attack the cloud and are instantly vaporized, proving the object is capable of incredible destruction. (So begins the V'ger Incident, on which STAR TREK, The Motion Picture is based.) 

2277 -
Stardate 2/1801 The third Romulan/Klingon treaty is signed. The Romulans gain access to new weaponry and advanced mining equipment. The Klingons gain a twelve man scout sized Bird of Prey, which they put into widespread use as a raider, and on which they base several large ship designs of their own. 

Stardate 2/1805 The Romulans deliver several S-11 Class scouts to the Klingons as part of a technological exchange treaty. This vessel, re-equipped with Klingon shipboard systems, becomes the K22A Bird of Prey Class scout. 

2278 -

Stardate 2/1906 The K-22 Bird of Prey Class scout enters service.

2279 -
Stardate 2/2001 The decline of the influence of Klingon/Human Fusions is complete, with most territories along the UFP borders now in the hands of more militant Imperial Race family lines. Border incidents along the UFP/Klingon Neutral Zone (lying between the Triangle and the Orion colonial systems) become more frequent and more deadly. Star Fleet begins re furbishing older ships and taking a more militaristic stance. 

Stardate 2/2004 The Organians announce that Sheridan's World, site of the joint Human Klingon settlement, will be opened to authorized visitors in one standard year. 

2280 -
Stardate 2/2104 The Organians permit mission teams from the Klingon Empire and the Federation to visit Sheridan's World. One week later, the colonists will vote on whether to join the Federation, join the Klingon Empire, or become a fully independent world. 

Stardate 2/2107.1 6 Admiral Randolph Morrow informs all Star Fleet vessels that "According to information obtained by the highest levels of Star Fleet Command, the race of energy beings referred to as the Organians have ceased their enforcement of the Organian Peace Treaty." Apparently, the Organians will no longer intervene in any actions between the Federation and the Klingon Empire, which means that interstellar war is again possible.

2281 -
Stardate 2/2206.24 Klingon Captain Kruge, commanding a cloaking device equipped K22 Bird of Prey Class scout, destroys the Gagarin Class USS Grissom and all aboard. Doctor David Marcus, Lieutenant Saavik, and a partially regenerated Spock, all on the surface of the Genesis Planet, survive. 

Stardate 2/2206.25 A landing party of several Klingons beams down to the Genesis Planet. Upon reaching the planet, the Enterprise discovers the Grissom has been destroyed. The Enterprise exchanges fire with the Klingon scout, but cannot finish it off. In response, a Klingon kills David Marcus on the Genesis Planet. Admiral Kirk tricks Qugh HoD into sending a boarding party onto the Enterprise, which he then causes, to self-destruct. Kirk kills Qugh on the planet. Before his death, Imperial Security Officer qa’maraq veStay tIretlh (Karamark vestai-Treth) secretly transmits a copy of the Genesis data obtained by Qugh to his superiors on Klinzhai. Kirk, Sulu, Saavik, McCoy, Chekov, and Scott escape aboard the Klingon scout with the regenerated Spock. Matlh lagh , the Bird of Preys wa’DIch (First Officer), is also taken into custody. The Genesis Effect proves its instability and the Genesis Planet disintegrates. 

Stardate 2/2209.26 Duy’a’ QIltarq Santay neygheb (Kiltarc zantai-Neygebh, Klingon Ambassador to the UFP), arrives on Terra. He meets with a select committee of Federation Council members, ranking Star Fleet officials, and Federation Supreme Court Justices. Describing Admiral James T. Kirk, in his role in the Genesis Project, as a pirate and interstellar criminal who has recklessly endangered peace in known space, Duy’a’ QIltarq demands that Kirk be turned over to the Klingon Diplomatic Corps to stand trial in the Klingon Empire for his crimes. The Federation Council President responds that if Kirk is going to stand trial anywhere, he will do so within the Federation and under Federation jurisprudence. At the moment however, Kirk is immune to prosecution while receiving political asylum from Ambassador Sarek on Vulcan. 

Stardate 2/2209.27 Admiral Kirk and his party leave in the Klingon Bird of Prey for Terra, where all (except Spock) face courts-martial for the theft and destruction of the USS Enterprise. By this time, both Captain Spock and Doctor McCoy have recovered fully from the faltorpan process. 

Stardate 2/2210.14 After extensive interrogation and cross-examination, the courts-martial of everyone involved in the Enterprise theft are now complete. It is the Court's decision that Scott, Sulu, Uhura, McCoy, and Chekov were only following the orders of Admiral Kirk, and so they will not be imprisoned, demoted, or penalized in any way. The Court rules that Admiral James T. Kirk, acting from a sense of loyalty and duty, was still personally responsible for the spacejacking and subsequent destruction of the USS Enterprise. However, his actions also led to the capture of a Klingon warship, the successful recovery of Captain Spock, and the resolution of the Cetacean Incident. For this reason, the Court sentences Kirk to formal chastisement and a two-grade demotion to Captain, which will also return him to the field as a starship commander. 

Stardate 2/2210.17 Duy’a’ QIltarq (Klingon Ambassador Kiltarc) abruptly leaves Terra and returns to the Klingon Empire. 

2282 -

Stardate 2/2302 Klingon border commanders begin to receive more ships to beef up their fleet strength. 

Stardate 2/2304 More heavy cruisers and the first two L24 Class XIll battleships produced arrived at the Klingon/UFP border area. Believing that the Federation now has ships armed with  Genesis torpedoes" and is preparing to attack, the Klingons are girding for action.
2283 - A very good year for Romulan Ale (Star Trek : Generations)

There is no apparent connection with this, but a Federation Scientist Research Council begins an in depth study of tlhIngan Hol; the Klingon Language.  This is supported by the Federation Interlanguage Institute, and is also assisted by the Klingon Language Institute. An unnamed Prisoner worked as a colaborator for his Federation supressors.

2285 -
Klingons discovered the Federation was developing a powerful new weapon. This “Genesis device” could destroy all life on a planet, while at the same time creating an ideal environment for colonization. Faced with possible extermination, the independent privateer Qugh HoD (Captain Kruge) chose to violate the Organian Treaty to obtain the device. Although the mission failed, the Klingons made an important discovery: the Organians were not enforcing their treaty! Scouts dispatched to Organia discovered the planet was apparently abandoned. Many Klingons suspected the Organians’ threats were merely a ruse all along. This emboldened them to see how far they could go.

2286 – 

betreQa’ Nebula incident. The Cardassion's first major contact with another warp-capable civilization; the Klingon Empire, in an area called the Betreka Nebula. Each side was looking to expand into that region, and saw the other as an interloper and invader. An exact account of what happened has never been available (qarDaSgnan lutaghlu’!). 

Seeking new territory to conquer, the Klingon vessel qa' vaS (Ka’vas) ventured into the Betreka Nebula, an area filled with energy distortions that caused minor damage to the ship. A nearby Cardassian vessel, detecting what they believed to be easy prey, moved in and attacked the qa' vaS Duj. The Klingons retaliated, crippling the Cardassians, but suffering significant damage in return. Both ships withdrew and reported, and the Klingon Empire and the Cardassian Union declared war again each other. For eighteen years, the two powers engaged in skirmishes and conflicts in and around the nebula before the Klingon Empire declared the war won and turned its attention to more pressing matters.
2290 – 

- qang, qolotlh, and qor take the crew of the Albino, who later kills each of their 1st born in revenge. These swear out a Blood Oath (Blood Oath [DS9])

- QI’tong, a Klingon Sleeper Ship launched, under the command of QI’temoq (K'Temok) (the Emmissary [TNG])

2292 - Romulan Alliance collapses (Reunion [TNG])

Treacherous Romulans abrogated the alliance and ejected Klingon vessels from their territory, ambushing and destroying any that remained behind. Fortunately, by that point, the Klingons knew they no longer needed the Romulans. There would be no more subterfuge, no more slinking in shadows. The Klingons would claim the battle that was rightfully theirs.
2293    ======================== bov boq - The Alliance Era ==============================
As the Empire prepared for war, fate took a hand. In 2293 patlhSIS (Praxis), the moon of Qo’noS, exploded. The force of the explosion and the resulting dust cloud around Qo’noS devastated the planet, leaving the Klingons facing the slow death of their homeworld. In the space of 50 years, Qo’noS would become lifeless. The High Command was at a complete loss. Hated by the Romulans and at war with the Cardassians, the Empire had only one place to turn for help: the Federation. 

ghorqon la'quv (Chancellor Gorkon) realized there was no choice, his people had to achieve peace with the Federation or Qo’noS was doomed, but the military High Command was not capable of peace, only war. ghorqon secured the support of the noble houses, but a large portion of the military opposed his plans. A faction of military renegades unwittingly supported by Romulan spies, engineered the assassination of ghorqon on the eve of his meeting with the Federation to ensure war, but their plot was exposed and the ringleader; qang Sa' (General Chang) was killed in that battle. He was only fortunate enough to die in battle against the formidable & worthy Federation opponent Captain Kirk. 'aSetbur (Azetbur), daughter of ghorqon, assumed control of the High Command to carry out her father’s wishes. The Klingon Empire and the United Federation of Planets signed the QItomer rom (Khitomer Accords) shortly thereafter.

2293 –  QItomer rom (Khitomer Accords) signed, precipitated by Praxis explosion (ST VI: Undiscovered Country)
The new peace between the Federation and the Klingon Empire was a shaky one at best. Many Klingons still considered the Federation an enemy, and the military supported the idea of war against the Federation. Fortunately, the Empire was forced to focus on internal matters for decades following the Accords.

With the assistance of the Federation the Empire averted ecological disaster on Qo’noS and began a program of slowly repairing the planet’s damaged ecosphere and infrastructure. 'aSetbur la'quv introduced sweeping reforms in Klingon government and society, calling for a return to rule by the noble houses, the restoration of traditional Klingon values and social structures, and a reduction in the power of the Chancellor and the military.

This naturally received the full support of the nobility and weakened the power of the High Command, which was divided up once again according to house, breaking up agitators and preventing organized resistance from forming. When 'aSetbur la'quv stepped down as Chancellor the old ways were fully instituted once more, preventing women from serving on the High Council. She remained a valued advisor to the Council for years and is seen as a hero by many Klingons.

- araQnIS, mIch je (Arachnis IV & Sector) are given over to the Romulans under KA (Broken Links [DS9])

2304 – 

rom qarDaSgnan (Cardassian Armstice) signed. This is the end of the betreQa’ Nebula incident. In the end this truce was called which resulted in minor concessions from both sides but no real exchange of territory or resources. Encyclopedia says only 'several years ago'. 

The  Klingon Empire declared the war won and turned its attention to more pressing matters.
2308 - 

Stardate 2/4903Based on the anticipated success of the Axanar Culture Mission, the government of Axanar has the right to petition for full membership to the Federation.
RETURN OF THE ROMULANS:

2311 – 

- Treaty of Ageron signed, between Romulans & Federation (the Defector [TNG])

- First contact with the Qa’vala’Sector inhabitants of the QI’oS planet.

2344 – narenDI’ra’ wej (Narendra III) Outpost defended by the USS Enterprise-C (Yesterdays Enterprise [TNG])

That changed in 2344, when four Romulan warbirds attacked the Klingon outpost on narenDI’ra’ wej (Narendra III). The Federation starship U.S.S. Enterprise-C responded to the distress call. Although the Enterprise was unable to defeat the Romulans, the valiant sacrifice of her crew was seen as the first true signs of honor in the Federation. 

2345 – 

HoH’a’ 'eDoSa' Soch (Edosha VII Massacre), not noticed at 1st, this small colony falls under massive Romulan siege. Primarily an adult population, this mining colony loss is assumed to be a terraforming accident, until a second wave of colonists is turned by warships.

The Romulans continued their attacks against Klingon targets over the next several years, including the massacres at QItomer and 'eDoSa' Soch (Edosha VII). Each time, the Federation aided the Klingons in battle, and helped treat the survivors.
2346 – 

HoH’a’ QItomer (Khitomer Massacre), later discovered to have been led by Romulans. This defeat is noted for both the slaughter of civilians, including children, but also for the fact that the 1st rescuing ships on the scene are from the Federation. Although the popular saying pagh'e' taH HoH'a' Qitomer ("No one survived Khitomer"), many survivors live to tell this tale, but these eyewitnesses mistake the defeat as a failure of Klingon resolve.(Sins of the Father [TNG])

2352 – 

narenDI’ra’ wej rom  (Klingon Federation Treaty of Alliance) signed by qolotlh Duy'a'(Ambassador Koloth), the Ramatian diplomat Riva and Federation negotiator Curzon Dax (amongst others).

In 2352, Federation and Klingon delegates attended a conference on narenDI’ra’ wej and signed  the formal Treaty of Alliance; narenDI’ra’ rom. Among the negotiators were the Ramatian diplomat Riva and Federation negotiator Curzon Dax, a skilled match for qolotlh (Koloth), one of the Empire’s greatest warriors and diplomats.

Although the Treaty of Alliance led to a new era of peaceful relations between the UFP and the Klingon Empire, not everyone in the Empire was pleased with their Federation allies. Some militant tuqmey found even the idea of “peaceful relations” offensive. A small number of Klingon ships and citizens chose to go renegade following the treaty in order Qam Hegh law, tor yIn puS
 . These renegade Klingons raided and attacked ships along the Federation/Klingon border.
2364 –
One pair of Klingon renegades even attempted to seize control of the U.S.S. Enterprise-D in 2364. It was at this time that the Empire was 1st really made aware of pIqarD HoD (Captain Picard). For the most part, the Klingon Empire spent the time following the signing of the Treaty of Alliance focusing on domestic matters. The Empire was still recovering from the destruction of patlhSIS (Praxis) and the rebuilding of its traditional culture. Political upheaval and Romulan interference became increasingly common on many of its colony worlds.  Subjects of the Empire began pressing for concessions, even seeking independence. Such rebellions had to be put down.
2366 – 

mogh tuq (House of Mogh) restored, giving Lt. Worf a reversal for his families Discommedation, avoiding seven generations of shame.

GOWRAN CHANCELLORSHIP:

2367 – 

QImpeq la’quv (Chancellor K'mpec) assassinated; civil war for succession begun by ghawran (Gowron). (Reunion [TNG])

QImpeq la’quv  (Chancellor K’mpec) is known for having ruled the Klingon Empire longer than anyone else in its history. The levelheaded guidance of QImpeq and iron will helped make the Federation/Klingon Alliance a success. In 2367, QImpeq was poisoned by his political enemies. But before his death, he named Captain Jean-Luc Picard of the Federation starship Enterprise as arbiter of succession for the High Council.

Picard conducted the rite of succession for ghawran and DuraS (Gowron & Duras), the contenders for the position of Chancellor. Before the conclusion of the rites, DuraS was killed in a duel by Worf, a Klingon Starfleet officer, who claimed right of vengeance against DuraS for the death of his mate qey’lIr (K’Ehleyr). 

Romulan operatives attempt to overthrow Klingon government. (the Mind's Eye [TNG])

ghawran became the sole candidate for Chancellor, until DuraS’ sisters, lurSa and be’tor, revealed their brother had a son, toral. When Captain Picard ruled toral’s claim invalid, the DuraS tuq led a rebellion against ghawran’s forces, plunging the Empire into civil war.

QI’oSan mID (Kriosian) Klingon colonies besieged by rebel forces, armed with Federation Phasers, Governor vagh requests assistance & receives it in the form of qel ‘oSwI’ (Emissary Kell), aboard the USS Enterprise-D.

2368 – 

DuraS tuq (House Duras) makes unsuccessful bid to unseat Gowron.

The Federation chose to remain neutral in the conflict, and initial engagements went poorly for ghawran’s forces, resulting in significant losses. It was later revealed the DuraS tuq was secretly allied with the Romulans. When a Federation fleet halted the flow of Romulan supplies to the rebel forces, the leadership of ghawran turned the tide and won the war. toral was captured, although his aunts escaped. ghawran gave toral’s life to Worf, who chose to spare him. The scion of the DuraS tuq went into hiding shortly thereafter.
- ghawran  appointed la’quv (Chancellor) of the Imperial High Council with the assistance of mogh tuq and the Federation starship USS Enterprise, commanded by Captain Picard. (Redemption I & II [TNG])

2369 – 

The rule of the Klingon Empire by ghawran la’quv helped restore stability following this civil war. But, in 2369, a new threat to  the ghawran leadership appeared, this one more dangerous than the DuraS tuq ever imagined being.

qeyleS the Unforgettable reappeared at a monastery on the planet boretlh, as foretold by qeyleS himself some fifteen centuries earlier. 

2369 –  qeyleS turns out to be a clone, created by the clerics of the Boreth Monastery.
Created by the monks of boretlh to fulfill the prophecy and restore honor to what they saw as a corrupt government. ghawran la’quv initially denounced qeyleS as a fake. But as belief in the fabled return of qeyleS spread, ghawran chose to accept his  claim to the imperial throne, rather than risk another civil war. qeyleS became the first ta’ (Emperor) of the Klingon Empire in centuries, although his position was that of a figurehead and spiritual leader. Political power remained in the hands of the High Council and the Chancellor.

Second Kahless ascends the throne (Rightful Heir [TNG])

2370 – 

- Klingon Restaurant opens on Deep Space 9 (Melora [DS9])

- Maranga IV qo’baval lopno’(Festival of Kot-bo-val). Worf & Alexander meet QImtar, jIntaq mogh tuq (actually Alexander Rozenko from the future 25th Century.).(Firstborn [DS9])

2371 – 

- El-Aurian scientist Dr. Tolian Soran use the Duras sisters assistance to divert the Nexus (Star Trek : Generations)

- QoSaq tuq (House Kozak) briefly merges with the House of Quark. DI’ghor tuq (House D'Ghor) is thwarted in a takeover attempt, thus excluding them from the High Council. Grilka has second thoughts (The House of Quark [DS9])

 - IKS negh var commissioned by the Klingon Defense Forces.( Way of the Warrior [DS9], All good things [TNG])

ghawran la’quv declares war on Cardassia; withdraws from Khitomer accords (the Way of the Warrior [DS9]) Federation Citizens expelled from Klingon space, Klingon Ambassadors recalled from Federation.

ghawran grew increasingly paranoid over possible threats to his rule.  When a civilian uprising overthrew the military government on Cardassia Prime, ghawran la’quv was convinced the Founders of the Dominion engineered the coup. He ordered an invasion of Cardassia to seize and execute members of the Detapa Council, believing them to be changelings. When the Federation refused to aid the Empire in its assault, ghawran dissolved the Khitomer Accords and the Treaty of Alliance. 

Massive assault of Cardassian Union thwarted only by DS9. ghawran declares 'victory' and withdraws, reasserts Klingon interests throughout the quadrant, including attacks on several outposts along the Romulan border.

Starfleet personnel helped the Detapa Council escape the Klingon fleet, and came under fire when Klingons pursued them back to Deep Space 9. The station’s weapons, combined with the firepower of the U.S.S. Defiant, were enough to drive off the Klingon forces. On suspicion that ghawran himself was actually a changeling, a group of Starfleet officers went undercover disguised as Klingons. They discovered a changeling posing as martaq Sa’ (General Martok), one of ghawran’s advisors, and exposed him. This led to a temporary suspension of hostilities between the Klingon Empire and the Federation. Not long thereafter, ghawran was convinced it was in the best interests of both the Empire and the Federation to restore the Khitomer Accords and the Treaty of Alliance and unite against the common threat of the Dominion/Cardassian alliance.
- qurn puqloD mogh (Kurn of House Mogh) discommedated for opposing Gowron. Kahless also against Gowron (the Son's of Mogh [DS9])

- Bajoran space mined by qurn (now a Klingon renegade), these are discovered & destroyed.

- roDeq puqloD noghra’(Rodek, son of Noggra; formerly Kurn) born out of amnesia (the Son's of Mogh [DS9])

- Shroud of the Sword of Kahless discovered by Vulcan Archeologists. qor DaHar leads team to find the Sword. (the Sword of Kahless [DSD9]) [It is released in open space, deep in the Gamma Quadrant]

qorma’ (Korma Outpost destroyed, killing numerous Cardassian & Bajoran officials there for a conference (Return to Grace [DS9])

Federation forces were not blamesless in all things however. It is found out much later that a space-time expedition, reaches back into the past of the Klingon Federation border, at Sherman’s Planet & Deep Space Station K-7. There Federation meddling not only revealed Klingon efforts, but Romulan complicity, and ruined a peaceful development of this region by the Empire. Not only that, but the Federation fools brought back the dreaded vermin yIHmey!

The Dominion War

The true martaq Sa’ was rescued from a Dominion prison camp in the Gamma Quadrant. Chancellor ghawran made him commander of a Klingon detachment on Deep Space 9 to keep watch over the Dominion/Cardassian alliance. The presence of martaq Sa’ became important when the Dominion demanded full right of passage through the Bajoran wormhole, only to be denied by the Federation. The Dominion launched an attack on Deep Space 9, signaling the beginning of the Dominion War.

From the very beginning, Klingon forces fought at the forefront of the war alongside the Federation. martaq Sa’ led numerous sorties against Cardassian and Jem’Hadar forces and was placed in command of the war effort. For the Klingons, it was a glorious time of battle against a powerful enemy. For many Klingon warriors, it was an opportunity to die on their feet, fighting for the Empire, and many warriors did as the Dominion continued to slowly force the Federation/Klingon alliance back. The addition of the Romulan Empire to the alliance managed to slow the Dominion advance, but did not halt it.

As leader of the Klingon Forces, martaq Sa’ carried out a number of daring and glorious attacks against the Dominion, including the destruction of the Dominion shipyards at Monak IV. Towards the end of the war, ghawran came to see the fame of martaq Sa’ as a threat to his authority. After he honored martaq Sa’ with admission to the betleH ‘obe’ (Order of the Bat’leth), ghawran chose to assume title of la’quv (“Supreme Commander”), and took command of the Klingon portion of the war effort directly. This led to several disastrous attacks against Dominion forces, including one where martaq was nearly killed. Although martaq Sa’ protested, he could not sway the Chancellor from his unwise course of action.

Finally, Klingon forces remained all that stood between the alliance and the Dominion’s new allies, the Breen. When ghawran continued to waste the lives of Klingon warriors on ill-conceived attacks, he threatened the entire war effort. var’Iv mogh puqloD (Worf, the son of Mogh), opposed ghawran’s decisions and challenged his right to lead the High Council. var’Iv killed ghawran in single combat, but did not take up the Chancellor’s robe for himself. Instead, he passed the duty on to martaq, a man he both trusted and respected. martaq accepted reluctantly, and has since used his authority as Chancellor to bring a sense of honor and responsibility back to the role, and to the Empire.

Under the leadership of martaq la’quv, Klingon warriors stood at the forefront of a combined invasion of Cardassian space to root out the Dominion.  True to his word, martaq stood on the surface of Cardassia Prime and drank bloodwine to toast the defeat of the Dominion. Following the Dominion’s surrender, martaq la’quv returned to Qo’noS to take up governing the Empire and rebuilding from the losses of the war. 

The Klingon Calendar

The Klingon Imperial Calendar is based on the cycles of Qo’noS.  Although the Klingons use a stardate system similar to that of the Federation, to account for temporal and spatial distortions involved in warp-travel, the Imperial Calendar remains in common use throughout the Empire.

The Klingon year-known as a DIS or “turn”-is 384.2 days long. It is divided into eight jar or months of 48 days each. Each month is divided into six Hogh or weeks of 8 days. The Klingon year begins with the Qo’baval ‘uQ’a’ (Kot’baval Festival), celebrating qeyleS’ (Kahless) victory over molor.  The months of the year are: a’qeyleS, jo’voS, maqtagh, merrutlh, So’jen, lo’bIral, Doqatlh, and tlhan’lar. Every five years, the Klingons add an additional day on to the Qo’baval ‘uQ’a’, the balance out the calendar. Such ‘uQ’a’ DIS(mey) are considered particularly auspicious.

The Imperial Calendar begins with  qeyleS’ victory over molor as DIS pagh ( year ZERO), and the founding of the First Empire as “DIS wa’DIch”. Since their year is slightly longer than the standard Terran year, the Imperial Calendar tends to lag behind the old Terran Calendar. This often causes confusion when Klingons speak in terms of “years” or “centuries,” since they may be referring Klingon measurements, Terran, Federation, or some other system. The dates in this chronology are from the old Earth calendar, unless stated otherwise.

� bIreqtal works better than ruStay’ (the normal Klingon Marriage Ceremony), because it involves the killer of the leader of a Klingon House, marrying his widow, thereby becoming the Head of House himself. This makes sense in a more primative society, and would have created the historical precedent for the events of (House of Quark [DS9]).


� Qam Hegh law, tor yIn puS, meaning “to die on their feet, rather than live on their knees.”
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