
WEAPONRY OF THE GALAXY 
 
DIRECTED ENERGY WEAPONS 
 
Phasers 
Exclusive to the Federation Starfleet, phasers are the most common directed energy weapons in their use--taking the form of both small and large personal and infantry-focused 
weapons as well as much more powerful versions equipping small craft and larger starships. 
 
An acronym for PHASed Energy Rectification, the term refers to the process by which stored or supplied energy is converted to another form for release without any intermediate energy 
transformation.  With Phasers, this energy is released by the rapid nadion effect—rapid nadions being short-lived subatomic particles that can liberate and transfer strong nuclear forces 
within a special class of crystals. 
 
Personal Weapons: Types I-III 
 
The Type I Phaser is the smallest form that these weapons have taken.  Relatively powerful, while still remaining easily concealable—they were the sidearms of choice for Starfleet 
personnel in varied scenarios ranging from typical away missions to covert operations.  They gradually began to fall into disuse in the latter half of the 24th Century (approx. 2367), but are 
still common sights in starship and starbase inventories. 
 
Type II Phasers are the most common versions in use.  Initially taking the form of angular, pistol-shaped weapons – they evolved into gradually sleeker, wand-shaped units.  In 2377, a new, 
large phaser pistol was produced for the exclusive use of the Starfleet Marine Corps (SFMC), based on experience gained during the Dominion War, with still-classified capabilities. 
 
Type III Phasers are the largest personal-use phaser weapons produced.  Taking the form of large rifles, experimental versions were produced in extremely limited quantity in the mid 23rd 
Century, but did not enter widespread use until the latter half of the 24th Century.  Continually refined in design and capability, the Type IIIB is generally regarded as the definitive version, 
issued beginning in late 2371.  In 2377, as part of SFMC modernization efforts, an exclusive ‘assault’ version was released—featuring extended range, rapid/automatic fire and other 
classified capabilities. 
 
Ship-Mounted Weapons: Types IV- 
 
Phaser weaponry equipping both small craft and larger starships has taken various forms over the years.  Throughout the 23rd Century, the predominant forms were the individual emitter, 
dual mount bank and triple mount battery.  More powerful, but less common was the Pulse Cannon (also referred to as the ‘Megaphaser’) that was capable of output on the order of 
heavy ordinance such as photon torpedoes.  23rd Century Starfleet vessels used an assortment of banks and individual emitters strategically placed in various spots across the hull, to 
cover the majority of firing arcs—with larger batteries being reserved for the largest of ship designs.  Phaser Banks in this incarnation, were able to be made as powerful as Type VIII and 
lived on in to the mid 24th Century onboard the Sabre class Scout. 
 
The early 24th Century saw sweeping technological and engineering advancements take place—one of them being the use of force-couplings to links multiple emitter segments into a 
cohesive whole.  A tactical revolution, this spelled the end to ‘blind spots’ on ships of all sizes and enhanced the firepower of small craft such as shuttles, runabouts and starfighters.  From 
here on out, the relative power of a ship’s phaser armament became dependent only on the power and design of its reactor core and associated systems. Additionally, the 2370’s saw 
the Pulse Cannon return to prominence—4 of these weapons forming the primary armament of Starfleet’s new Defiant class Destroyer and other subsequent designs since then. 
 
Type IV and V weapons were and still are far too weak in terms of overall energy output, for use on starships and are thus restricted to small craft only. 
 
Type VI Phasers have been in use consistently since the early 23rd Century.  Intially forming the primary armament of the legendary ‘Class I’ fleet beginning in the 2220’s, they can be 
found today equipping the Raptor and Avenger class Space Superiority Fighters thanks to advances in weapon and reactor core design. 



 
Types VII and VIII were the definitive weapons equipping ships produced during the late 23rd and early 24th Centuries—with Type VIII Phasers arming more recent, but smaller classes.   
 
During the mid-late 24th Century, the Type X became the mainstay phaser weapon—equipping the Nebula and Galaxy classes—and within two decades, was joined by the more 
powerful Type XII aboard the Sovereign class.   
 
The late 24th Century also saw the introduction of the most powerful phaser weapons ever.  Designated ‘Type XV’, advances in weapons design and engineering as well as power 
generation allowed this latest model to direct 200% more energy over the Type XII—slicing through shields and vaporizing hull armor on contact—at just a 20% increase in power costs.  At 
present, these weapons equip only the largest of Starfleet’s vessels (the Devonshire class Dreadnought and the Essex and Excalibur Battleship classes). 
 
Disruptors 
 
The most common, widely used directed energy weapon throughout the galaxy, disruptors in one form or another, arm the vessels of nearly every spacefaring power big and small.  They 
also serve as the sidearms in various security and ground forces outside the Federation.  They operate nearly the same as Federation Phasers, however slow nadions (as opposed to rapid 
nadions) are used to focus and direct the energy.  The energy conversion efficiency of a typical disruptor is much lower than a comparable phaser, however this con is offset by the 
reduction in size of the hardware necessary—allowing a larger, more powerful weapon to be installed.   
 
Though disruptors do rely on brute force then, to overcome their efficiency failings, the extensive experience of certain naval forces—most notably the Klingon Defense Force and the 
Imperial Romulan Navy—with disruptors has resulted in the design and deployment of extremely powerful ‘heavy’ weapons typified by the 3 MK XVIII Heavy Disruptors aboard the Klingon 
Negh’Var class. 
 
Aside from the KDF (who classifies their weapons by ‘Mark/MK’ series), the disruptor weapons used by the Romulans and other spacefaring races generally come in ‘standard’ and 
‘heavy’ versions.  Standard models are comparable in many respects to Federation Phasers and are used in the majority of combat scenarios against other starships, small craft and 
fixed installations.  Heavy models, in addition to being more powerful, generally have narrower targeting radii and in addition to mobile targets, are used against fixed targets and for 
planetary bombardment as well.   
 
Like phasers, disruptors can be configured to fire pulses and beams of varrying intensity depending on the exact hardware employed. 
 
The Ferengi Treasury Guard employs disruptor weaponry that is unique in that in addition to slow nadions, superheated plasma is also used in to generate and direct the energy.  These 
‘plasma disruptors’ have slightly higher energy conversion efficiency levels—but vastly higher thermal damage rates than their conventional counterparts.  Beginning in 2397, the KDF 
began transitioning to plasma disruptors—the only power so far to make this transition—in response to Starfleet’s introduction of Type XV Phaser Weaponry. 
 
 

HEAVY ORDINANCE 
 
Heavy ordinance has been integral to the armaments of nearly every spacefaring vessel for the past two centuries—and only recently have developments made by Federation scientists 
& engineers, brought renewed tactical & strategic importance to this area of weapons design.  Heavy ordinance is classified as either conventional or specialized and generally comes 
in either micro or full-sized forms, for use by small craft and starships respectively. 
 
Conventional 
 
Micro Torpedoes 
 
The successor to ‘missile’ type weapons in use since the mid 22nd Century, modern micro torpedoes were developed in the mid 2360’s and came into use with the Federation Starfleet’s 
Danube class Runabout.  Measuring in at or close to an average of 13.3 centimeters in length, they are most often fitted with either photon or quantum warheads and have maximum 
destructive yields of between 10 and 14 isotons (26 – 36.4 megatons).  The Cardassians, having been longtime users of plasma torpedoes have recently been rumored to be testing a 
micro torpedo fitted with a plasma charge/warhead thought to have a maximum yield of between 16 and 24 isotons (41.6 – 62.4 megatons). 
 



Photon Torpedoes 
 
First used by the Klingon Defense Forces in the early-mid 22nd Century, these weapons gradually spread among galactic navies as the years passed.  The design and engineering of 
photon torpedoes has remained relatively common and consists of an elongated, elliptical tube, inside of which are loads of matter and anti-matter (which can be varied and are 
separated by a magnetic field) along with target acquisition, guidance and detonation components and a warp-sustainer unit.  The maximum yield of modern photon torpedoes is 25 
isotons (65 megatons). 
 
Quantum Torpedoes 
 
A relatively modern weapon, developed and introduced in the late 2360’s, the Quantum Torpedo—along with upgraded Pulse Phaser Cannons—was part of Starfleet’s efforts to bolster 
its defensive/offensive posture following first contact with the Borg (2365) and the disastrous Battle of Wolf 359 that followed (2367).  Compared to the modern Plasma Torpedo that has a 
much higher maximum yield, Quantum Torpedoes are rather exotic in their engineering and operation.   
 
Utilizing a zero-point energy system, the torpedo consists of an elongated tube—streamlined a great deal compared to a standard photon casing.  Inside is contained a zero-point 
initiator, a continuum distortion emitter, a modified photon warhead of approximately 21.8 isotons yield and specially modified acquisition & guidance components—along with a warp-
sustainer unit.  Quantum Torpedoes have a maximum yield of 55 isotons (143 megatons) and are currently in use by the Federation, Klingons, Cardassians and Andorians. 
 
Plasma Torpedoes 
 
The most powerful of all conventional heavy weapons, the Plasma Torpedo originated with the Romulans, as a powerful, yet crude successor to their nuclear arsenal and found its way to 
the Gorn and the Cardassians.  The engineering behind the modern plasma torpedo is quite simple, not much more complicated than its photon equivalent.  The torpedo consists of a 
specially reinforced elongated casing that contains a mass of superheated plasma contained within a forcefield along with the typical target acquisition, guidance and detonation 
components and a warp-sustainer unit.  As with a photon torpedo, the amount of plasma used along with the temperature at which it is heated determines the maximum yield of the 
torpedo.  After extensive research and testing on the part of the Romulans, a conclusive maximum yield of a plasma torpedo is 165 isotons (429 megatons).   
 
Subsequent to the terms of the Klingon/Cardassian treaty of 2378, the Klingons gained access to Plasma Torpedoes beginning in 2383. 
 
 
Specialized 
 
Only two distinct types of Specialized Heavy Ordinance exist and are in use today.  Both are classified as Weapons of Mass Destruction due to the fact they can subvert and penetrate 
all known forms of conventional shielding and armor plating to kill or bring significant harm to humans (and other life forms) and/or cause significant damage to artificial structures (i.e. 
buildings) & natural structures (i.e. mountains).  The Federation Starfleet is the only user of such weapons—though with recent intelligence reports pointing to the development of 
biogenic weapons on the part of the Typhon Pact—it can be reasonably inferred that Starfleet will be strongly inclined to supply specifications and technical assistance regarding 
Specialized Heavy Ordinance to other allied powers. 
 
Tri-Cobalt Torpedoes 
 
The Tri-Cobalt Torpedo originated in 2365 as the predecessor to the Quantum Torpedo, the product of a classified research project to develop a demolition-type weapon for use against 
large, fixed installations and more urgently, against the Borg as well.  It utilizes a unique three-tier warhead comprised of approximately 200 artificial quantum filaments along with equal 
amounts of anti-matter and tri-cobalt all separated by magnetic fields.  Approximately twice the size of a standard Photon, only the MK II, III and IV type launchers are rated to handle 
these weapons—which are approximately 50 times more powerful than Quantum Torpedoes, having a maximum yield of 2,750 isotons (7,150 megatons). 
 
Their power is such that, under certain conditions, they are capable of producing disruptions in subspace. Subsequently, they were banned by the terms of the Second Khitomer Accords 
(2372).  With the formation of the Typhon Pact in 2381 and various ‘acts’ having been perpetrated by the states of the pact against various states of the Federation Alliance 
(predominantly the UFP itself) since 2387—the Klingon High Council together with the Federation Council agreed to remove the subspace weapon provision from the aforementioned 
treaty.  So far, Starfleet is the only naval force to use these weapons (the deployment plans of which, including which starship classes are equipped with them, remain highly classified) 
and has only used them once in its history—in early 2366, during Commodore Edward Sherman’s infamous ‘scorched earth’ campaign against the Cardassians, prior to the signing of the 
armistice between the 2 powers. 



 
 
Transphasic Torpedoes 
 
Transphasic Torpedoes have the distinction of being the only weapon—specialized or otherwise—not indigenously developed by Starfleet.  The weapon was brought back in time to 
2378 by a future version of Vice Admiral Kathryn Janeway.  Like Quantum and Tri-Cobalt torpedoes however, Transphasic Torpedoes were explicit anti-Borg weapons and were used by 
the crew of the Starship Voyager to obliterate a transwarp hub just prior to the return to the Alpha Quadrant.  They were used in their anti-Borg role again 3 years later during the Borg’s 
final invasion, however the Borg soon adapted to this weapon, rendering it useless (until the Borg Collective itself was dissolved). 
 
The initial development of the weapon remains a mystery and following subsequent examination by the Corps of Engineers, the engineering aspects are highly classified.  What little 
information is known however, is regarding the actual operation of the weapon.  The torpedoes work by delivering a massive subspace compression pulse existing in an asymmetric 
superposition of phase states.  If one subcomponent of the pulse is blocked by shielding, enough others will still succeed in penetrating to the target—ensuring the majority of the pulse is 
still delivered.  As part of the weapon’s anti-Borg nature, each torpedo’s transphasic configuration is different, randomly generated by a dissonant feedback effect.  Not only did this 
prevent the Borg from predicting the weapon’s phase state and thus adapting for a period, but it also makes it extremely difficult to formulate a conventional defense. 
 
Due to the weapon’s nature, it was and still is impossible to determine a specific maximum yield, however extensive testing has yielded a median figure of 330 isotons (858 megatons). 
 
Torpedo Launcher Types 
 
Aside from micro-torpedo launchers that equip small craft exclusively, there are 6 major types of Torpedo Launchers that have been developed and/or are currently in use throughout 
Starfleet. 
 
2nd Class – The 2nd class torpedo launcher came into use in the early decades of the 23rd Century, equipping many of the notable ships of the ‘Class I’ and ‘Linear Warp’ eras and able 
to fire one photon ever 4 seconds.  Subsequent to the retirement of the USS Victory (CR 9754) in 2380, there are currently no active ships equipped with these launchers.   
 
Standard—An improvement over the 2nd Class launcher, this model has lower maintenance requirements, is less prone to overheating, is more compact and can fire one photon 
approximately every 2 seconds.  These launchers are in common use aboard smaller classes—such as Intrepid and Norway—where size is concerned. 
 
MK I (Burst Fire, Model I)—As important to heavy ordinance as force couplings were to phasers, the Burst Fire torpedo launcher allowed for the simultaneous launch of more than one 
photon torpedo.  The MK I model can fire up to 4 torpedoes every 2.85 seconds.  A downside to these launchers is their increase in size as well as maintenance requirements vs older 
types. 
 
MK II (Burst Fire, Model II)—An improvement over the MK I, the second burst fire model is able to fire 8 torpedoes every 5 seconds and holds the distinction of being the first launcher rated 
for use with Tri-Cobalt, Quantum and Transphasic Torpedoes. 
 
MK III (Burst Fire, Model III)—One of the most common launchers currently in service, the MK III model entered service aboard the Galaxy and Nebula classes and is able to fire a 
maximum of 10 torpedoes every 5 seconds. 
 
MK IV (Burst Fire, Model IV)—The most powerful launcher in Starfleet service, the MK IV is really little more than an incremental upgrade of the MK III—able to fire 12 Torpedoes every 5 
seconds and as such, equips relatively few starship classes. 
 
 
It should be noted that with both directed energy and heavy ordinance weapons, various powers have developed semi-automated ‘turrets’ or ‘platforms’ incorporating these systems 
for primarily defensive purposes and which can be constructed & deployed relatively quickly. 
 
 
 

 



 
ADDENDUM 
 
Nadion Pulse Weaponry 
 
As with Tri-Cobalt and Quantum Torpedoes, Nadion Pulse Cannons were one of the experimental weapon systems proposed to combat the Borg threat.  Operating on a roughly similar 
conceptual principle to Transphasic Torpedoes, instead of operating in a asymmetric phase state, Nadion Pulse Cannons operate on rotating pulse frequencies—each shot comprised of 
millions of small, separate pulses which function at separate nutations.  Upon impact with a target’s deflector shields, the shots cause the shields to modulate into a resonant harmonic 
field—violently overloading the shield generators. 
 
Despite the tactical promise of these weapons, their technological complexity led to engineering and hardware considerations that precluded their use aboard mobile platforms such as 
starships and relegating them to the orbital/planetary defense role.  Despite their role in the Tezwan Affair (2379), they remained in widespread use—mostly in core Federation systems, 
but also aboard heavily defended, custom designed orbital platforms in various outlying star systems.



Editor’s Annotations 
 
 
A publication I decided to do on the spur of the moment, the thought struck me that this would be a good idea as I pondered revisions/updates to some of my alien publications (just so 
I could keep the relative tech/strength levels straight). 
 
The power levels/effects of Phasers and other directed energy weapons are nearly impossible to explain using any sort of real world terminology or concepts—hence the lack of 
damage/energy yield figures.  All that’s known is that their output is measured in the sophisticated-sounding, but vague ‘TerraJoule’ unit of measure.   
 
I can’t remember where – but I could swear I either read somewhere or heard/saw somewhere where Ferengi Marauders were armed with some sort of plasma-based weaponry.  If I 
ever find it, I’ll most definitely make another update – but for now, that’s what’s behind the bit about their ‘plasma disruptors’.  I’m not sure if the physics would work—combining slow 
nadions with a proportional bit of plasma—but it’s an intriguing idea nonetheless. 
 
When it comes to ‘Heavy Ordinance’ on the other hand, I’ve only been able to determine 2 concrete figures—a maximum yield of 25 isotons for a modern photon torpedo and a 52.3 
isoton yield for the prototype Quantum Torpedo (which I then boosted to a nice solid 55 isotons).  All the other figures are taken from various sources listed in the bibliography.  When it 
comes to the basic operation of the weapons themselves and the physics involved, I purposely chose not to provide even basic explanations, as they are just way too complicated.  Oh, 
as far as the Megaton to Isoton conversion – I follow the calculation presented at Memory Alpha, assuming that 2.6 megatons = 1 isoton. 
 
With Plasma & Tri-Cobalt Torpedoes, I purposely inflated their yield figures.  With the former, I reasoned the Romulans would’ve maintained development on these as this was their one 
tactical ‘ace in the hole’ aside from cloaking technology.  With the latter, it seemed like a prudent move—it fits in well with the shift to a new ‘cold war’ period as well as serves as an 
intriguing plot device. 
 
Throw in Transphasic Torpedoes (from VOY: “Endgame” and the “Destiny” novel series) along with Nadion Pulse weaponry and you have the makings of a new galactic arms race (lest 
the Typhon Pact find an ‘equalizer’ soon on the same level as the Federation’s Quantum Slipstream technology……..). 
 
For some real world perspective (at least where ‘Heavy Ordinance’ is concerned), I’ve put together a table of some of the more notable US/Soviet-Russian weapons.  The US MK-1 and 
MK-3 weapons were used in World War II (dropped on Hiroshima and Nagasaki, via B-29 ‘Superfortress’ Bombers) while the ‘Tsar Bomba’ is the most powerful nuclear weapon ever 
developed (but not deployed).  Of the weapons listed, only the Russian SS-18 remains in use. 
 

Weapon Yield 
MK-1 ‘Little Boy’ (US) 13-18 KT 
MK-3 ‘Fat Man’ (US) 21 KT 

TX/MK-14 (US) 5 MT 
MK-17 (US) 10-15 MT 

SS-18 ‘Satan’ Mod 3 (RUS) 20 MT 
MK-41 (US) 25 MT 

AN602 ‘Tsar Bomba’ (US) 50 MT 
 
It is interesting then to think that the yield of the most powerful US weapon developed (the MK-41), can now be found in a 13cm Micro-Torpedo casing.  Another interesting fact concerns 
the ‘Tsar Bomba’ – its three-stage design had a theoretical maximum yield of 100 MT (more powerful than a modern Photon Torpedo, but falling short of a Quantum Torpedo).  To reduce 
the amount of radioactive fallout however, the second and third-stage featured lead tampers as opposed to the more powerful uranium-238 fusion tampers. 
 
Refer to these two Wikipedia articles for more—List of Nuclear Weapons; Tsar Bomba
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