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elcome to IRKTF

You are about to embark on a uniquely different style of Fan Club.
You are entering into the realm of the Klingon Empire and
learning what it is to be a Klingon Warrior in the 21* Century.

IKEF is but one of many Star Trek related Fan Clubs situated
across the world, the only thing that sets IKEF apart from the
others is that it is one of the fastest growing Klingon Fan Clubs in
the world.

As a member of IKEF, you will learn “The Way of the Warrior”
which is the embodiment of what it is to be Klingon; you will
experience what we do, how we do it and why we do it.

Along the way you will meet different and interesting people who
enjoy playing a Klingon in a modern day society, they could be
your next door neighbour, your family Doctor, your mailman or
even a co-worker.

We all have one thing in common and that is our love of Star Trek
which was the dream of our creator Gene Roddenberry and let’s
not forget the most important reason for why we choose to be a
Klingon Warrior, our lust for having fun.

While the majority of our members are Klingon, we are not limited
to just Klingons. This manual explains the various types of
Klingons found within our membership, you could be a
Klingon/Human Fusion as found in “Enterprise” and “The
Original Series” or a Klingon Romulan Hybrid as found in “The
Next Generation” or even a Klingon mixed with one of the many
different species found in the Star Trek Universe then IKEF is the
place for you.

If you are interested in starting a local chapter or ship this manual will show you how, IKEF has it
all. Welcome Warrior to the Imperial Klingon Expeditionary Forces, may you serve with
Distinction, Honor and bring Glory to the Empire. Qapla’

Late Klaad epetai K’Tarra Qang



The First Klingony

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

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

The First Housey

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

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

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

Klingon Barial Castomsy

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




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

The Rise of the First Cmpire

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

The First City-Ytate

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

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

Kargas and his allies are believed to have the Klingon city that still bears his name, the first true
city-state on Qo'noS. Although the city has been conquered, destroyed, and rebuilt many times over
thousands of years, Kargas' original alliance lasted for generations before the tides of war brought
down his house, which is lost in the mists of legend.

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

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



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

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

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

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

The Coming of Kablesy

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

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

When they attempted to return the money to the tyrant emperor, Molor was offended. He ordered
Morath killed and the family's land confiscated. The two brothers fought to escape, and Morath
gave his life so Kahless might live, having learned the lessons of Honor at last.

Kahless escaped into the mountains surrounding Molor's
city, where he lived alone for many years as an exile and
hermit. According to the legend, one day, while pondering
his fate, Kahless was struck by inspiration. The idea of a
code of Honor, as a way to govern the actions of true
Klingons, formed in his mind. With the fires of Honor
burning in his heart and mind, Kahless, forged the first




bat'leth in the fires of Kri'stak, a volcano in those mountains. When his weapon was ready, Kahless
returned home. He fought his way through one hundred warriors to reach Molor's throne room,
where he challenged Molor to face him in battle. Kahless slew the tyrant after a duel that lasted for
seven days and nights.

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

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

After his victory at Three Turn Bridge, the Noble Houses agreed to support Kahless and he won the
respect of friend and enemy alike. Nobles flocked to swear fealty to the new Emperor. Those who
continued to defy Kahless' power soon felt it for themselves as the Empire continued to grow.

As the years passed, Kahless' Empire became the largest and most powerful on Qo'noS. Kahless
conquered and unified the whole world under his rule, creating the First Klingon Empire. Many
legends grew up around Kahless and his successors, and Klingons often regard the First Empire as a
kind of "golden age" of Honor and Heroism.

The Legend of Kablesy

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

His battle with the Serpent of Xol is typical of many of Kahless' legendary deeds. The Serpents lair

was in the mountains where Kahless spent his years of exile, before learning the ways of the warrior
and forging his bat'leth. As a test of his new weapon, Kahless sought out the serpent in its mountain
lair. Finding it asleep, he woke it with a terrible battle cry and proceeded to fight it for hours on end.

Finally, battered and bleeding, the serpent's venom burning in his blood, Kahless drove the point of
his bat'leth into the serpent's brain, killing it. As he lay on the floor of the serpent's lair, he had a
vision of the future. The poison burned away his thirst for vengeance against Molor, and made him
realize his greater destiny, to unite the Klingon people. He coined the Klingon proverb; "revenge is
a dish best served cold." Kahless wore the hide of the serpent of Xol as his armour when he went to
face Molor, and he kept it always as a reminder of his duty to his people.

The Ytory of the Promise



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

The Har'q Inpvasion

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

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

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

The Age of TUxpapsion

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

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

By the early 21st century, the Klingon space program was well underway. The Klingons used vast
slower-than-light generation ships to explore and colonize nearby star systems. These ships took



decades to reach their destinations, carrying hundreds, even thousands of Klingons in suspended
animation. If they found their destination uninhabited, the Klingons colonized. Where they found
other civilizations, they conquered. In time, the Klingon Empire encompassed a cluster of systems
surrounding Qo'noS. Governance of this vast Empire was difficult without the advantage of
subspace communication, so many of the great houses directly governed colony worlds. This
increased the power of the houses and further divided them into separate camps.

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

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

Oath of the Klingon Umpire

Beneath the stars that drip with blood, I stand
Defiant and alone. I am here my Emperor.

Call on me I beg of thee. I was nothing before this day
And nothing shall remain if I cannot serve thee now.

Pain and suffering are my just rewards. Do with me as
Serves thee best. It matters not that I serve,
Only that which I defend.

Forfeit of life, but not of Honor. In thy cause, death at the last is welcomed. I am here my Emperor,
ready at last to
Be an instrument of thy will.

Ready to obey and die.

Klingop Laws

e These are broad based and contain no so-called “Grey Areas”, they are cut and dry.
Punishment is always left up to the courts and only extenuating circumstances are allowed to
be brought forth during trials.

e One thing to remember about Klingon law, if enough evidence is brought forth to bring a
Klingon to trial, that Klingon is guilty until proven innocent. Also if he or she is brought to
trial and found to be innocent because of someone trying to frame, lying, or incompetence;
the person responsible will do what ever punishment the accused would have gotten. Also a
Klingons word is his/her bond and any testimony given by a Klingon is considered above



most other kinds of evidence. All Klingons have the right to a speedy trial within one solar
month. (A Klingon day is 28 Terran hours long)

A Klingons word is his contract. No matter what race or culture he or she is dealing with.
Klingons do not commit treason.
Klingons do not show cowardliness in battle.

Klingons do not murder. (Murder is an act of killing an unknowing combatant or foe
without Challenge)

Klingons do not disobey the ruling Council. (Unless the Council has acted dishonorably)

An Honorable death requires no vengeance. (An Honorable death is one where the warrior
was killed during duty, challenge, battle, accident or as a result of ailment)

The Right of Vengeance is the right of every Klingon. Anyone trying to stand in the way of
it will be subject to prosecution under this right. (Right of Vengeance is the right to avenge a
death that was caused through another’s dishonorable act or acts. Example; A warrior kills
another’s mate or dishonors him or her badly in front of others)

Honor or Position Challenge; is the right of all Klingons. Every Klingon has the right to
challenge a dishonorable superior Commander or boss for his position to the point of

combat.

Any Klingon that wins a challenge must take on the loser’s responsibilities. This includes
and not limited to House members, lands, debts and work.

Klingons follow orders completely.

No law shall be made, insinuated, or practiced that brings pressure on any Klingon because
of his or her origin, color, beliefs, or political affiliation.

Klingons do not steal.

Klingons pay their debts.

Klingons must answer challenges within one standard solar day. (He or she must choose to
fight, give up what he or she has been challenged to, or retract his or her statement) But it is
rare that it is postponed at all.

Klingons do not aid or help criminals in any manor.

Klingons must show honor to those who deserve it, by not doing so results in the offended
having the right to challenge you.

Klingons must obey all rules and laws of the area or planet, which they are visiting. (Unless
we are at war with them at such time)

Klingons will respect the property other Klingons.



e When visiting another’s House, may it be Klingon or not, the visitor must show honor to the
House. (Usually done through a gift or sacrifice of oneself as in doing something for the
House they are visiting)

e Respect another’s mate. There is no adultery.

e The dishonor of a member of a House dishonors that House for 3 generations.

e It is the right of all Klingons to have proper medical treatment, chance at career choice,
chance of advancement, and the right to live their lives as they wish within the context of the
laws.

Klingop Code of Honor
What is the Klingon Code of Honor? It is a way of acting or feeling about certain things that brings
Honor or Dishonor to oneself or House. Morales may be another word that could be used. Example;
There is no Honor in killing the weak. There is no punishment in say, killing an unarmed Ferengi
because he upset you. But in doing so, it would prove to others that you are too weak to curve your
emotions and you are not to be trusted. It would also bring shame to your House for not teaching
you better. So by breaking a rule you bring Dishonor to your House also and would likely result in
your banishment from the House.
The Following Code of Honor is to Help Guide a Warrior.

e Klingons do not procrastinate.

e Klingons do not rebel against their House or Leadership. (Unless the leader of the House or
Council has acted dishonorably)

e Klingons do not attack the weak or involve themselves in dishonorable battles.
e Klingons do not let friends fight alone.

e Klingons do not forget their responsibilities. (House and Position in the culture, may it be
military or civilian)

e Klingons do not complain about discomfort. (As in harsh living or working conditions) Not
to be confused with complaining about poor Commanders or politicians.

e Klingons do not lie, cheat, or steal.
e Klingons do make sure their children are taught respect, Honor, culture, and learn what it
takes to succeed in the Empire. This includes schooling in all major academic fields. An

uneducated Klingon reflects badly upon us all.

e Klingons do not infringe on other’s life decisions. Such as choice of fields of endeavors,
military service, etc. It is ok however to give sound advice.

e Klingons always show respect to their fellow Klingons no matter what Position he/she
holds.



Klingons whenever possible, help to expand our sphere of influence throughout the
universe.

Klingons do report all crimes against the Empire that they witness.
Klingons do admit to their mistakes
Klingons do not waste.

Klingons do not make idle threats.

Dyj tlvoq taH

“Always trust your instincts.”
Klingon Anthem

Sons of Kahless
Qoy qeylIS pugloD
Qoy pugbe’pu’
YoHbogh matlhbogh je SuvwI’
Say’moHchu’ may’ ‘Iw
MaSuv, manong, ‘ach wovqu’
nl’be’ ylnmaj ‘ej maHoHchu’
batlh maHeghbej ‘ej yo’ qljDaq
vavpu’ma’ Dimuv
Pa’ reH maSuvtaHqu’
MamevQo’
MaSuvtaH ma’ov

Translation

Hear, Sons of Kahless
Hear daughters (too)

The blood of battle washes
Clean the warrior brave and true
We fight, we love, and then we kill
Our lives burn short and bright
We die with Honor and join our
Fathers in the Black Fleet.
There, we will fight forever.
We do not stop.

We go on fighting, we compete.



A Don-Profit Making Organisation

It is said that for a Warrior, Honor is more important than life and Duty is like a blade sharpened to
pierce any obstacle. A Warrior is nothing without Loyalty to one’s House and the Empire, all of
these things a Warrior must do to truly master the field of battle. To set apart the true Warrior from
the savage we now introduce the Official Warriors Guide to aid you in your journey for Honor &
Glory.

The Warrior’s Guide is designed to enhance and inspire all Klingons for the better enjoyment of
Klingon Fandom and Culture. In this guide we will examine every facet of the Klingon Military,
Commissioning ships and Commanding Ships, Awards, Ranks and so on.

The High Council




Chain of Command
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Fleet Formation

Currently there are 10 Operational Fleets under direct control of the Expeditionary Forces that
answer directly to the Chief of Fleet Operations, yujquv (High Council), the Thought Admiral and
the Chancellor.

Mempa mlch (Mempa Sector)

Cha’DIch yo’ (2™ Fleet) Operational Areas:
e UK & Europe

Qo’noS mlch (Kronos Sector)

wa’DIch yo’ (1% Fleet) Operational Areas:
e Ohio, Indiana, Kentucky, Michigan, West Virginia and Virginia

wejDlIch yo’ (3" Fleet) Operational Areas:
e Georgia, Florida, Alabama, Tennessee, Mississippi, North & South Carolina

loSDIch yo’ (4" Fleet) Operational Areas:
e  Missouri, Louisiana, Arkansas, Arizona, Texas, New Mexico, Oklahoma

vaghDIch yo’ (5" Fleet) Operational Areas:
e Connecticut, Distract of Columbia, Maine, Massachusetts, New Hampshire,New Jersey,
New York, Pennsylvania, Rhode Island and Vermont

javDIch yo’ (6th Fleet) Operational Areas:
e Alaska, California, Colorado, Hawaii, Idaho, Montana, Nevada, Oregon

SochDich yo’ (7" Fleet) Operational Areas:
e Illinois, Iowa, Kansas, Minnesota, Nebraska, North Dakota, South Dakota and Wisconsin

HutDIch yo’ (9th Fleet) Operational Areas:
e Australia, Japan and The Phillipines

wa’ maHDIch yo’ (10th Fleet) Operational Areas:
e Argentina

Yquadron Formation

Squadron Operations are very common within the Empire as they are the structural backbone of the
Fleets and during crisis situations form Battle Groups and have been covered by Klingon Tacticians
in great detail. A Squadron consists of a minimum of 3 ships or 5 when the Squadron is formed
from Scouts Class vessels or smaller, unlike those of Starfleet, Klingon Squadrons are named after
their Commanders such as for example “Vamphry’s Squadron” and operate in a formation known
as a k’tazi or Arrowhead. During extended missions the Squadron will have a Fleet Tender
assigned for the sole purpose of re-supply; this vessel is placed in the hollow centre.

Rattle Groupy



Battle Groups are only established during a crisis situation and contain a maximum of three
Squadrons and the Battle Group is given a number and form what is known as a d’li’k’tazi or Grand
Arrowhead, the strongest Squadron is placed at the tip while the other two Squadrons form the
corners, the hollow centre is where the Admirals Flagship and Fleet Tenders take up position. The
Battle Group is only dispersed once the crisis situation has been averted and the individual
Squadrons return to normal Fleet Operations.

IKEF Imperial Marine Command
Welcome to the Imperial Marine Command of the Imperial Klingon Expeditionary Forces.

e First and Foremost have fun, enjoy the fellowship of all Klingon
fans throughout the Empire.

e Promote the IMC through Community Activities and
Convention Appearances, which includes providing Security at
Conventions.

e Recruitment Drives are the only way for the IMC to grow, this
can be done by recruiting new members and remember to have
fun when doing it and the only restriction is your imagination.

The Imperial Marine Command is our first line of battle; they are the ground troops in warfare.
They patrol our domain with the assistance of the Imperial Navy and are responsible for takeovers,
seizures of worlds, bases and other vessels when necessary.

In IKEF, the Marines have Non-Commissioned and Commissioned Officer Ranks just like the
Imperial Navy, they operate within the same Chain of Command i.e. Ship, Battle Group, Sector and
Quadrant Commands. Only Marines can promote Marines, their voice is represented by the Marine
Commandant who resides on the High Council to assist in strategic affairs of the Empire; the
Commandant is also responsible for the IKEF Special Forces, a classified missions department.

A Marine can achieve like any other member the Highest Honors that can be bestowed upon a
Warrior for their hard work and devotion to duty in the name of IKEF which will elevate them
through the ranks. They can achieve Command positions such as Ship, Battle Group, Sector,
Quadrant or even one day Commandant but that would take a great many years of service.

Marine positions such as Deputy Commandant and Command Sergeant Major are given by the
Marine Commandant to assist him in keeping contact and function to all members.

e Deputy Commandant — Keeps track of all Marine Officers and all Marine Promotions.
e Command Sergeant Major — Keeps track of all enlisted personnel.

On occasion the Marines serving aboard Naval Vessels may be called upon to assist in specific
duties that fall directly under Marine Jurisdiction. When this happens, the Marine Commandant



will inform Imperial Naval Command that there is an upcoming mission and will request a specific
number of Marines depending on the availability of said Marines.

The First Duty of Marines (see below) serving onboard a Naval Vessel is the Ship and its
Commanding Officer, who may also assign them as personal guards for specific personnel aboard
the ship such as a visiting ‘aj (Admiral) or Diplomat.

Rapks and Hoporificy

Ranks within Fandom are achieved through merit, dedication and the willingness to be apart of an
Organisation or Fan C