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(Z14.0) NOTES ON SCENARIO BOOK #1       
 
INTRODUCTION 

 
 Scenarios are the meat and potatoes of SFB, the place 
where the rules meet the counters and combat begins. The 
scenarios in this book provide dozens of new challenges, and 
with the variations presented, you can play hundreds of 
unique battles from this book alone. While some may not be 
to your personal taste, all will provide additional background 
and understanding of the Star Fleet Universe, and any of 
them can spark your own ideas for further scenarios. Most of 
the history of the Star Fleet Universe has been written, a 
paragraph at a time, through its scenarios. 
 Virtually all of the scenarios in this book are reprinted 
from the previous Commander’s Edition; all have been 
completely revised and updated to the Captain’s Edition 
(Doomsday). Some come from Commander’s Volumes II and 
III or Commander’s Supplements #1 and #3. Some come 
from older issues of Captain’s Log and Nexus magazine. 
Some come from the out-of-print Module B. 
 These scenarios range from simple (HA!) encounters 
with monsters, to squadron through fleet level engagements. 
Interceptors, fighters, dreadnoughts, all are present. Herein 
you will also find the method by which lowly frigate com-
manders rise to command cruisers (U8.0). So climb into the 
center seat, and take command!—Steven P Petrick 
 
PUBLISHER’S INFORMATION 

 
STAR FLEET BATTLES CAPTAIN’S MODULE S1 contains 
material for the Star Fleet Battles Captain’s Edition game 
system. To use this product, you MUST have Star Fleet 
Battles BASIC SET. To use some portions of this product, 
you will also need ADVANCED MISSIONS and/or Modules 
C1, C2, J, and K. Modules R1, R2, R3, and R4 will be helpful 
but are not required.  
 Orders, rules questions, playtest reports, and 
submissions of new material should be sent to Amarillo 
Design Bureau, Post Office Box 8759, Amarillo, TX 79114. 
All submitted materials become the property of ADB 
immediately upon receipt and may be revised, expanded, 
edited, and published as ADB sees fit; authors will be 
compensated at standard rates for any material published. 
See Advanced Missions for details. 
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