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Introduction

These rules are an attempt to provide a reasonably simple set of campaign rules for use with FASA’s Star Trek Starship Tactical Combat Simulator.  The primary purpose of this campaign is to generate tactical battles which, being part of a campaign, have repercussions outside of the individual scenario.

The campaign will use the FASA book The Triangle to provide the area for the conflict.  This book will not, however, be used to detail the individual worlds.  To insure that all sides are unaware of exactly what is out there, the campaign master will create the detailed information for the individual star systems and worlds.

All rules in the Campaign Rules are subject to change at the discretion of the Campaign Master.

Changes In Recent Versions

Version 2.5 Change information for versions before 2.5 has been deleted to save space.

In the Controlling Star Systems rule, the Pacification values were completely rewritten.  The previous version did not make sense.

Also under Controlling Star Systems, the Rebellion rule was added to allow systems which do not have proper garrisons to rebel.

The Fleet Integrity rule has been added to the Fleet Organization section.  This will allow fleet commanders to control parts of their fleet which are away from the fleet commander.

A new rule named Blockades was added.  This allows small ships to have a role in the campaign other than as cannon fodder or nearly meaningless system garrisons.

Background

The year is 2/25 (2250 AD).  A new, but highly limited, war has broken out between the United Federation of Planets, the Klingon Empire, and the Romulan Empire.  The current war (which has been named “The Triangle War”), is the result of aggression, xenophobia, arrogance, and simple miscalculation.

The space known as “The Triangle” has long been an area of contention between the three great space faring nations.  All three nations have sought to gain an advantage in The Triangle for over a hundred years.  In the last fifty years, two trends have become clear.  First, a number of local alliances have been established or become more solid, even to the point of creating new, but small, nations.  Second, both Romulan clandestine activities and Federation economic aid have begun to turn a number of the independent systems toward their respective sides.  Unfortunately for the Klingons, their own, not so subtle, activities in The Triangle have generally been rebuffed, or been quietly defeated by either the Federation or the Romulans.

Recognizing that they were steadily loosing the political “cool war” in The Triangle, the Klingons decided to pursue a policy they well understood; naked aggression.  Just after the beginning of the year 2/25, the Klingon Space Navy launched a coordinated assault on three systems; Flood, Farkin, and Ballard’s Mint.  Within a month, Lendis Wavamm, Canchicka, and New Paradise also fell to Klingon forces.

Both The Federation and the Romulans realized that this aggression could not be allowed to stand.  Without consulting the other, each side sent warships to try to stop the next Klingon attacks.  At Hadalib, a Federation task force encountered a Klingon invasion fleet.  In a hard fought engagement, the Klingons were forced to retreat, but only after severe losses to the Star Fleet force.  At the outer edge of Passarra’s Dream, a small cloaked Romulan fleet successfully ambushed the Klingon troop convoy intended to invade that system.  Without their invasion troops, the Klingons turned back.

Each side has now set its agenda.  The Klingons intend to dominate at least half of The Triangle.  The Romulans hope to take advantage of the confusion caused by the Klingons and to add up to a third of The Triangle to their empire.  The Federation would not mind acquiring bases within The Triangle, but is most concerned with keeping both the Klingons and the Romulans out of the area.

None of the sides are currently willing to back down, and all realize, through extensive intelligence efforts, that the others are prepared to oppose any efforts by anyone to expand into The Triangle.  Fortunately for the rest of known space, there is a tacit agreement between the three nations not to expand the fighting beyond The Triangle itself.  The Organian Treaty Zone and the Romulan Neutral Zone still separate The Federation from the other two combatants, while the Klingons and Romulans continue their incessant minor sparing along their common border.

Each space navy is gearing up for war, and is rushing additional ships to the bases and outposts along the border of The Triangle.  Political efforts are underway to try to sway the independent star systems and nations within The Triangle.  What exactly will happen is unclear, but it appears it is now up to the war fleets to decide the outcome.

Sides And Organizations

Each side (Federation, Klingon, and Romulan) will be composed of a senior commander plus a number of junior fleet commanders.

The senior commander (vice admiral or the equivalent) will be responsible for the overall conduct of the war.  He (or she) will handle all of the economic and budgetary issues, will allocate and reallocate ships, communicate with higher command, provide general guidance to the junior commanders, and lead a fleet in action.

The junior commanders (rear admirals or the equivalent) will each be responsible for commanding a fleet or task force.  They will maneuver their forces as they desire, engage the enemy, provide information to the senior commander and other junior commanders, and advise the senior commander on the conduct of the war.  Note that the junior commanders are specifically not required to obey orders from the senior command or from other junior commanders with a higher rank.  Of course, failure to follow orders may prove embarrassing in a court martial (this may be role played) should they fail in their missions or suffer a serious defeat.

Role Playing

Players should be aware that there will be an aspect of role playing in the campaign.  These rules do not cover all the possible situations.  Players may put forward ideas and attempt strategies which are reasonably consistent with their personas in the game.  The Campaign Master will resolve each situation on a case-by-case basis.

Victory Conditions

The campaign will end when the Campaign Master and/or enough players get tired of it.  At that time the side with the most important Sphere Of Influence will be the winner.  “Sphere Of Influence” is determined by adding up the Planetary Worth for each star system which is either controlled or allied to a side, or which is in its preferred state of independence (for the Federation).

Planetary Worth.  These may also be called “Victory Points”.  A Planet’s Worth is determined as follows.

•
All planets (note that the New Siberia / New Sahara system has two planets) have an intrinsic worth of 4.

•
A planet is worth +3 for each appearance on the Manufactured Goods High, Metal Ores, or Radioactives tables in the Export Index of The Triangle (page 91).

•
A planet is worth +2 for each appearance on the Manufactured Goods Medium or Pharmaceuticals tables in the Export Index.

•
A planet is worth +1 for each appearance on the Foodstuffs, Luxury Items, or Manufactured Goods Low tables in the Export Index.

•
A system which was part of any major nation’s Sphere of Influence at the start of the campaign is worth double (this does not include the six systems already conquered by the Klingons).

•
A system which is described as “Pro” one of the great powers (see The Triangle Intelligence Briefing) provides one-half (round up) of its points to its friendly great power.  If such a system is conquered by an unfriendly power and then “liberated” by its friendly power, the friendly power receives full worth for the system.

•
A system which is normally “Independent” (see The Triangle Intelligence Briefing) provides the Federation with one-quarter of its worth (round fractions up).  If such a system is conquered by an unfriendly power and then “liberated” by the Federation, the Federation receives full worth for the system.

•
The Campaign Master may assign additional value to any system as seems appropriate.

•
The Romulan total will be multiplied by 1.2.

Starting Total Worth.


Nation
Day 000
No Conquered*


Federation
266
364


Klingon
380
357


Romulan
304
354

* = Values if the Klingons did not control the six conquered worlds.

Planetary Worth Bonus.  After one hundred days have passed, the Campaign Master will begin awarding “Planetary Worth Bonuses”.  These Bonuses will occur every fifty days thereafter, and will provide the nation with the highest Planetary Worth additional ships, preformed fleets for temporary use, special intelligence, etc. (whatever the Campaign Master feels would be useful at that point).

Force Organization

All ships in the campaign will be organized in one of two ways; in fleets or in garrisons.

Fleets.  Each player will normally command one fleet (more may be assigned depending on the number of players and the extent of the forces involved).  A fleet consists of at least one ship, and has no upper limit (see Appendix B, Fleet Organizations, for fleet organization requirements).

Garrisons.  Ships may be assigned to star systems as garrisons.  These ships are limited in their ability to move from their assigned system.

Reorganizing Fleets And Garrisons.  Ships in fleets may be moved between fleets by mutual agreement between the fleet commanders.  Ships may be moved between fleets and garrisons by order of an individual fleet commander.

Creating New Fleets.  The Campaign Master will provide the starting fleet organizations.  Thereafter, a senior commander may organize a new fleet, provided it is able to meet the organizational requirements (see Appendix B), and assign a commander to control it.

Fleet Detachments.  Detachments are units consisting of one or more ships which would not normally be large enough in number to warrant a fleet commander, and which are used to move ships from one location to another.  A detachment may be formed under either of two conditions.

First, any fleet commander may organize a detachment from among the ships in his own fleet.  The detachment may be ordered to proceed to any base, outpost, or star system.

Second, the senior commander may organize a detachment from the ships at any base, outpost, or star system.  He may order the detachment to proceed to any other base, outpost, or star system.

Upon arrival at its destination, a detachment will become part of the garrison at that location.  A detachment may be sent to a location with hostile forces.  In such a case, unless it has explicit orders describing its activities, it will always immediately engage the enemy force, and fight to the death if necessary.

A detachment may be used to form a raider or patrol unit (see the Raiders And Patrols rule) and to order it into position.

Fleet Integrity.  Ships which are assigned to a fleet remain part of that fleet until detached.  Ships may be ordered away from a fleet by the fleet commander and still remain under the fleet commander’s control.

A fleet commander may only attach ships to his fleet if the ships to be attached are at the same location as the fleet and the fleet commander.

The senior commander or another fleet commander may give orders to any ships not with their controlling fleet.  For a fleet commander to do this, he must be present with the ships receiving his orders.

A ship is considered to be detached from its fleet when; 1)
the fleet commander orders it into another fleet or a garrison, or 2) The ship is separate from its fleet and is given an order by the senior commander or another fleet commander.

Days And Turns

The campaign will not use “turns” in the traditional manner.  A force commander will give his force an order to do something (usually movement).  The force will execute that order and operate accordingly until it fulfills the order or the commander issues a new order.  Events and activities will normally be resolved by individual days within the campaign..

For administrative purposes, campaign days will be grouped into units of ten.  Reinforcements, new intelligence information, political developments, etc. will all normally be announced at the start of a group of ten days.

For movement purposes, the minimum time for a movement is one day.

Campaign Orders And Information

A number of forms and records are used to communicate between the players and the Campaign Master, and to record what is happening in the campaign.

Fleet Listing.  Each commander will maintain a listing of all of the ships under his overall command.  This will include at least;

•
Any division or squadron organizations

•
Ship names

•
Ship class names

•
Ship classes

•
Crew statuses

•
Damage conditions

The Campaign Master will provide each commander with an initial Fleet Listing.  This record is updated by the force commander whenever any of its information changes.

Garrisons Listing.  The senior commander will maintain a listing similar to the Fleet Listing for all ships assigned to garrisons.  In addition to the information on the Fleet Listing, each ship’s information will note at which system it is located.

Fleet Order Form.  A player will use the Fleet Order Form to indicate the activities of his fleet.

Movement

Campaign movement is based on the chart of The Triangle (provided separately) from the FASA source book.  The distances between systems are determined in Appendix D.

Except in special cases,  all movement will only be between star systems.  Fleets, garrisons, and detachments are either located in a star system or are moving between star systems (star bases and outposts which are not located in star systems are treated as star systems for movement purposes).  Given the distances between star systems, and the three dimensional nature of real space, encounters between forces other than at star systems are unlikely and will be dealt with by the Campaign Master on a case-by-case basis (although ships and forces may be detected as they pass through areas with planets in them).

Warp Speed.  Interstellar movement is expressed in terms of “Warp Speed”.  For normal movement a ship or formation of ships will specify a speed to be used in transit between star systems.  This will determine the length of time required for the force to complete its movement.

Warp Speed is defined as a speed in light-years equal to w3, where w is the Warp Speed (ex. warp 2 is 23, or 8 times the speed of light).  See Appendix C (Warp Speed Travel Time) for the time required to move a distance at a given warp speed.

Cruising And Emergency Warp Speed.  Ships are capable of two levels of Warp Speed; Cruising and Emergency.  A ship may move up to its Cruising speed with no penalties.  Furthermore, unless otherwise stated by a commander, a ship is always assumed to move at its maximum Cruising speed if possible.

When ordered, a ship may move at its Emergency Warp Speed.  A ship may suffer damage in any day or part thereof in which it uses Emergency Warp Speed.  The Campaign Master will determine and allocate any damage incurred.  If a ship uses its Emergency Warp Speed, then it may suffer damage for each use (see the Emergency Warp Speed Damage section in Appendix A).  If damage happens, it will typically occur at the end of the current day (the Campaign Master may assign other times as appropriate).  A ship which suffers damage to its warp engine(s) due to using Emergency Warp Speed will immediately drop out of warp, and will require one full day to regain its ability to enter warp.

Fleet Movement.  Fleets of ships are limited to the maximum speed of the slowest ship in the fleet.  Individual ships within a fleet may use Emergency Warp Speed to keep up with the formation.

Impulse Power.  A ship moving under impulse power will not have sufficient speed or endurance to move from one system to another.  The only function of impulse engines in the campaign is to explain how a ship without warp movement is able to move within a system at sub-light speeds.

Cloaked Ships.  Cloaked ships may move at warp speeds.  To determine the maximum warp speed of a cloaked ship, subtract the Power To Cloak from the ship’s total power.  The remaining power from the warp engines (and only from the warp engines) may be used for warp movement in the same manner as for tactical movement (i.e., the movement ratio determines how much power is required for each point of warp speed).  A ship which does not have at least its minimum movement ratio in warp engine power is not able to attain warp speed while cloaked.

In all cases, a cloaked ship which moves at a speed of more than warp 3 will be detectable normally (i.e., as if it were not cloaked).

Determining Travel Times.  To determine the time required to travel between two systems;


1)
Look up the systems in the Master Planet Listing (Appendix D).  Refer to the Location columns (S and E).


2)
Use the Pythagorean Theorem to find the distance in parsecs;



( (Planet 1 S - Planet 2 S)2 +



     (Planet 1 E - Planet 2 E)2 )1/2




[Note: The 1/2 power is the square root.]


3)
The result is in parsecs.  Multiple this result by 3.26 to find the distance in light-years.  Round all decimals up to the next whole number.


4)
Select the warp speed to be used in the movement.


5)
On the Warp Speed Travel Time table (Appendix C), cross reference the warp speed and the distance in light-years (use the next higher number if there is no exact match).  The result is the time required to make the movement.

An Excel file (named Movement Computer) will also be provided to handle the determination of travel times.  The Campaign Master will use this file to determine all official movement rates and times.

Monitor Movement.  Monitors are a special breed of warship in the Star Trek game system.  They normally do not have true warp engines, and are not capable of warp movement.  This would make them effectively useless, as they could not maneuver with “real” star ships in combat.  For campaign purposes, monitors will be allowed to move normally in tactical combat, but will not be permitted to use warp movement between systems.  Monitors must be towed between star systems by other star ships.

Towing.  A ship suffers a reduction in its movement ability when towing something.  The effects of towing are listed in the Towing table (in Appendix A).

A ship of Class VIII and below may tow only a single ship.  A ship of Class IX and above may tow two ships.  A tug, regardless of size, may tow two ships.  Up to two ships may tow a single ship.  When towing two ships, add the classes of the towed ships to determine their effect on the towing ship.  When two ships are towing a ship, add the classes of the towing ships when determining the relative class size for the Towing table.  Tandem tows (i.e., one ship towing a ship which in turn is towing another ship) are not allowed.

Ships designated as a “transport” may also act as a tug.  A list of “tugs” is provided in the Tugs And Tug Equivalent Ships list in Appendix A.  Tugs and ships designated as tugs use one line higher on the towing table than other ships.

Sensors And Detection

Ships in or approaching a star system will be able to detect other ships which are in or are approaching that system.  The following information will be available before tactical contact is made;

•
The number of ships of each size Category present.  Size Categories are;

Small
Classes I - V

Medium
Classes VI - X

Large
Classes XI - XV

Huge
Classes XVI - XX

Outpost
All bases and outposts

•
The nationality of the maker of the warp engine(s).

•
If more than one group of ships is present, ships will be identified as to which group they are in.

Communicating.  One side (or both sides) may attempt to initiate communications with the other.  In this case, the contacted side will be informed of the nationality of the contacting side.  If the contacted side responds, the contacting side learns its nationality also.  No subterfuge is allowed in such communications.

Shut Down Engines.  Ships which have shut down their engines are not detectable at the campaign level by sensors.  Such ships will only be detected at the tactical level.

Detecting Cloaked Ships.  When one or more cloaked ships are present in a system or are entering an occupied system, all other ships will have a chance to detect their presence.  This detection will only reveal the presence of a cloaked ship, not its exact location, although the information obtained will be considered sufficient to allow an enemy to move into tactical range of the cloaked ship.

Each ship will have a 3% chance of determining that each cloaked ship is present in the system.  This check is made when the possibility of detection first occurs, and daily thereafter.  A star base or outpost will have a 5% chance of making this detection.  A cloaked ship is not informed as to whether or not it has been detected.  [Note:  The tactical rules do not play well with cloaked ships; so it is the intention of the Campaign Master to minimize the effect of cloaked ships in the campaign.]

Shadowing.  “Shadowing” involves the careful following of an enemy force to see what it is doing.  In the campaign this will be executed as a special form of movement and encounter.

Whenever two forces separate, one or both may create a detachment to shadow the enemy.  To successfully shadow a force, the shadow must have a cruising speed which is equal to or greater than the speed being used by the shadowed force.

A shadowing vessel will follow the shadowed force at the edge of sensor range.  The shadowed formation will know it is being shadowed.

When a shadowed force stops at a system, it may turn on its shadowers to force them to retreat.  Shadowing units are assumed to retreat one day’s movement from the system.  If the shadowed force leaves the system the next day, then the shadow is broken.  The shadowing units know that the shadowed force did not come back in their direction.  One full day is required in a system to perform this maneuver.

Whenever a shadowing ship breaks off the shadowing, it will immediately move to the nearest friendly system where it will join the garrison or other forces located there.  If a friendly fleet is closer, it will join that fleet.

Raiders And Patrols

Raiders and Patrols are groups composed of one or more warships sent out either to prey on enemy shipping or defend against such attacks.  Raiders and Patrols are recorded and tracked as for fleets, but are under the direction of a senior commander for administrative purposes.

Raiders and Patrols are assigned to a Patrol Sector.  A Patrol Sector is defined by listing three or four star systems which encompass an area of approximately ten square parsecs (see The Triangle map, provided separately).  For example, the area between the systems of Workday, Doo, and Laidan in the Orion Frontier Mercantile Association (also known as “Turnstile”) is about the size of a Raiding Sector.  The Raiders or Patrol are assumed to be moving about the assigned sector.  They generally avoid approaching within effective detection range of any star system.

Raiders operating near enemy systems have a 10% chance of contacting a convoy each Campaign Turn.  This may consist of neutral merchant ships, unescorted enemy merchant ships, escorted enemy merchant ships, or enemy warships.  Raiders will always attack any contact, hoping that it is an enemy convoy.

Patrols will automatically act as escorts for any convoys passing through their patrol area, and will be alert to contact enemy Raiders.  If a Patrol and enemy Raiders operate in overlapping sectors, there is a 2% chance each day that they will contact each other.  As Patrols will always be assumed to be aware of friendly ship movements in their territory, they will know an enemy force when contacted.

Raiders or Patrols may be withdrawn from their sectors by orders of the senior commander, with the ships moving to a friendly star system.  They may also be absorbed into a fleet by a fleet commander.

Blockades

Any time an unfriendly ship or unit is the only force at a system, that system will be “blockaded”.  Merchant ships are not able to enter or leave the system, and the blockaded system provides no Planetary Worth to any side.  Blockaded systems are still able to communicate normally.

Encounters

An encounter occurs whenever two forces are at or are entering the same system, or when Raiders and Patrols interact.

Encounter Orders.  After being informed of the sensor information (see Sensors And Detection), each commander must issue one of the following orders;

•
Withdraw - The force will leave the system at warp speed and move to another system.  Specify the system to which the force will move.

•
Engage - The force will attempt to attack the other force.  Specify whether or not the engaging force will attempt to pursue an enemy which withdraws.  Raiders always issue this order.  Patrols issue this order if the force encountered is equal to or smaller than their own.

•
Evade - The force will attempt to remain in the system without engaging the enemy.

•
Stand - Take a position within the system (typically at a planet), and hold that spot.  This order may only be issued by a force which is already in a system.

Encounter Results.  What happens will be determined by the combination of the force orders:

•
Withdraw / Withdraw - Each force leaves the system and moves as ordered.

•
Withdraw / Engage - The Withdrawing force leaves the system.  If the Withdrawing force is able to move at a speed of at least Warp 2, then there is no encounter.  If the speed is less than Warp 2, then a fight will occur.

•
Withdraw / Evade - The Withdrawing force leaves the system.  The Evading force remains in the system.

•
Withdraw / Stand - The Withdrawing force leaves the system.  The Standing force remains in the system.

•
Engage / Engage - A fight occurs.

•
Engage / Evade - If the Evading force is faster, it will successfully evade the Engaging force and both forces will remain in the system.  If not, a fight occurs.

•
Engage / Stand - A fight occurs.

•
Evade / Evade - Both forces dance around the system avoiding each other.

•
Evade / Stand - One force dances around the system, the other sits at its selected position.

•
Stand / Stand - If the Stand positions are the same, a fight occurs.  Otherwise, both forces sit at their selected positions..

Locations For A Fight.  There are four general and one specific location in any system at which a fight may occur.

•
Open Space - Away from all planets, moons, asteroids, etc.

•
Near A Planet - A planet and possibly its moon(s) form the center of the battlefield.

•
In An Asteroid Belt - Ships approach from opposite sides of an asteroid belt, or along the length of the belt.

•
Near A Star - Close to the surface of the local star.  One side of the battlefield will be the surface of the star, and cannot be entered.

•
At A Specific Planet - This must be an inhabited planet, or a planet with a base of some kind on or at it.  One fleet starts at or near the planet.

When A Fight Occurs.  The location of an encounter is determined either by the form of the encounter or by the interaction of the participants in the fight.  Specific conditions and player role playing may modify these conditions somewhat.  The Campaign Master will resolve any such situations.

•
Withdraw / Engage - This is a pursuit fight, and will always occur in Open Space.

•
Engage / Engage - The faster force (i.e., the force whose slowest ship has the higher Emergency Warp Speed) may select the location for the fight.

•
Engage / Evade - The Engaging force selects three locations in order of preference.  The Evading force will either; 1) select one location in which to fight, or 2) select two locations in which not to fight.

-
If the Evading force selects where to fight, and that location is one of those listed by the Engaging force, then that is the location of the fight.  If it is not one of the Engaging force’s selections, then the first location on the Engaging force’s list is the location of the fight.

-
If the Evading force selects where not to fight, then the first location on the Engaging force’s list which is not on the Evading force’s list is the location at which the fight will occur.

•
Engage / Stand - The fight will occur at the location the “standing” force selected.

•
Stand / Stand - The fight will occur at the location both “standing” forces selected, with either; 1) the force which was already at the location, or 2) the faster force at the location.

Types Of Setup.  All battles start as one of three types.  The exact setup of any battle will be determined by the Campaign Master based on the specific conditions of each encounter.

•
Pursuit - One force is chasing the other.  In this case, the leading ship of the pursuing force is placed directly behind and just within lock-on range of the rear ship of the pursed force.  Withdraw / Engage and Engage / Evade situations use Pursuit setups.

•
Meeting - The forces are approaching each other.  One force selects a direction of approach.  The other enters the fight from within a 120° arc to the first force’s front.  The closest ships are just within lock-on range.  Engage / Engage situations use Meeting setups.

•
Assault - One force is relatively stationary and the other is approaching it.  In effect this is the same as a Meeting, but the forces are directly facing each other with the closest ships just within lock-on range.  Engage / Stand and Stand / Stand situations use Assault setups.

Communications

Communications, according to the source information, normally move at warp 15.  However, it is impractical to track the time required for messages to move between locations.  Therefore, to simplify communications, all messages which must travel through interstellar space are assumed to reach their destination at the end of the day in which they were sent.  Fleets may not act upon information which has not yet reached them.

Intelligence

Players will be provided intelligence as is consistent with the situation of the campaign.  This will be communicated by the Campaign Master as appropraite.

Players are also free to gather information from other players in the game. Information communicated to a player outside of the campaign may be used freely within the game.  A player intentionally divulging information about other players on his or her side to their detriment may be removed from play by the Campaign Master for having a bad attitude.

Training

Fleets which are under the command of an admiral (i.e., player) may engage in training to increase its ships’ Crew Efficiencies.  To qualify for training, a fleet must be stationary at a system, not be engaged in any efforts to conquer a system (or even present where this is ongoing), not engage the enemy, not in an enemy system, and not undergoing repairs.

For every full group of ten days which a fleet spends in training, each ship will advance its Crew Efficiency according to the Crew Efficiency Training Table (Appendix A).  Bases, outposts, and ships in garrisons may take part in training conducted by a fleet in the same system.

Repairs - General

Ships which have received damage will require repairs.  Damage repaired during a battle is treated as temporary fixes.  Permanent repairs may only be completed by dedicated repair units.

Recording Ship Damage.  Any time a ship sustains damage, that damage must be noted on the Master Fleet Listing.  This damage is recorded even if the ship performs temporary repairs.

Limit On Temporary Repairs.  Temporary repairs performed during battle are effective only until the end of the battle in which the damage was received.  This means that the repairs last long enough for the ship to complete the battle and move to safety (if necessary).  After this, all of its damage is applied (note that this could result in the ship becoming inoperable and requiring a tow).

Repair Activities.  Repairs may be performed at any of three types of repair units; 1) base / outpost / repair facility, 2) tender / repair tender, or 3) planet.  Repair capable units are listed in the Ship And Outpost Repair Capabilities table (in Appendix A).

Each repair capable unit is rated in terms of the total number of damage boxes which it is able to repair per day.  Thus a facility rated as a “5”, could repair up to 5 damaged boxes per day.  Note that for weapons, shield generators, and other equipment which uses the “five hit boxes”, each such “box” counts as five repair boxes.

Star bases, outposts, and repair facilities have the greatest capacity to perform repairs.  Any type of damage to any vessel may be fixed at one of these locations.  Repair facilities are small, mobile shipyards which possess foldable gantry structures to surround the ship to be repaired.  They are identified in the ship listing as “Repair Facility” or “Mobile Repair Facility”.  Mobile repair facilities may not move during the day in which they perform repairs, and require one full day to set up for operation plus one full day to prepare for movement.  They may not perform repairs during either of these times.

Repair tenders are vessels equipped with machine shops, fabrication systems, and other facilities for repairing damaged ships.  These ships are identified in the ship listing as either a “Repair Tender” or simply a “Tender”.  Repair tenders may not move during the day in which they perform repairs.  Unlike Repair Facilities, tenders do not enclose the ships they work upon.  This limits their capabilities.  Tenders and repair tenders have the following limitations;

•
They cannot repair warp engines which have damage above 75% of the power points.

•
The cannot repair impulse engines which have been completely destroyed.

•
They cannot repair superstructure which has damage above 75% of the total superstructure points.

•
They cannot repair systems which have damage at the “Out” box level.

Some planets have the ability to repair ships.  These planets are indicated on the Master Planet Listing (Appendix D).  If a ship cannot land on the planet, then the planet has the capabilities of a Repair Tender.  If the ship can land on the planet, then the planet has the capabilities of a base.

Performing Repairs.  Repairs may be performed when a ship spends one full day with a repair unit.  Units with repair capability may repair themselves at their normal rate of work, provided that the unit has at least 50% of its superstructure at the time it starts the repair work.

Combat Status During Repairs.  While under repair a ship is not operational.  The unit under repair may not move or engage in combat.  A repair facility which is performing repairs may not move (this includes not rotating in place), but may fire and raise shields normally.  The shields of a repair facility also protect the vessel under repair.

A repair tender may move and engage in combat normally while assigned to perform repairs, however, should it move, other than to rotate in place, it will perform no repairs during the current day.

Outposts may function normally in combat while performing repairs.

Repairs - Alien Technology

The ships and equipment of one nation may be captured by enemies, who may wish to use them.  Repairing and otherwise using enemy equipment will fall into three categories;


1)
Repairing a ship using its own technology,


2)
Repairing a ship using the repairing nation’s technology,


3)
Removing systems for use on the repairing nation’s ships.

Work Rate.  All work on alien technology requires triple repair capacity (i.e., it takes three “boxes” of repair capacity to work on one box of an alien system).  This also applies to installing a nation’s own equipment on an alien ship or installing alien equipment on the nation’s ships.

Equipment Limitations. The following “systems” are covered by this rule; computers, engines (warp and impulse), weapons, shields, superstructure, and engineering grids.

Computers are integral to the individual ship (i.e., the Star Trek universe uses “mainframe” technologies, and the computers are completely integrated within a ship).  Computers may not be moved or transferred except to replace an identical piece of equipment.  Refer to the Damaged Computer Status Table in Appendix A to determine if the computer on a damaged ship is operational or not.  If the computer is not operational, components of the ship may still be repairable and usable, but the ship is not.

An engine which has suffered 100% or more damage is not repairable by another nation.

Weapons which are mounted in banks must be moved as banks.  Banked weapons may not be split up.  The worst case arc of fire restrictions apply to alien weapons moved to a repairing nation’s ship (ex., Federation weapons moved to a Klingon ship are limited to two arcs of fire).  A weapon which has damage at the “Out” box level is not repairable by another nation.

All six shield generators must be operational to be used.  A shield generator which has damage at the “Out” box level is not repairable by aliens, and the shields cannot be removed from the ship.  Shield generators from another ship with identical shield generators may be used to create a full set of six generators.

Otherwise, there are no limitations on superstructure repairs, other than the triple work rate requirement.

Any ship which has damage at the “Out” box level to an engineering grid is not repairable by another nation.  Components may still be repairable and usable, but the ship is not.

A ship whose warp core has been ejected or destroyed is still repairable by an alien nation.

Fixability Roll.  In the following rules the “Fixability Roll” will be referenced.  To determine if an alien system is repairable, divide the number of undamaged boxes by the total number of boxes in the system.  This is the target value of a percentile dice roll.  If the roll is less than or equal to the Fixability Roll value, then the roll is successful, and the equipment is repairable.  The minimum Fixability Roll will always be 5%, regardless of the level of damage suffered.

Control System Roll.  In the following rules the “Control System Roll” will be referenced.  When mating two systems from two different technologies, a Control System Roll is required.  This is a percentile dice roll to see if the system is compatible with the existing control systems.  On a roll of 75 or less, the systems are compatible.  On a roll of 76 or greater, the systems are not compatible.  A failed roll means that it is impossible to install the equipment.  This is a permanent failure.  If installing your equipment on an alien ship, no similar piece of equipment may be substituted.  If installing alien equipment on your ship, the specific alien system is incompatible with all of your ships and with anyone else’s ships (and so is worthless).

All systems which require a Control System Roll to be installed are subject to the Battle Kluge Roll rule (see below).

Repairing A Ship With Its Own Technology.  This may be done by any repair unit, provided the damage to the alien ship does not exceed the repair capability of the repair unit.  For each damaged system to be repaired, make a Fixability Roll.  If the roll is successful, then the system may be repaired.  Destroyed systems must be replaced or the ship must be operated without the system.  If an alien system is to be replaced with a similar system, then the work must be performed at a star base, outpost, or mobile repair facility.

Repairing A Ship With The Repairing Nation’s Technology.  This may only be done by a star base, outpost, or mobile repair facility, provided the damage to the alien ship does not exceed the repair capability of the repair unit.  Make a Control System Check for each system to be installed on the alien ship.

Removing Systems For Use On The Repairing Nation’s Ships.  This may only be done by a star base, outpost, or mobile repair facility, provided the damage to the alien ship does not exceed the repair capability of the repair unit.

Before a system is removed form an alien ship it must be fully repaired.  A Fixability Roll is required before this is done.  Once the system is removed, a Control System Roll will be required to see if it will work on the target ship.

Battle Kluge Roll.  Any time any piece of alien equipment on a ship takes damage, a D10 roll must be made.  On a result of 0 (zero), the jury-rigged connections fail, and the equipment ceases to operate.  The system may be repaired in the same manner as it was installed (i.e., repeat the installation rolls).

Ship Replacements

At the start of each group of ten turns the Campaign Master will inform the senior commander of each side what, if any, ships have arrived as reinforcements and replacements.  All such ships are assumed to be fully functional and fully crewed.

Senior commanders may make requests for specific ship types or classes.  The Campaign Master may take this into account when determining what ships to provide in future turns.

Crew Replacements

Crew losses from combat must be replaced.  Star bases and outposts are the focal points for replacement personnel.  Each star base and outpost begins the campaign with replacement personnel present.  At the start of a group of ten days additional personnel will arrive.  Each location is also limited as to the total number of crew replacements which will be housed there.  Senior Commanders may request that additional crew replacements be provided, but this may impact the allocation of ships.

Location
Start
/ 10 Days
Limit

Federation Star Base
1,200
80
3,000

Federation Outpost
800
70
1,800

Klingon Star Base
800
90
1,600

Klingon Outpost
300
70
1,200

Romulan Star Base
500
50
1,200

Romulan Outpost
400
40
1,000

Crew Replacements may only be used to replace a ship’s crew, not is marines.

Assault ships and colonial transports may be used to carry personnel from star bases or outposts to forward areas.  The commander controlling such a ship must track the number of personnel on the ship, and identify which are “crew” and which are “marines”.

Assault ships and troop transports arriving as reinforcements and replacements will be fully loaded with troop, unless otherwise requested.

Troops And Marines

Troops are used to occupy planets.  They arrive at star bases and outposts, and may be transported on assault ships or warships specifically configured to carry troops (this does not include colonial transports).

At the start of each group of ten days new personnel may appear at star bases and outposts.  Each location is also limited as to the total number of troops which will be housed there.  Senior Commanders may request that additional troops be provided, but this may impact the allocation of ships.

Location
Start
/ 10 Day
Limit

Federation Star Base
1,000
100
2,000

Federation Outpost
600
60
1,800

Klingon Star Base
1,200
120
2,400

Klingon Outpost
700
70
1,400

Romulan Star Base
800
80
1,600

Romulan Outpost
500
50
1,000

Crew Loss Reduction

Experience has shown that the loss rates for personnel in the tactical game system are excessive, and, at times, even ludicrous.  For tactical purposes, the rules will be left alone.  However, it will be assumed that the tactical “losses” actually represent all forms of personnel incapacitation (injury, cut off from other personnel, dead, etc.).  Therefore, after a battle a number of “dead” personnel may be recovered.

The losses in a ship’s crew and marines will be reduced by the formula:

Losses x Loss Modifier x D100 / 100

Where the Loss Modifier is:


0.75 if ship never had negative superstructure during the battle


0.50 if the ship had negative superstructure at any time during the battle


Add 0.10 to the Loss Modifier for marines in Stasis.

Drop all decimal places.

If a vessel carries both crew and marines, roll for these separately.

Crew Attribute Changes

Battle Experience.  Following a battle the Crew Efficiency of a ship will change.  Each vessel involved in the battle will have the Crew Efficiency of its surviving crew increased according to the following table:

A victory
2D10 w/ Reroll

A draw
1D10 w/o Reroll

A defeat
1D10-3 w/o Reroll, minimum 0

Reroll = on a roll of 1 on a die, add the 1 and roll again

The Campaign Master may also award any vessel up to 10 additional points of Crew Efficiency to acknowledge notable performance in battle.

Combining Crews.  Following a battle, surviving crews may be combined to increase the size of crews.  Crew Efficiencies will be adjusted proportional to the numbers and former Crew Efficiencies of new crew members added to a ship..  Heavily damaged ships may have their crews reduced to supplement other crews.  In no case may a ship have its crew intentionally reduced below 20% of its original size.

A ship which has its crew reduced below 10% of its original size, excluding any troops, must have its crew supplemented before it may move between star systems other than being towed.

Crews may not be “shuffled” between ships.  A ship may only send or receive personnel, never both.

Replacements.  Whenever a ship receives replacement personnel, a Crew Efficiency for the replacements will be generated in the same manner as for a new ship.  The Crew Efficiency of the receiving ship will be adjusted proportional to the number of new crew and the relative Crew Efficiencies.  If the size of the original crew of the vessel is greater than the number of replacements, then its Crew Efficiency will be treated as if it were 10% greater when determining the new Crew Efficiency.

Controlling Star Systems

A star system is “controlled” by a foreign nation when its forces occupy the system.  Taking control of a system is a four step process.

Step 1 - Space Control.  A force which intends to control a star system must first eliminate all enemy warships within that system.  Should enemy ships return to the system during the process of taking control, they will not break up the process unless they defeat the forces in the system.

Step 2 - Occupation.  Once control is established of the space in the system, troops must be placed on the planet to control the population.  A number of troops equal to one hundred times the System Value (see Appendix D, Master Planet Listing) is required to create an occupation force.  Note that these troops are to control the population, not to defend the system.

Step 3 - Pacification.  In each group of ten days in which the original controlling space force remains in the system (note that this force must meet at least double the requirements for a base garrison as defined in Step 4 below) and there is an adequate occupation force, then a Pacification Roll will be made by the Campaign Master to see if the system is brought under control.

System Status
Percentile Roll

Being Conquered
76+

Being Liberated
51+

A system “Being Conquered” is one which is in its preferred state and someone is attacking to change this.  A system “Being Liberated” has been conquered and is being attacked such that it is reasonable to assume that it will be returned to its preferred state.

Each Pacification roll after the first will receive a -5 modifier to the target value per roll already made and failed.

Step 4 - System Garrison.  A force of warships must be left in the system as a system garrison.  The base size of a garrison is at least three ships with a total class size of X (10) or more.  For every full group of ten days which the original controlling space force remains in the system after Pacification, the class size requirement will be reduced by one, to a minimum of I (1).  For every four class size levels by which the class size requirement is reduced, one less ship will be required for the garrison, with a minimum of one ship.

Systems within the original sphere of influence of a nation do not require the presence of a garrison.

Rebellions.  In any ten day period or part thereof in which the required ship garrison is not present for more than one day, then there will be a 5% chance of a rebellion in the system.  A successful rebellion destroys the occupying troops and sets the system free.

Star System Political Status

Systems are controlled for a number of reasons; to provide strategic support bases, for political influence, and because it is always nifty to conquer people.  All planets or alliances have three possible political states; independent, conquered, or allied.

Independent.  Independence is the standard or initial condition of all planets.  Planets listed as “Independent” (except those conquered by the Klingons at the start of the Campaign) are under their own control.  All Independent planets wish to remain free of outside rule.  Planets which are part of associations, nations, federations, etc. wish to remain with their association.  Planets with are part of the United Federation of Planets, Klingon Empire, Affiliation of Outer Free Worlds, etc. wish to remain with their nation.

Conquered.  Conquered planets are those which have foreign ships occupying the system and foreign troops occupying the planet without permission.

Allied.  Allied planets are those which have willingly allied themselves with one of the great powers (Federation, Klingon Empire, or Romulan Empire) or nations in The Triangle.  If created during the campaign, alliances must be negotiated via role playing.

Preferences Of The Great Powers.  Each of the great powers has its own view of how systems should be controlled.

The Federation prefers to let each system be independent, and, if possible, seeks to gain systems and nations as allies.  Conquest is performed only when necessary, and rarely is a system which is not allied to or conquered by the enemy attacked (there may be exceptions).  However, unless a system is allied to or occupied by the Federation, Star Fleet will not be able to maintain a presence in that system.

The Klingons prefer to conquer and garrison systems.  Although they will not turn down a beneficial alliance, they are rarely successful in seeking alliances due to their bloodthirsty nature and history.  Normally, to maintain a presence in a system they will need to conquer it, although they may simply move into the outer reaches of a system and not care about the wishes of weak inhabitants.

The Romulans prefer to threaten, cajole, intimidate, or subvert systems into alliances; although they have no problems with outright conquest.  Having fewer resources than the Federation or Klingons, the Romulans prefer not to undertake costly assaults and do not want to maintain garrisons on planets unless it is necessary.  Like the Klingons, the Romulans are in no way above taking advantage of a poorly defended but strategically located system.

Other Nations And Systems

There are a number of small nations and many independent star systems within The Triangle.  


Affiliation of Outer Free Worlds

The Affiliation of Outer Free Worlds (AOFW) is a loose federation of twelve systems allied for mutual defense.  Politically the AOFW is neutral, with moderate leanings toward the United Federation of Planets.  The Morning Garden system is in negotiations with the AOFW, and is expected to join them.

The AOFW has a modest space navy, which has at various times acted against all of the major powers.  Ships in the AOFW Space Navy are either local designs using primarily Federation technology, or ships purchased from the Federation.


Orion Frontier Mercantile Association

The Orion Frontier Mercantile Association (OFMA), also know as “Turnstile” is a group of worlds dedicated to “free” trade.  Their independence has been maintained mainly by their being useful to all of the great powers.  The worlds are openly backed by the Orion Colonies, although they receive only limited support due to the association of the Orions with the Federation.  The OFMA has a limited military capability.  Their ships are generally either Orion designs or purchased from the Klingons.


Imperial Klingon States

The Imperial Klingon States (IKS) were founded by exiles from the Klingon Empire. While technically rebels as far as the Empire is concerned, they are more like an independent nation, and are generally ignored by the Klingons.  The five systems which make up the IKS are sparsely populated, and much of the existing populations are slave workers.  They derive a major part of their income from pirate activities throughout The Triangle.  Their space navy is equipped with older Klingon equipment, and much of it is in poor repair due to a lack of spare parts.  How the IKS will respond to a general war is unknown.


Mantiev Colonial Association

The Mantiev Colonial Association (MCA) was colonized by settlers from the UFP.  The various nations on the four planets in the Association banded together for mutual protection against the nearby Klingons and Romulans.  The MCA has recently ended a civil war.  The current space navy is a rather ragged mixture of Klingon and Romulan units pieced together from the Loyalist (Romulan supported) and Rebel (Klingon supported) sides.  Diplomatic efforts by the Federation proved successful in ending the fighting, although eliminating the hatreds generated may take many years.  The traditional rallying cry of “Strength Through Alliance” is still respected, and the former adversaries may work together should an invasion of the MCA occur.


Independent Worlds

All of the star systems in The Triangle which are not part of one of the above nations act as independent entities.  One system has two separate, independent planets (New Siberia and New Sahara).  Most planets have some self defense capability, but have, in the past, relied on the support of one or more of the great powers to keep the other powers away.  The political and military situations for the systems are described in the intelligence briefings provided at the start of the campaign.

Appendix A - Campaign Tables

Emergency Warp Speed Damage

Chance of Damage:
10%

Amount of Damage:
D10
Damage


1-4
5% of power of 1 warp engine (minimum 1 point)


5-7
If 2 warp engines: 5% of power of each warp engine (min. 1 point each)



If 1 warp engine, 10% of power of warp engine (minimum 2 points)


8-9
If 2 warp engines: 10% of power of each warp engine (min. 2 points each)



If 1 warp engine, 20% of power of warp engine (minimum 4 points)


0
5% of power of 1 warp engine (minimum 1 point), and the engine is off-line for warp movement until replaced.  The ship is not capable of warp movement between star systems, but the engine still generates power for combat purposes.


•
Round all decimals up.


•
All damage from using Emergency Warp Speed is repairable by the ship as temporary repairs.

Towing


Relative Class Size


From
To
Effect


-7
or less
No effect


-3
-6
No Emergency Warp Speed


0
-2
-1 to Cruising Warp Speed, no Emergency Warp Speed


+2
+1
-3 to Cruising Warp Speed, no Emergency Warp Speed


+4
+3
-5 to Cruising Warp Speed, no Emergency Warp Speed


+6
+5
-7 to Cruising Warp Speed, no Emergency Warp Speed


+7
or more
Not possible

Relative Class Size is the class size of the Towed ship minus the class size of the Towing ship.

If, when the Effect is applied to a towing ship it causes it to have a Cruising Warp Speed of zero or less, then no tow is possible.

Tugs and ships designated as tugs use one line higher on the table than other ships.

Tugs And Tug Equivalent Ships

The following ships are tugs or may be treated as tugs for the purposes of the towing rules.

Federation

Alberto Sabella
Deep Space Tug

Kethkin
Transport

MoKal
Transport

Samson
Warp Tender

Klingon

G-5 Tugboat
Transport

G-5 Catapult
Transport

G-10 Cheater Of Death
Fleet Tug

Romulan

J-3 Starlifter
Transport

J-4 Baydron
Transport

J-10 Nurtok
Fleet Tug

Ship And Outpost Repair Capabilities

Federation:
Class
Type
Repair Rate (Boxes per day)

Derf Mark I
Tender
3


Derf Mark V
Tender
3


Derf Mark VI
Tender
4


Cle Dan Mark I
Repair Tender
2


Grayson Mark VI
Repair Tender
2


Pearl Mark I
Repair Facility
3


Alamo Mark III
Outpost
13


Alamo Mark IV
Outpost
14


R-1 Invictus
Outpost
12


R-1 Artisan
Outpost
14


R-1 All other types
Outpost
5

Klingon:
Class
Type
Repair Rate (Boxes per day)

S-4A Mender
Repair Tender
2


S-5A Healer
Repair Tender
1


S-8A Murph
Repair Facility
2


S-8B Murph
Repair Facility
2


Z-4B Deathgame
Outpost
9


Z-4C Deathgame
Outpost
10

Romulan:
Class
Type
Repair Rate (Boxes per day)

E-5 Little Nest Type 2
Repair Tender
3


S-4A Mender
Repair Tender
2


F-2 Nestar Type 1
Repair Facility
3


F-2 Nestar Type 7
Repair Facility
5


X-3 Aviary Type 1
Outpost
8


X-3 Aviary Type 3
Outpost
9


X-3 Aviary Type 6
Outpost
10


X-3 Aviary Type 7
Outpost
10

Damaged Computer Status Table


% Superstructure
% Chance of


Damage
Damage


0-60
10


61-90
30


91-100
50


101-105
60


106-110
70


111+
80

Crew Efficiency Training Table


Original Crew Efficiency
Amount of Increase


≤45
1d10-1


46-60
1d10-3


61+
None

Appendix B - Fleet Organizations

Federation

Commanders.


Senior Commander:
Vice Admiral


Junior Commanders:
Rear Admiral

Star Fleet follows a traditional rank structure for its officers.  Technically, a junior officer must always follow the orders of a senior officer (even within the same rank).  However, “the Nelson Touch” is common in Star Fleet, and officers who disobey orders and are successful, are frequently rewarded for their actions.

Fleet Designations.  A Star Fleet “fleet” is designated as a “Task Force” followed by a number.

Fleets.  Federation fleets are relatively free of organizational restrictions.  Destroyers, escorts, and cutters operate in “divisions” of two ships, preferably of the same type and class.  Corvettes operate in units of four ships, always of the same class. All other ships operate singly, and may be assigned to fleets without concerns for required grouping, except; 1) any fleet which includes a battleship must also have at least four other ships which are battle cruisers (maximum of 1 battle cruiser counts for this requirement), cruisers, frigates, or destroyers, and 2) any fleet which includes a battle cruiser must also have at least two other ships which are cruisers, frigates, or destroyers (these requirements are not cumulative).

Klingon

Commanders.


Senior Commander:
Thought Admiral


Junior Commanders:
Admiral

Klingons do not use the concept of seniority among Admirals.  All Admirals, including the Thought Admiral, are equal.  The Though Admiral is expected to conceive grand strategy, but the other Admirals are under no obligation to execute the concept.  Multiple battle group operations occur only when Admirals cooperate with each other.

Fleet Designations.  A Klingon “fleet” is normally designated as a “Battle Group” followed by the name of the commander.

Fleets.  Klingon fleets have a number of specific restrictions on their organization.  All ships of cruiser size down to gunboats, operate in squadrons of three ships.  Warships of gunboat or smaller size operate in units of five ships if possible.  Battleships, battle cruisers, scouts, and most non-warships are not required to operate in squadrons, however, once a squadron of one of these types of ships is formed, it must follow the squadron organization rules.  A Battle Group (fleet) is composed of a battleship or battle cruiser (sometimes two of these, or one of each), one or two squadrons of cruisers or frigates, one to three squadrons of destroyers, one to three scouts, and up to a squadron of repair ships.  Garrisons will normally consist of at least a squadron.  Also note that Klingon squadrons do not have to have similar ships in them; a squadron composed of a cruiser, a frigate, and a destroyer is acceptable provided they have roughly similar operating parameters (i.e., speeds).

Romulan

Commanders.


Senior Commander:
Commander


Junior Commanders:
Commander

Romulans do not use the concept of rank in the same way as other nations.  “Commander” designates someone qualified to command groups of ships.  Among the Commanders, each has a seniority, indicating who would take orders from who.  However, one fleet commander is not under a requirement to follow the orders of anyone other than the senior Commander (who “outranks” all of the other Commanders).

Fleet Designations.  A Romulan “fleet” is designated as a “Fleet” followed by a number.

Fleets.  Romulan fleets have a number of organizational requirements.  Battleships must be escorted by either a battle cruiser or two cruisers. Battle cruisers must be escorted by at least two cruisers.  All fleets must have at least four cruisers in the fleet (battleships and battle cruisers count toward this requirement).  All Romulan ships of cruiser or smaller size (except non-warships) operate in squadrons of two ships, usually of the same general type.

Meeting Organizational Requirements

At times, due to losses, it will be impossible for a fleet to meet the organizational requirements specified above.  The fleet commander and the senior commander will need to work together to see that the organizational requirements are met as soon as is reasonably possible.  If something is not done in a timely manner, the Campaign Master has the right to order a fleet or a detachment from a fleet to move to a location where it can be reorganized so as to meet the required organization.

Unit Integrity.  Once formed, divisions and squadrons may never be intentionally broken, except to fill out other incomplete units.  For example, if one ship in a Klingon squadron requires repairs, the entire squadron will wait while the repairs are made.  If necessary, the Federation may mix ship classes to maintain divisional integrity.

Appendix C - Warp Speed Travel Time

Unless otherwise indicated, all travel times are in days.

Light
Warp Speed















Years
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15

1
365
46
14
6
3
1.7
1.1
0.7
0.5
0.4
0.3
0.2
0.2
0.1
0.1

2
2 yr
91
27
11
6
3.4
2.1
1.4
1.0
0.7
0.5
0.4
0.3
0.3
0.2

3
3 yr
137
41
17
9
5.1
3.2
2.1
1.5
1.1
0.8
0.6
0.5
0.4
0.3

4
4 yr
183
54
23
12
6.8
4.3
2.9
2.0
1.5
1.1
0.8
0.7
0.5
0.4

5
5 yr
228
68
29
15
8.4
5.3
3.6
2.5
1.8
1.4
1.1
0.8
0.7
0.5

6
6 yr
274
81
34
18
10.1
6.4
4.3
3.0
2.2
1.6
1.3
1.0
0.8
0.6

7
7 yr
319
95
40
20
11.8
7.4
5.0
3.5
2.6
1.9
1.5
1.2
0.9
0.8

8
8 yr
365
108
46
23
13.5
8.5
5.7
4.0
2.9
2.2
1.7
1.3
1.1
0.9

9
9 yr
411
122
51
26
15.2
9.6
6.4
4.5
3.3
2.5
1.9
1.5
1.2
1.0

10
10 yr
456
135
57
29
16.9
10.6
7.1
5.0
3.7
2.7
2.1
1.7
1.3
1.1

11
11 yr
502
149
63
32
18.6
11.7
7.8
5.5
4.0
3.0
2.3
1.8
1.5
1.2

12
12 yr
548
162
68
35
20.3
12.8
8.6
6.0
4.4
3.3
2.5
2.0
1.6
1.3

13
13 yr
593
176
74
38
22.0
13.8
9.3
6.5
4.7
3.6
2.7
2.2
1.7
1.4

14
14 yr
639
189
80
41
23.7
14.9
10.0
7.0
5.1
3.8
3.0
2.3
1.9
1.5

15
15 yr
684
203
86
44
25.3
16.0
10.7
7.5
5.5
4.1
3.2
2.5
2.0
1.6

16
16 yr
730
216
91
47
27.0
17.0
11.4
8.0
5.8
4.4
3.4
2.7
2.1
1.7

17
17 yr
776
230
97
50
28.7
18.1
12.1
8.5
6.2
4.7
3.6
2.8
2.3
1.8

18
18 yr
821
243
103
53
30.4
19.2
12.8
9.0
6.6
4.9
3.8
3.0
2.4
1.9

19
19 yr
867
257
108
55
32.1
20.2
13.5
9.5
6.9
5.2
4.0
3.2
2.5
2.1

20
20 yr
913
270
114
58
33.8
21.3
14.3
10.0
7.3
5.5
4.2
3.3
2.7
2.2

21
21 yr
958
284
120
61
35.5
22.3
15.0
10.5
7.7
5.8
4.4
3.5
2.8
2.3

22
22 yr
1,004
297
125
64
37.2
23.4
15.7
11.0
8.0
6.0
4.6
3.7
2.9
2.4

23
23 yr
1,049
311
131
67
38.9
24.5
16.4
11.5
8.4
6.3
4.9
3.8
3.1
2.5

24
24 yr
1,095
324
137
70
40.6
25.5
17.1
12.0
8.8
6.6
5.1
4.0
3.2
2.6

25
25 yr
1,141
338
143
73
42.2
26.6
17.8
12.5
9.1
6.9
5.3
4.2
3.3
2.7

26
26 yr
1,186
351
148
76
43.9
27.7
18.5
13.0
9.5
7.1
5.5
4.3
3.5
2.8

27
27 yr
1,232
365
154
79
45.6
28.7
19.2
13.5
9.9
7.4
5.7
4.5
3.6
2.9

28
28 yr
1,278
379
160
82
47.3
29.8
20.0
14.0
10.2
7.7
5.9
4.7
3.7
3.0

29
29 yr
1,323
392
165
85
49.0
30.9
20.7
14.5
10.6
8.0
6.1
4.8
3.9
3.1

30
30 yr
1,369
406
171
88
50.7
31.9
21.4
15.0
11.0
8.2
6.3
5.0
4.0
3.2

35
35 yr
1,597
473
200
102
59.1
37.2
25.0
17.5
12.8
9.6
7.4
5.8
4.7
3.8

40
40 yr
1,825
541
228
117
67.6
42.6
28.5
20.0
14.6
11.0
8.4
6.6
5.3
4.3

45
45 yr
2,053
608
257
131
76.0
47.9
32.1
22.5
16.4
12.3
9.5
7.5
6.0
4.9

50
50 yr
2,281
676
285
146
84.5
53.2
35.6
25.0
18.3
13.7
10.6
8.3
6.7
5.4

60
60 yr
2,738
811
342
175
101.4
63.8
42.8
30.0
21.9
16.5
12.7
10.0
8.0
6.5

70
70 yr
3,194
946
399
204
118.3
74.5
49.9
35.0
25.6
19.2
14.8
11.6
9.3
7.6

80
80 yr
3,650
1,081
456
234
135.2
85.1
57.0
40.1
29.2
21.9
16.9
13.3
10.6
8.7

90
90 yr
4,106
1,217
513
263
152.1
95.8
64.2
45.1
32.9
24.7
19.0
15.0
12.0
9.7

100
100 yr
4,563
1,352
570
292
169.0
106.4
71.3
50.1
36.5
27.4
21.1
16.6
13.3
10.8

Appendix D - Master Planet Listing


Initial Status:
Fed
United Federation of Planets



Kling
Klingon Empire



Rom
Romulan Star Empire



AOFW
Affiliation of Outer Free Worlds



IKS
Imperial Klingon States



OFMA
Orion Frontier Mercantile Association



MCA
Mantiev Colonial Association



Ind
Independent World



Ind*
Independent World conquered by the Klingon Empire


Repair Level:
No
The planet cannot perform repairs to ships.



*
See the Ship And Outpost Repair Capabilities table in Appendix A for starbase and outposts.



#
Planet can perform repairs on the indicated number of boxes.




Where multiple values are given, the letters indicate the nation to which they apply





(F = Federation, K = Klingon, R = Romulan)




No nation or independent world in The Triangle will repair ships from another nation or world in The Triangle.




Repair Level computation is based on page 91 of The Triangle;





Manufactured Goods, High
20





Manufactured Goods, Medium
+10





Metal Ores


+10





Radioactives


+10







Location
Initial
Repair
System

Name
S
E
Status
Level
Value

Federation Star Base 10
8.5
5.6
N/A
*
N/A

Federation Outpost 1
9.0
4.5
N/A
*
N/A

Federation Outpost 2
8.0
6.7
N/A
*
N/A

Klingon Starbase 1
10.2
5.0
N/A
*
N/A

Klingon Starbase 2
12.6
7.1
N/A
*
N/A

Klingon Outpost 1
9.5
4.5
N/A
*
N/A

Klingon Outpost 2
11.2
5.9
N/A
*
N/A

Romulan Starbase 1
9.5
7.4
N/A
*
N/A

Romulan Starbase 2
12.6
7.5
N/A
*
N/A

Romulan Outpost 1
8.2
7.3
N/A
*
N/A

Romulan Outpost 2
11.0
4.1
N/A
*
N/A

Aaris
12.2
7.3
Ind
No
6

Actonn
9.6
5.4
Ind
2
9

Akers IV
10.5
7.1
Ind
4
13

Altharra IV
10.6
6.7
Ind
3
11

Archibald II
9.2
5.8
AOFW
2, 1K, 1R
11

Baker’s World
9.5
6.2
AOFW
3, 1K, 2R
12

Ballard’s Mint
10.8
6.1
Ind*
3
9

Bandage
11.6
6.6
Kling
3, 2F, 2R
20

Bickett
10.1
6.1
Ind
No
6

B’lev I
10.5
7.3
Rom
No
8

Broz
9.7
6.9
Rom
No
10

Bu’uli Tev III
11.0
7.2
Rom
3, 2F, 2K
24

Canchicka
11.8
7.1
Ind*
3
10

Carwile’s World
9.0
6.0
Fed
No
8

Chak
10.1
7.3
Rom
No
8

Chaniviev
11.0
7.0
MCA
3, 1K
9

Ch’lestam VIII
9.0
7.1
Rom
4, 3F, 3K
26

Colil V
9.2
6.3
AOFW
No
30

Comstock
8.5
6.3
Ind
2
9

Currie
9.0
6.3
Ind
3
11

Cyclopus
8.0
6.8
Fed
3, 2K, 2R
22

Deerlam
10.2
6.9
Ind
3
10

Derigo
8.7
5.6
Fed
4, 3K, 3R
28

Devotion
9.7
6.2
AOFW
No
6

D’kornam III
9.8
7.3
Rom
No
8

D’latta IV
8.1
7.2
Rom
No
8

Doo III
9.2
5.3
OFMA
No
6

Epliey
10.4
6.8
Ind
No
6



Location
Initial
Repair
System

Name
S
E
Status
Capable
Value
Eternity
11.8
6.9
Kling
2, 1F, 1R
14

Fan’Cam X
10.8
7.3
Rom
2, 1F, 1K
14

Farkin
10.4
6.1
Ind*
3
11

Flitner V
9.3
6.6
Ind
2
7

Flood
10.3
5.8
Ind*
2
8

Fooled Again
11.3
7.1
Ind
3
10

Fountainworld
9.4
5.9
AOFW
2, 1K, 1R
8

Freeloader
9.3
5.1
OFMA
2
8

Freeman’s Port
10.7
6.9
Ind
2
7

Gamon
8.6
6.9
Ind
No
8

Ganarra III
10.0
5.5
Kling
2, 1F, 1R
14

Geisling
9.9
6.9
Ind
4
12

Gibraltar
8.1
7.0
Ind
2
8

Green
8.6
5.8
Fed
No
8

Hadalib V
9.8
5.7
Ind
2
8

Haven
9.8
5.4
Kling
3, 2F, 2R
20

Hoot
9.4
6.4
AOFW
No
9

H’Lass
8.7
7.2
Rom
3, 1F, 1K
20

Iovine
8.8
5.8
Fed
2, 1K, 1R
16

Jav VII
9.4
6.1
AOFW
3, 1K, 2R
10

Jemison
8.5
7.1
Ind
2
9

Jonny’s Retreat
9.9
5.1
Kling
5, 4F, 4R
38

Kachtulla VII
10.7
5.8
Kling
2, 1F, 1R
14

Kallendeva
10.9
6.8
 MCA
3, 1K
9

Kannaga
9.4
4.6
Kling
4, 3F, 3R
24

Kinarra
9.0
6.6
IKS
3, 0K
9

K’Kaarr
12.5
7.4
Kling
3, 2F, 2R
18

K’Linsaan
8.9
6.7
IKS
3, 0K
9

K’Tazza VII
10.2
5.5
Kling
4, 3F, 3R
24

K’Tinnam II
10.8
5.9
Kling
4, 3F, 3R
24

Kuurg Durl IV
11.7
7.2
Rom
2, 1F, 1K
14

Laflin
9.0
5.6
Fed
3
24

Lakeland
8.2
6.4
Fed
No
10

Laidan VI
9.5
5.1
OFMA
4
13

Lanroche VIII
9.4
5.5
Ind
No
4

Lantos
12.1
7.1
Kling
3, 2F, 2R
18

Lasustelvan VI
8.3
7.2
Rom
No
8

Lazarra IV
10.5
5.6
Kling
2, 1F, 1R
14

Landis Wavamm III
11.3
6.5
Ind*
3
9

Mandukisivas
9.5
7.3
Rom
3, 2F, 2K
18

Mantiev
11.0
6.7
MCA
1, 0K
7

Marram IX
12.3
7.2
Kling
No
12

Martin’s Star III
9.8
6.4
AOFW
No
8

Mattarra III
8.7
6.8
IKS
1, 0F, 0K, 0R
6

Maze
9.6
6.3
AOFW
No
7

Meadow
8.6
6.6
Ind
No
4

Merimee
10.0
6.7
Ind
No
7

M’Lavolem
9.0
7.3
Rom
No
22

Morning Garden
9.7
6.6
AOFW
No
5

Mraarda
10.0
5.3
Kling
No
8

Mrang I
11.4
6.3
Kling
No
8

Navassa V
11.3
7.3
Rom
No
8

New New Aberdeen
9.2
6.1
AOFW
No
6

New Paradise
11.0
6.3
Ind*
No
4



Location
Initial
Repair
System

Name
S
E
Status
Capable
Value
New Sahara
10.1
6.3
Ind
No
13

New Siberia
10.1
6.3
Ind
No
7

Newlin III
8.3
6.9
Ind
No
4

Nicolii
8.7
5.3
Fed
No
16

Niic IV
9.8
6.5
AOFW
No
4

North Pasadena
8.8
6.7
IKS
No
6

Overlinn
10.2
6.6
Ind
No
4

Passarra’s Dream
11.5
7.2
Ind
No
6

Paxton III
9.7
5.9
AOFW
3, 1K, 2R
15

Paxton IV
9.7
5.9
AOFW
5, 2K, 2R
12

Penchan II
8.9
6.9
IKS
3, 1F, 0K, 1R
9

Pluuh II
8.1
6.8
Fed
4, 3K, 3R
28

Precipice
9.1
4.6
Fed
2, 1K, 1R
8

Qurellet III
12.6
7.3
Kling
2, 1F, 1R
14

Rashile
8.8
6.0
Fed
No
8

Remfry
10.4
6.4
Ind
No
4

Renarvasam
12.3
7.4
Rom
No
10

Ribald Quest
9.7
7.1
Kling
2, 1F, 1R
14

R’Limam VIII
9.7
7.1
Rom
No
8

R’O II
12.1
7.4
Rom
2, 1F, 1K
18

Rockhaven
10.0
5.9
Ind
2
8

Satterfeld
8.8
6.4
Ind
3
13

Schneiter
8.4
6.5
Ind
No
4

Stork’s Rest
10.8
6.6
MCA
4, 1K
14

Takanarra II
10.6
6.4
Ind
3
10

Tannine
9.2
6.9
Ind
No
4

Thisisit
11.3
6.7
Ind
2
7

Turbulence
8.9
4.9
Fed
3, 2K, 2R
20

Turningpoint
9.6
6.7
Ind
No
4

T’Vant VI
11.7
7.4
Rom
2, 1F, 1K
20

Veneradt III
11.2
6.2
Kling
5, 4F, 4R
34

Verianne III
11.9
6.8
Kling
2, 1F, 1R
16

Wall
8.9
5.3
Fed
No
18

Workday
9.2
4.9
OFMA
3
11

Yeartes
8.7
6.2
Fed
No
8

Yel’Camac
9.4
6.9
Rom
3, 2F, 2K
24

Zannaduu IV
11.5
6.8
Ind
3
11

Zwaalan
8.5
6.0
Fed
2, 1K, 1R
14
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