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A N N E X  #1 
S T A R  F L E E T  B A T T L E S  C O M M A N D E R 'S  E D I T I O N  I N D E X
VOLUME I, VOLUME II, VOLUME III. ANNEX #1 . SUPPLEMENT #1 & #2

A b b r e v i a t i o n s ..................... A n n e x  # 5
A c c e l e r a t i o n ................................ C 2 . 2
A D D  .......................... s e e a n t i-d ro n e s
A d m in i s tr a t i v e  s h u t t l e s ............. J 2 . 0
A e g is  f ire  c o n t r o l ..................... D 1 3 . 0
A e ro d y n a m i c  l a n d i ng  s y s t e m ,

............................................. P 2 . 4 3 3
A m a r i l l o  D e s i gn B u r e a u .......... Z 9 . 0
A n d ro m e d a n s  .......................... R 1 0 . 0

B a t t e r i e s  .......................... D 1 0 . 5 5
A n n e x e s ..................................... A 3 . 16
A n t i - d r o n e s .................................. E 5 .0
A n t i-m a t t e r  b o m b s  .................. G 5 . 3
A r m o r .......................................... D 4 .1 2
A s t e r o i d s ........................................P 3 .0
A T G ............................................. F D 5 .2
A t o m i c  m i s s i l e s .......................... Q 3 . 2
A t m o s p h e r e .................................. P 2 .5
A t t a c k  s h u t t l e s ............. s e e  f i g h t e rs
A u x i l i a ry  c o n t r o l ........................ G 2 .1
A u x i l i a ry  p o w e r r e a c t ors  . . . .  H 4 . 0  
A u x i l i a ry  w a rp  r e a c t o r s ...........H 2 . 3

B a c k g ro u n d .................................. A 3 . 3
B a r r a c k s ..................................... R 1 .1 8
B a s e S t a t i o n s  ............................. R 1 . 3
B a se s on p l a n e t s ........................ P 2 .7
B a s ic P o in t V a l u e ........................ S2 .1
B a t t e r i e s ....................................... H 5 . 0
B a t t l e  D a m a g e : C od e  R ed . . . D 4 . 6
B a t t l e  S t a t i o n s ............................. R 1 .2
B l a ck H o l e ..................................... P 4 . 0
B o ard in g p ar t i e s ........................ D 7 . 0

A d v a n c e d  ru l e s ................ D 1 6 . 0
B o o m s ..................................... G 1 2 . 1 1
B o o s t e r P a c k s ..................................

s e e ............. W a rp  B o o s t e r P a cks
B r e a k d o w n .................................. C 6 . 5
B r i d g e ............................................. G 2 .1

C a d e t 's  G a m e ............................. A 4 . 0
C a m p a ig n  G a m e s ..................... UO . O

C a m p a ig n  N o t e s .................. U 7 . 0
O rd e r o f  B a t t l e ..................... U 3 . 2

C a p t a i n 's  G a m e .......................... U 2 . 0
C a p t ur i n g  a sh ip  . . . . D 7 . 5 ,  G 7 .4 1
C a r g o .......................................... G 2 5 . 0
C arri er O p e r a t i o n s ..................... J 4 . 6
C a t a s tro p h i c  d a m a g e ............. D 2 1 .0
C h a f f  .......................................... D 1 1 . 0
C h a in  R e a c t i o n s  ..................... D 1 2 . 0
C iv i l i a n s  .................................. D 1 5 . 8 5
C lo a k in g  D e v i c e ........................ G 1 3 . 0
C lo a k e d  D e c o y ........................ G 2 7 . 0
C o l l a t e ra l  D a m a g e .................. J 3 . 3 1
C o m b a t .......................................... D O . O
C o m m a n d o e s  ....................... D 1 5 . 8 4
C o m p u t e rs  ............................... G 1 1 . 0
C o n tro l  S y s t e m s ....................... G 2 . 0
C o n t r o l l e r .................................. C 1 . 4 4
C ra sh L a n d i n g s ..................... P 2 .4 3 1
C r e d i t s ................ Z 4 . 0 ,  Z 8 . 0 ,  Z 1 1 . 0
C r e w  Q u a l i t y ............................. G 2 1 .0
C r e w  U n i t s .................................. G 9 . 0
C r i p p l e d .......................................... S 2 . 4
C r i t ic a l h i t s .................................. D 8 . 0

D a m a g e  A l lo c a t i o n  .................. D 4 . 0
D a m a g e  C o n tro l  ........................D 9 . 0

C a m p a i g n ................................D 9 . 4
C o n t i n u o u s ............................. D 9 . 7
S h i e l d s ..................................... D 9 . 2

D a sh P a cks ,  se e
W a rp  B o o s t e r P a cks

D e a d m a n  S w i t c h  .................. M 5 . 3 5
D e c e l e ra t io n  du e  t o  d a m a g e .  . C 2 . 3
D e c k  C r e w s ................................J 4 . 8 1
D e f e n s e  S a t e l l i t e s .................. R 1 . 1 5
D E R F A C S  .................................. E 3 . 6 2
D e s i g n e r 's  N o t e s ........................ Z 1 . 0
D ir e c t F ire w e a p o n s .................. E O. O
D i s e n g a g e m e n t .......................... C 7 . 0
D is p l a c e m e n t  D e v i c e ............. G 1 8 . 0
D i s r u p t o r s ..................................... E 3 .0
D o c k i n g ....................................... C1 3 . 0
D o g f i g h t  D ron e s  ..................... F D 2 . 5
D o g f i g h t i n g .................................. J 7 . 0

D ron e s  ........................................ F D O . O
E C M d r o n e s ........................ F D 9 . 0
M u l t i - W a r h e a d .................. F D 8 . 0
P ro b e  d r o n e s ..................... F D 6 . 0
S c a t t e r- P a c k ........................ F D 7 . 0

D u s t  C l o u d s ................................ P1 3 . 0

E C C M ............................................. D 6 . 3
E C M ............................................... D 6 . 3
E C M d ro n e s ................................ F D 9 . 0
E l e c tro n ic  W a r f a r e ..................... D 6 . 3
E l e c tro n ic  W a r f a r e  P o d s ...........J 4 . 9
E m e rg e n c y  B r i d g e ..................... G 2 .1
E m e rg e n c y  D a m a g e  R e p a ir . D 1 4 . 0
E m e rg e n c y  D e c e l e r a t i o n .......... C 8 . 0
E m e rg e n c y  L i f e  S u p p or t  . . B 3 . 1  (7)
E n e rg i z ing p h a s e r s ..................... E 2 .3
E n ergy A l l o c a t i o n ........................ B 3 . 0
E n ergy M o d u l e  ........................ G 2 0 . 0
E n g i n e s ..................................... H 2 ,  H 3
E n v e lo p in g  P l a sm a T orp e d o  . F P 5 .0
E rra t ic  m a n e u v e r i n g ................ C 1 0 . 0
E v a s ion P l o t t i n g .................. C 1 . 3 2 2 4
E xc e ss D a m a g e .......................... D 4 . 4
E xp a nd i ng  S p h ere

G e n e r a t o r ............................. G 2 3 . 0

F a c i n g ............................................. C 1 .2
F a s t p a tro l  s h i p s ........................ K O . O

G e n era l  o p e r a t i o n s ............. K 1 . 0
T e n d e r s .................................. K 2 . 0
V a r i a n t s ................................R 1 . 8 0

F e d e ra t io n sh ip s  ........................R 2 . 0
F i g h t e r s .......................................... J 4 . 0

E W ....................................... R 1 . 9 7
H e a v y ..................................... J 1 0 . 0
R e l o a d i n g ................................J 4 . 8

F ire C o n t r o l .................................. D 6 . 0
P a ss i v e  ................................D 1 9 . 0

F iring A rc s  .................................. D 2 . 0
F l a g B r i d g e .................................. G 2 . 1
F ra c t i o n a l  A c c o u n t i n g  ............. B 3 .2
F ra c t i o n s ,  r o u n d i n g .................. A 3 . 5
Fre e  M o v e m e n t ........................ C 1 . 31
F r e i g h t e rs .......................... R 1 . 5 ,  R 1 . 6

A rm e d  .................. R 1 . 2 0 ,  R 1 . 21
E x p l o r a t i o n .......................... R 1 .2 6
M i n e l a y i n g .......................... R 1 . 1 2
O re  C a r r i e r .......................... R 1 .2 3
R e p a ir . ............................. R 1 .2 5
T ro o p  T ra n s  . . . . R 1 . 1 8 ,  R 1 . 1 9

F r ig a t e  C a p t a i n 's  G a m e ...........U 8 . 0
F us i on B e a ms ............................. E 7 .0

G a s G i a n t s .................................. P 2 . 2 2
G a t l i n g  p h a s e r s ........................ E 2 . 1 5
G orn S h ip s  .................................. R 6 . 0
G r a v i t y  l a n d in g s y s t e m  . . .  P 2 . 4 3 2
G r a v i t y  W a v e s ............................. P 9 .0
G ro u n d  A s s a u l t  S h u t t l e  . . . . R 1 . 9 4  
G ro u n d-b a s e d  d e f e ns e

p h a s e r s ................................R 1 . 1 4
G ro u n d  C o m b a t  L o c a t io n  . . . D 1 5 . 1  
G ro u n d  C o m b a t  M o d u l e  . . . . D1 5 . 0  
G u a r d s ....................................... D 7 . 8 3

H a n g a r B a y m o d u l e s ................ R 1 . 4
H e a t Z o n e s ................................P 1 0 . 0
H e a v y  f i g h t e r s .......................... J 1 0 . 0
H e l l b o r e s ..................................... E 1 0 . 0
H id d e n  D e p l o y m e n t ................ D 2 0 . 0
H ig h E n ergy t u r n s ..................... C 6 . 0
H i t  a nd  R un r a i d s ........................ D 7 . 8
H u l l .................................................. G 3 . 0
H y d r a n s .......................................... R 9 . 0
Im pro v e d  T e c h n o l o g y  ............. X O . O
Im p u ls e  e n g i n e s .......................... H 3 . 0
Im p u ls e  (p a r t o f  a t u r n ) . . B 2 . 3  (#6)
In t e l l i g e n t  C o m p u t e r s ............. G 1 1 . 0
In t e r-S t e l l a r C o n c o rd i u m ................

..................................... (IS C) R 1 3 . 0

In t e r c e p t o r s .................................. K 3 . 0
Ion S t o r m s .................................. P 1 4 . 0

J u m p  r a c k s ................................ F D 3 . 6

K l in g o n  s h ip s  . 
K z i n t i  s h ip s  . .

. R 3 . 0  

. R 5 . 0

L a b .................................................. G 4 . 0
L a nd i ng  on  p l a n e t s ..................... P 2 .4
L a s er ............................................. Q 3 .1
L e a k y  S h i e l d s ............................. D 3 . 6
L e g e n d a ry  O f f i c e r s ................ G 2 2 . 0
L i f e  S u p p o r t .................................. B 3 .3
L o a n i ng  E W  p o i n t s ................ D 6 . 3 9 2
L o c k - o n ........................................D 6 . 1 1

M a r in e s ,  s e e b o a rd i n g  p a r t i e s
M a u l e r s .......................................... E 8 .0
M i l i t i a ........................................ D 1 5 . 8 3
M i n e s ............................................. MO . O
M i n e s w e e p i n g  s h u t t l e s ...........R 1 . 9 2
M i n i a t u r e s .......... A 1 . 2 ,  R 0 . 5 ,  W O . O
M i n i - C a m p a i g n s .......................... T O . O
M i n i m u m  c r e w  .......................... G 9 . 4
M o b i l e  B a s e ................................ R 1 . 2 4
M o d i f i e d  V i c t o ry  C o n d i t i o n s  . . S 2 .2-
M o d i f y i n g  S h i p s .......................... S 3 . 3
M o n i t o r s ..................................... R 1 .2 2
M o n s t e r c los e - in  d e f e n s e

s y s t e m ..................................... E 6 .0
M o n s t e rs ,  s e e  S M  sc e n a r io s
M o o n s .......................................... P 2 . 2 3
M o v e m e n t ..................................... C O . O

E n ergy C o s t  o f ..................... C 2 . 0
M u l t i-w a rh e a d  dro n e s  ........... F D 8 . 0
M u l t i-ro l e  s h u t t l e s ..................... J 8 . 0
M u t i n y .......................................... G 6 . 0

N a rro w  S a l v o s ............................. E 1 .6
N e b u l a ............................................. P 6 .0
N e g a t i v e  T r a c t o r B e a m . . . G 7 . 4 1 C
N e x u s  M a g a z i n e  ........................ Z 5 . 0
N im b l e  S h i p s ............................. C 1 1 .0
N o n-v i o l e n t  c o m b a t .................. D 6 . 4
N o v a s .......................................... P 1 2 . 0
N uc l e a r S p a c e  M i n e s  ............. M 2 . 0

O r i o n  P ir a t e  sh ip s  ..................... R 8 . 0
O r io n P ir a t e  s p e c i a l ru l e s . . . G 1 5 . 0

P a ss iv e  f ire  c o n t r o l ................ D 1 9 . 0
P F ..................... s e e  f a s t  p a tro l  sh ip s
P h a s e r s .......................................... E 2 .0
P h a s e r c a p a c i t o r s ..................... H 6 . 0
P h o to n  t o r p e d o e s ........................ E 4 .0
P i lo t q u a l i t y .................................. J 6 . 0
P i nw h e e l ,  T h o l i a n  .................. C 1 4 . 0
P l a n e t s .......................................... P 2 .0
P l a sm a S h o t g u n ........................ F P 7 .0
P l a sm a T o r p e d o e s .................. FPO . O
P l a s m a t i c  p u l s a r d e v ic e  . . . . E 1 1 . 0
P l o t t i n g  m o v e m e n t  .................. C 1 . 3
P ods (a nd  t u g s ) ........................ G 1 4 . 0
P o in t d e f e n s e  d r o n e s .....................

............................. s e e a n t i-d ro n e s
P o s i tro n  f l y w h e e l ........................ C 9 . 0
P o w e r A b s o rb e r s ..................... D 1 0 . 0
P o w e r s y s t e m s .......................... HO . O
Prob e s .......................................... G 5 . 0
Prob e  D r o n e s ............................. F D 6 . 0
P ro x im i t y  f u s e ............................. E 4 .3
P s e u d o- f ig h t e rs ,  i n c o rr e c t  d e s ig �

n a t io n  f o r  " f a s t  p a tro l s h i p s "
P s e u d o -p l a s m a .......................... F P 6 .0
P s e u d o - p o d ................................ G 1 4 . 6
P s e u d o - S a t e l l i t e ..................... R 1 0 . 1 2
P u l l i ng  e n e m y  s h u t t l e

i n t o  b a y .................................. G 7 . 8
P u l s a r ............................................. P 5 .0
P urs u i t p l o t t i n g ..................... C 1 . 3 2 2

Q - s h i p s .......................................... R 1 .7
Q u i c k  R e v e r s e ............................. C 3 . 6

R a d i a t i on  Z o n e s ........................ P1 5 . 0
R a n g e ............................................. D 1 .4
R e a dy  R a c k ............................. J 4 . 8 2 2
R e p a i r .......................................... G1 7 . 0

D a m a g e .................................. D 9 . 0
E m e r g e n c y .......................... D 1 4 . 0

R e s erv e  p o w e r .......................... H 7 . 0

R e v e rs in g  d ir e c t i o n  ................... C 3 . 5
R om u l a n  s h i p s ............................. R 4 . 0
R o t a t i o n  (v i a  t r a c t o r ) ................ G 7 . 7
R o t a t i o n  (o f  b a s e ) ..................... C 3 . 7
R u l e s o r g a n i z a t i o n ..................... A 3 .1

S a t e l l i t e  s h i p s ........................... G 1 9 . 0
S a u c e rs ..................................... G 1 2 . 1 2
S c a n n e r s ........................................ D 6 . 2
S c a t t e r p a c k s .......................... F D 7 . 0
S c a l e  ............................................. A 3 . 4
S c e n a r io s  ..................................... SO . O
S c o u t  F u n c t io n s  ..................... G 2 4 . 0
S c r a m b l e r ................................... F D 5 . 4
S e c u r i t y ........................................ G 6 . 0
S e e k in g  W e a p o n s  ..................... F O . O
S e l f  D e s tru c t io n  ........................ D 5 . 0
S e n s o r s .......................................... D 6 . 1
S e p a ra t i o n ,  sh ip  ..................... G 1 2 . 0
S e q u e n c e  o f  P l a y . B 2 . 0 ,  A n n e x  #2
S h i e l d s .......................................... D 3 . 0

D r o p p i n g ................................ D 3 . 5
R e i n f o r c i n g ...........................D 3 . 3 4

S h i e ld  c l a s s ................ s e e  s i z e  c l a s s
S h i p s ................................................ RO. O
S i d e s l i p ........................................... C 4 . 0
S i z e  c l a s s ..................................... R 0 . 6
S h u t t l e c r a f t ...................................J O . O
S m a l l  T a rg e t s  ............................. E 1 .7
S n a re  (T h o l i a n) ........................ E 1 3 . 0
S p e e d ............................................. C 2 . 0
S p e e d ,  c h a n g i n g  in m i d- t urn  . . C 1 2
S t a c k i n g ........................................ �  1 .6
S t a n d a rd  O r b i t ............................. P 8 . 0
S t a n d a rd  V i c t o r y  C o n d i t i o n s  . . S 2 . 2
S t a rb a s e s  ..................................... R 1 .1
S t a r F l e e t D e f e n s e

C a m p a ig n  G a m e ................... U 3 . 0
S t a r F l e e t U n i v e rs e  .................. Z 5 . 0
S t a r l e t t e r ........................................ Z 5 . 0
S t a r l in e  2 2 0 0  ...........s e e  M i n i a t ur e s
S t a s is  f i e ld  g e n e r a t o r s ........... G 1 6 . 0
S t a t i o n  K e e p i n g ................... C 1 . 3 2 2 4
S t ora g e  ( d r o n e ) .......................... J 4 . 7
S u n s p o t s ..................................... P 1 1 .0
S u p er C o m p u t e rs ..................... G 1 1 .0
S u p e r N o v a ................................ P 1 2 . 0
S u b- l i g h t  G a m e .......................... Q O . O
S urpr i s e  ..................................... D 1 8 . 0
S w iv e l  m o u n t s ........... F P 3 .2 ,  D 2 . 3 4
S W A C  s h u t t l e s ...........................J 9 . 0

T a c t i c a l  I n t e l l i g e n c e ................ D 1 7 . 0
T a c t i c a l  m a n e u v e r s .................. C 5 . 0
T a c t i c s  .......................................... Z 2 . 0
T a s k  F orc e  G a m e s ..................... Z 6 . 0
T h o l i a n  P i n w h e e l ..................... D 1 4 . 0
T h o l i a n  S h i p s ................................ R 7 . 0
T o w i n g ........................................ G 7 . 3 2
T r a c t o r B e a m s ............................. G 7 . 0
T r a c t o r R e p u lsor B e a m s ........... E 9 .0
T r a n s p o r t e r s ................................ G 8 . 0
T r a n s p or t e r b o m b s .................. M 3 . 0
T u g s  a nd  p o d s  ........................ G 1 4 . 0
T u m b l i n g ..................................... C 6 . 5 5
T u r n i n g .......................................... C 3 . 0
T urn  M o d e s ................................... C 3 . 2

U b i tro n  In t e r f a c e
M o d u l e  ...................................D 6 . 5

U n c o n t r o l l e d ................................ G 2 . 2
U n d e r m a n n e d ........................... G 9 .4 1
U p-R a t e d  s h i p s ...........................X O . O

V a r i a b l e  P u l s a r ............................. P 5 . 0
V i c t o r y .......................................... S 2 . 0

W a rp  B o o s t e r P a c k s ...................J 5 . 0
W a rp  E n g i n e s ............................. H 2 . 0
W e a p o n s  S t a t u s  ........................ S 4 . 0
W e b ,  T h o l i a n ............................. G 1 0 . 0

pu l l in g  a sh ip  o u t  o f  . . . G 1 0 . 5 6
W e b  A n c h o r ............................. G 2 6 . 0
W e b  C a s t e r ................................ E 1 2 . 0
W i ld  W e a s e l s ................................J 3 . 0
W i n n i n g ,  H o w  t o ........................ S 2 . 0
W Y N  S t a r C l u s t e r .................. R 1 2 . 0

X - S h i p s .......................................... X O . O

COMMANDER'S STAR FLEET BA TTLES- VOLUME III 1985 SVC/ADB REV. 0



N OTIC E TO  PLAYERS 
CONCERNING TH IS  VOLUM E

This is Volume III o f Commander's S tar F leet Battles. You must 
have Volume I and Volume II in order to use th is ma teria l. It is v ir �
tua lly impossib le to use th is ma teria l in con junction w ith th e  old 
D esigner's Edition rules.

This rulebook is designed to  be cu t apart and integra ted (i.e . 
shuffled! in to the firs t tw o Volumes. For example , pages 5 and 6  
o f th is volume should be placed a fter page 8  o f Volume II and before 
page 15 o f Volume I. This integra tion is no t required; many players 
pre fer to  keep the three volumes in the ir origina l bindings. If you 
choose to do this, ignore the various instructions to insert these pages.

The pages o f th is volume are numbered 1 -80 for ease o f pro �
duction and as a check aga inst m issing pages. Make sure th a t your 
copy is comple te before you disassemble it. The page numbers w ill 
become irre levant a fter the integra tion is comple te .

Some pages o f Volume I and Volume II are replaced by th is 
Volume. These include the Master Ship Chart, Master F ighter Chart, 
Table o f C ontents, Index, Annexes, and other designa ted pages. 
Check care fu lly as you integra te th e  thre e volumes to  make sure 
you do no t discard needed pages. If you do, it w ill be necessary 
to  purchase a new Volume I and/or II as individua l pages are no t 
ava ilable as replacements. (You m ight keep th e  removed pages for 
a brie f tim e to  make certa in th a t you d id n 't discard a needed page.)

Volume III is on ly ava ilable as a boxed ed ition; the rulebook 
is no t ava ilable separate ly.

The comple te Volume III includes th is rulebook, a 48-page 
book le t o f SSD shee ts, and tw o d iffere n t shee ts o f 108 d ie-cut 
counters. If any parts are missing or de fective , con tact Task Force 
Games a t the address given on page 2.

(Z10 .0) DESIGNER 'S N OTES 
FOR SFB VOLUM E III

THE LON G ROAD T O HERE
The gre a test cha llenge in producing th is volume was th e  fa c t 

th a t, w h ile  i t  w as th e  f irs t new ru lebook to  be prin ted in a lmost 
thre e years, a considerable amount o f new ma teria l had been add �
ed to  th e  game system in th e  interven ing tim e .

A t th e  end o f 1982 , th e  old " D e s ign er's E d ition " came to 
an end w ith  th e  pub lica tion o f Expansion #3 . A t th a t po in t, it was 
decided to  revise , upda te , expand , and re form a t th e  ex isting 
ma teria l in to th e  C ommander's E d ition . Vo lum e I was published 
in June o f 1983 and Volum e II in June o f 1984 . T h is crea ted a 
tw o-ye ar period during w h ich , a t le ast nom ina lly , no " n e w "  
m a teria l w as added to  th e  game .

And ye t, th a t was never re a lly true . A ll during th is period new 
ships (and more than a fe w  new rules) con tinued to  appear in 
Nexus, Captain's Log, and Starletter. E xamples o f th is  
phenomenon are the F edera tion Friga te (SSD Book # 1). th e  Lyran 
Jaguar (Nexus #5) and th e  Gorn, Hydran, and Romulan command 
cruisers (Captain's Log #2). A ll were needed for th e  game system 
(and th e  many players engaged in campa igns), and so th e y were 
published in various places as space and tim e perm itted .

A ll o f th is  extraneous m a teria l has been ga thered here . The 
resu lt is th a t qu ite a b it o f th e  " n e w "  ma teria l in th is vo lum e has 
been ava ilable to  th e  a c tive ly gam ing pub lic in some form for up 
to  tw o years. N ew gamers entering th e  universe w ill bene fit from 
the "p la y te s ting " wh ile veterans w ill find th a t Volume III organizes 
a considerable mass o f prev ious ly he lter-ske lter m a teria l.

A ll during th is pro je c t, w e  knew th a t th is w as the last 
" g e n e ra l "  ru les module; th e  supplem ents w ill dea l w ith  single 
top ics . Because o f th is , specia l e fforts were made to  ge t 
everyth ing necessary for a " co m p le te "  game system in to th is 
vo lum e . P articu lar a tte n tion w as pa id to  th e  countershe e ts; w ith 
R e in f o r c e me n t s  and th is vo lum e , no ma jor sh ip lacks a counter.

The S tar F leet Universe w ill continue to expand, a lthough now 
it can do so from  a so lid base . The game w ill move onw ard and 
ou tw ard , ra ther than back and forth  across th e  same o ld ma teria l 
aga in and aga in.

A N D IN THIS V OLUME W E H A V E ...
A nd so , ignoring th e  m a teria l p icked up from  tw o  ye ars o f 

back-door pub lish ing , ju s t w h a t is new in th is  Volume? A c tu a lly , 
qu ite  a b it.

The la s t o f th e  m a jor races, th e  In ters te llar C oncord ium , is 
inc luded here , a long w ith  a s a tis fa c tory exp lana tion o f w hy the 
game un iverse w as able to  m a inta in ba lance w ith o u t them dur�
ing 185 years o f sub jective tim e (and fiv e  years o f ob jective tim e). 
If th e ir sh ips appear p articu larly s trong , remember th a t th e y w ill 
be fa c ing th e  re fitte d com ba t ve terans o f th e  G enera l W ar.

The long-prom ised " N e w  T ho lia ns " have arrived . (The ir 
form er sub jects are no t like ly to  appear in th e  game universe .) 
The W eb C aster prov ides th e  answ er to  th e  age-old question: 
" H o w  cou ld th is  bunch o f rocks a c tu a lly run an e n tire  g a la xy? " 
When fac ing th e ir ships, forg e t everyth ing you ever learned about 
form a tions , maneuvers, and speed. Y ou 'll have to  pay more than 
a fe w  ships for th e  new ta c tics  manua l th a t is required .

The Androm edans (inc lud ing , as prom ised , a sh ip th a t car �
ries thre e  D om ina tors — bu t do e sn 't move) are now comp le te , 
w ith  new sh ips , campa ign da ta , and th e  secre t o f th e ir success 
and fa ilure .

Many o ther new concep ts , such as T ac tica l In te lligence and 
C argo H andling , have been in troduced . The sh ips th a t a c tu a lly 
perform those (D 9 .4) repa irs have been included . Many new pods 
have been added, a lthough w e re jected th e  concep t o f 
scou t/survey pods as an unre a listic use o f tugs . Surprise and H id �
den D eployment w ere added to  standardize th e ir use in scenarios.

The various fle e ts are now comp le te , inc lud ing exp lora tion 
ships, space con tro l sh ips , lig h t tugs , and po lice vesse ls. These 
w ill provide many new cha llenges. There are a lso a host o f specia l �
ty  conversions o f th e  mass-produced w ar cru isers . The in troduc �
tion o f heavy figh ters for a ll races pre-sages th e  Interceptor-c lass 
(the P F-prototype) th a t w ill be in troduced in Supplement #3.

Many rules sections have been revised and comp le ted , in �
c lud ing (J8 ) MRS S hu ttles , (J9) SW A C S hu ttles , and (D21) 
C a tastroph ic Damage . M a teria l from  various scenarios such as 
(D18) Surprise and (C 14) Tho lian P inwhee l has been brough t in �
to  th e  rulebook .

And as noted, v irtu a lly all o f the extraneous ma teria l previous �
ly pub lished in a va rie ty o f places has now been in tegra ted in to 
the system in addition th e  new ma teria l. Much o f the older materia l 
has been mod ified based on p layer comm ents since its  orig ina l 
pub lica tion .

THE FUTURE
The fu ture  is brigh t fo r S tar F le e t B a ttles . Supp lements are 

now in deve lopment covering F ast Patrol Ships, S tar F leet Marines, 
Sub-L ight B a ttles , and new M inor Races, to  m ention on ly a fe w  
items .

The supernova on th e  horizon , how ever, is Fe d e r a t io n  &  Em 
pir e , a s tra te g ic leve l game se t in th e  S tar F le e t Un iverse . W h ile 
th is Volume o f SFB depicts some e lements o f the c lim actic General 
W ar, on ly F&E w ill show th e  w ar in its  fu ll fury . F&E is designed 
to  be no t on ly a campa ign system for S tar F le e t B a ttles bu t an 
exc iting game in its  own righ t. F&E w ill be a bro ther, no t a s te p �
ch ild , to  SFB.

There w ill no t be a Vo lum e IV (a t le ast no t be fore 1987), bu t 
there  w ill be C ap ta in 's Logs, Supp lem ents , SSD books , and ar�
tic les in Nexus to keep th e  Universe expanding con tinua lly . S imply 
because th is  vo lum e has added more than 2 0 0  sh ips to  a game 
th a t a lready had th a t many does no t mean th a t there are no more 
to  be added. S im p ly because th is  vo lum e adds 32 scenarios to  
the 135 previously published ones doesn 't mean there are no more 
stories to  te ll; Y our comm ents , questions , and suggestions are 
the life-b lood o f S tar F lee t B a ttles , a game th a t by d e fin ition can 
never be fin ished , bu t a lso can never die .

A  TURN IN THE ROAD
Vo lum e III represents a tra ns ition in S tar F le e t. W ith the 

pub lica tion o f th is Volume and Supplements #1 and #2 , a ll o f the 
m a teria ls prev ious ly published in various places has been made
a part o f th e  integra ted rules system . As such , th e  game system S tephen V C ole , Professiona l Engineer, D esigner o f SFB 
is fin ished , bu t no t comp le te (or perhaps v ice versa). __________________________________________________________
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