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“And all I ask is a tall ship and a star to steer her by....”

)

John Masefield wrote that, about a hundred years ago. He was referring, of course, to
ships which sailed the seas of Earth, using celestial navigation to find their way to their
appointed destinations. But he could just as easily have been writing about the starships
of the 24th century’s Starfleet. They travel further, and faster, than any wooden sailing
ship ever could, but they still steer by the stars.

Starships, and the technology responsible for them, have long been a subject of
fascination to Star Trek fans. Names, registration numbers, weapons, capabilities, and a
thousand other details are debated back and forth in the pages of fan magazines, the
Internet, and other forums. Naturally, this interest extends to those gamers and Star Trek
fans who play Last Unicorn’s Star Trek roleplaying games. Since the whole purpose of
a Star Trek roleplaying game is to create one’s own adventures in the Star Trek setting,
it's important to have as much information about, and tools to work with, that setting
as possible, while at the same time not having so much information that it swamps the
mind or chokes off the creativity of the Narrator and players. That means gamers who
like starships need a resource to help them create and use those ships in ways which
enhance game play and encourage their own imaginations.

Spacedock provides a way to satisfy that need. It contains all the rules you need
to build starships and use them to confront problems ranging from enemy ships to
dangerous stellar phenomena. If you’re of a mind to, you can spend lots of time lovingly
detailing the ship your series is based on, the NPC ships your Crew will encounter,
or a few ships to help individualize the new species you’ve created specifically for
your games.

Chapter One, Ship Types, discusses how Starfleet categorizes starships. It includes
descriptions of many current and future ship development programs.

Chapter Two, Starship Construction, provides you with the nuts and bolts you need
to gamma-weld hull plates to a skeletal structure, install the ship’s systems, power your
ship up, and sail beyond the sunset—or, at warp speeds, sunsets.

Chapter Three, Starship Combat, provides expanded, advanced rules for starship
combat in the Icon System. Building from the basic starship combat system presented in
the Star Trek: The Next Generation Roleplaying Game, Star Trek: The Roleplaying Game,
and Star Trek: Deep Space Nine Roleplaying Game core rulebooks, yet not remaining
a slave to that deliberately simplified system, it provides all the rules you need to run
detailed, realistic Star Trek starship combat. As always, you’re free to pick and choose
among the rules and use only what suits you; that way you can build a starship combat
system which is as complex or as streamlined as you want it to be. If you want to use
the rules for every system on the ship and track every point of Power you allocate, you
can; if you prefer to resolve starship combat in a quicker, easier fashion, you can do that
instead (perhaps using the simplified Fleet Combat rules).

Chapter Four, Miscellaneous Rules, provides rules for interference and other stellar
phenomena which may affect starship performance, and conversion notes for translating
Spacedock’s rules back to the basic lcon System starship rules.

Chapter Five, The Ship Registry, provides Starship Templates for, and information
about, three ships as examples to get you started. For information about dozens of
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other ships, refer to the Starship Recognition
Manual, Vol. 1: The Ships of Starfleet and
future volumes.

So, it’s time to get busy building starships! I
hope you enjoy using this book as much as |
enjoyed writing it.

Steven S. Long
November, 2000

%ﬁ . TREKRPG.NET LCARS 001  SPACEDOCK MASTER RECORD DISPLAY

of0 I

)

-

OF CANON AND CANNONS

Starship technical specifications are the subject of intense debate
among many Star Trek fans. Unfortunately, in most cases relatively
little hard data is available on many of these subjects, and details
often change from episode to episode and series to series based
on the needs of the story and other factors. The important thing
in Star Trek, whether on TV or in gaming, is to tell well-crafted,
enjoyable stories, even if that sometimes means overlooking or
ignoring some details about the technology. Thus, the technical
information published by the persons responsible for such matters
on the shows may or may not correspond to, or continue fo
correspond fo, what we see on the screen. What we see on television
one week may contradict or conflict with something we see on
the screen next week.

In many cases, the best a fan—or game company —can do is
hazard an educated guess about the way something works. Last
Unicorn Games does its best to remain aware of and incorporate
info its products all relevant canon information on the subject
of any given book, and then to exrapolate, in a logical and
reasonable fashion, from that information to fill in the gaps left
by the television shows. That holds doubly true for information
about starships. Sometimes, in the absence of solid or verifiable
information about, say, the dimensions of a particular class of
starship, we have to take our best educated guess. But no matter
how many steps Last Unicorn takes to ensure accuracy-and we take
a lot of them-inherent conflicts in the source information mean a
reader is likely to find some “errors” here and there.

So, if you find something in this book that you don't agree with,
or which doesn’t agree with the sources you rely on, the solution is
simple — change it! That's one of the great things about roleplaying
games; you can change any rule you want to suit yourself. If you
don't think we included the right number of torpedo launchers
on the Akira-class starship, or that the Defiant-class ship should
only be 120 meters long, just cross out the objectionable material
and write in what you think are the correct numbers. This will
ensure that you get the maximum value and enjoyment out of this
product-and that, of course, is Last Unicorn’s goal.

(.
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Advanced Starship Design Bureau
Stardate 52372.4
Report on Current Starship Classes (Excerpted)

The present state of the fleet is precarious. Victory in the Dominion War exacted a
very high price indeed. Featuring more large-scale starship battles in a shorter period of
time than any war in the history of the Federation, the War likewise inflicted greater fleet
casualties than any previous conflict. Thousands of ships were completely destroyed,
and few of the surviving vessels came through the experience completely unscathed.
Were it not for the fact that the two primary Threat species at the beginning of the War,
the Cardassians and the Romulans, suffered casualties as great as or worse than ours, the
Federation could be facing the very real possibility of invasion.

Unfortunately, not all Threat species can be described as equally weak. The Borg,
in particular, remain a threat, and the extent of the surviving strength of the Breen,
the only species to directly and successfully attack Earth since the founding of the
Federation, cannot be reliably judged at the present time. Thus it remains imperative
that Starfleet embark on an effort to repair its damaged vessels and build new ones
to fill the gaps in the fleet.

Starfleet has an unprecedented opportunity to evaluate the current state of its
starship development, construction, and deployment efforts. If Starfleet Command or
the Federation Council feels that the current state of galactopolitical affairs justifies a
change in shipbuilding policies, the new policies, once established, can be implemented
immediately by the ASDB, Starfleet Corps of Engineers, and Office of Shipyard
Operations.

The purpose of this report is to review the ship classes and types presently in service
so that Federation policymakers may determine what course the development of Starfleet
vessels will take during the final quarter of the 24th century.
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THE STARFLEET VESSEL STARSHIP CLASSIFICATIONS
Ship Type Classification Code

CLASSIFICATION SYSTEM Erloras

Starfleet Command classifies vessels accord- Explorer EX
ing to their primary (and, in some cases, second- Heavy Explorer EXH
ary) mission profiles, which in turn determine light Explorer EXL
the sizes, shapes, and systems of vessels in (rui

. - . rvisers
a particular category. A ship whose primary .
purpose is to explore distant star systems will Cruiser (A
have a different shape, and different systems, Exploratory Cruiser CEX
than one intended to escort merchantmen in Fast Cruiser (F
times of conflict. Light Cruiser (L

However, one of Starfleet’'s primary moral .

. . . . Heavy Cruiser (H
and tactical principles is that of adaptability. ) )
Thus, unlike the often more mission-dedicated Strike Cruiser (proposed) G
vessels of the Klingon Empire or Romulan Star Frigates
Empire, any Starfleet ship can perform a wide Frigate FR
Yariety of. mis.sions (.even ones for which it Fast Frigate FF
is not primarily designed). For example, a Heawy Fr EH
Starfleet escort will have more advanced scien- .euvy .rlgaIe
tific and research systems than a comparative Light Frigate Fl
Klingon vessel, but will not be as heavily armed. Escorts
Nevertheless, Starfleet ships are best used for the Escort (Perimeter Defense) ES
primary missions for which they were created.
Heavy Escort EH
Light Escort (Corvette) EL
HEAVY, LIGHT AND FAST Scous

Within any given category of vessels, sub- Scout S
F:ategories exist. l.n many cases, subcategories Heavy Scout SH
include Heavy, Light and Fast versions of the o

hi Specialized
ship type. )

Heavy vessels indicate a subtype which is Courier 3
more heavily armed and protected than the Deep Space Surveyor SVH
standard vessel of that category. Heavy subtypes Fighter XF
often sacrifice a small amount of speed, maneu- Medical MD
verability, or sensor capacity to compensate for
the additional tactical systems. Researchy Laboratory SRS/SRL

Light vessels, conversely, are not as well Surveyor v
armed or protected as standard vessels of that Support/Auxiliary
category. Instead, they typically possess more Armored Transport TIA
sophisticated peripheral systems, such as sen- .

S . Cargo Carrier 1C
sors or other scientific systems, and are intended
for relatively specific mission profiles. Runabout RU

Fast vessels are similar to Light ones, but Shuttle (impulse) IS
concentrate on speed and maneuverability (and Shuttle (warp) WS
sometimes on the capac.:ity to performhlong— e n
range or extended missions). Those built for Tend N
defense or tactical missions often have heavier ender
weaponry than Light ships, however. Most of Transport m
the Fast categories, such as Fast Frigates and Fast Tug 16
Cruisers, are relatively new additions to Starfleet
and have helped to redefine rapid deployment ~

and response doctrines.

)
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EXPLORERS

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

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

At present, Starfleet fields five classes of
Explorers—Andoria, Andromeda, Galaxy,
Intrepid, and Sovereign. The Andoria-class is
one of the newest Explorers. It was launched
in 2361, and is an “explorer” in the true
sense of the word. Most Andoria-class vessels
undertake multi-year deep space missions; they
are equipped with some of the most state of the
art sensory and scientific equipment available
to the Federation. Prior to the Dominion War,
Starfleet had planned to build three Andoria-
class vessels per year. A re-evaluation of ship
construction priorities following the War may
dictate an alteration or cancellation of that
plan.

The Galaxy-class, only recently displaced
as the most powerful vessel fielded by the
Federation, remains a mainstay of the fleet,
particularly during military situations. After the
initial planned production run of six vessels was
completed in the early 2360s, no more were
built until the early 2370s. The vessels under
construction when the Dominion War broke out
were rushed into production without complete
exploratory and secondary systems so that they
could assist with the war effort. Most came
through the War intact, albeit damaged.

The Intrepid-class, the first of a planned

SPACEDOCK 5

65 068 A78
P79 A33 M6
011 662 H22

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

Starfleet’s most recent efforts in this area yield-
ed the Sovereign-class Explorers, of which only
two (the U.S5.S. Sovereign and U.S.S. Enterprise-E)
have been built. Designed following initial
contact with the Borg, and thus reflecting the
perceived need for greater defensive and tactical
capabilities, the Sovereign-class features fewer
exploration-oriented and more defense-oriented
systems and design elements than any Explorer
ever built.

4 N\
EXPLORER CLASSES CURRENTLY IN SERVICE
(REPRESENTATIVE SELECTION)

Class Classification Code

Andoria EX

Andromeda EX

Galaxy EX

Intrepid EXL

Sovereign EXH
\ %
CRUISERS

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

Because of this ship type’s versatility, Starfleet
has created many subcategories for this clas-
sification to better designate a given ship’s pri-
mary function. The basic Cruiser is a mid-size,
multifunction vessel, able to perform many dif-
ferent duties well. The venerable Miranda-class
ship and the somewhat younger Renaissance-
class vessel are representative examples. As of
2375, “standard” Cruisers are typically tasked
to one of three broad duty classifications:
scientific/research vessels, which usually have
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expanded scientific/sensor packages; military/
interdiction, which usually have improved tacti-
cal packages; and long-range patrol craft, with
uprated drive systems. Miranda-class ships are
an example of the first type; Renaissance-class
craft of the second type. The long-range patrol
Cruisers are gradually being phased out in favor
of Fast Cruisers and Fast Frigates.

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

Fast Cruisers, such as the Niagara-, Istanbul-,
and Osaka-class vessels, are relatively new
additions to the fleet. They are intended to
perform long-range diplomatic and courier mis-
sions. During the Dominion War, many also
served as reconnaissance craft which performed
daring behind-the-lines scouting and forward
observation missions to gather information on
Dominion-Cardassian alliance fleet movements.

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

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

The longest-lived of Starfleet’s Heavy Cruisers
is the Ambassador-class, which has been in use
since 2322. As the flagship of the fleet in its day,
the Ambassador-class (originally designated an
Explorer, but downgraded in light of modern

965 019 928 082 280 —
06 069 333 555 010 N I

p
CRUISER CLASSES CURRENTLY IN SERVICE
(REPRESENTATIVE SELECTION)

Class Classification Code
Akira (H
Ambassador (H
Amsterdam (A

Apollo (]
(entaur (A
Challenger (L
Cheyenne (]
Constellation CEX

Curry (A
Excelsior CEX
Istanbul (F
Miranda (A
Nebula CEX
Niagara (F

Osaka (F
Prometheus (H
Renaissance (A

Saber (L
Sequoia (H
Wambundu (H
Yeager (L
Zodiac (A

Falcon (proposed) CH (CS proposed)
Hermes (Apollo refits) (F

0din (proposed) (]
Legacy (proposed) (H
Morningstar (proposed) (H

_ J

fleet developments) incorporated many techno-
logical innovations and paved the way for the
development of the Calaxy-class vessel, which it
strongly resembles. Despite their age, surviving
Ambassador-class ships remain in good condi-
tion and are expected to be able to serve,
with standard repairs and maintenance, for an
average of another 20 years.

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