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EDITOR’S COMMENTS

Star Fleet Battle Manual is a game of
combat between faster-than-light spacecraft in
the universe of Gene Roddenberry’s Star Trek.

This document is my third trial at orga-
nizing & recasting the rules for this game which
| love so well. The first was typed on a Smith-
Corona cartridge ribbon typewriter in late 1981,
not long after | received the game. The second
was the so-called “Ultra-Deluxe” edition, com-
piled in the winter of 1995. This version is a
light reorganization and rewrite of that edition,
prepared for distribution on the World Wide
Web.

| referred to it as the “Ultra-Deluxe” edi-
tion because it supplemented and supported
my home-grown oversized box set. This rules
set will utilize all the clever tricks and short-cuts
I've found over the years; in some cases, ['ll

step out of authorial/editorial voice to give tips
and advice.

The document is written in the tone of
an instruction manual for the elementary star-
ship combat course at Starfleet Academy. |
have not provided demonstrations or worked
examples. The game should be simple enough
that application should be self evident from the
text. (Besides, my original intent was to use it
solely for myself, as a instruction guide for my
gaming friends.)

The original game, | hasten to note, was
titted Star Fleet Battle Manual. In the interest of
consistency to the modern standard, | have
used Starfleet throughout. Likewise | use the
nomenclature “Klingon,” “Romulan,” etc. rather
than the “K-type,” “R-type,” etc. of the original
game.

Some rules in the Deluxe Edition of Star
Fleet Battle Manual have been omitted, specifi-
cally combat on the hex map. | like the original
rules better. Also, Stephen V. Cole was kind
enough to permit the wholesale import of ideas
from his successor game Star Fleet Battles into
SFBM. | have indicated these with the tag
[SFB]. | have structured the rules in an outline
for ease of reference. The details I've added
make it longer than the original SFBM, but still
much shorter than SFB.

Have fun! -- BP

EQUIPMENT

This list is much expanded from the ma-
terials that come with the Deluxe Edition game.
Some are imported from other games to im-
prove some aspect of the game; others are
clever variations on the suggested game mate-
rial.

A. Dice

Twenty-sided dice are used for generat-
ing appropriate random results during sensor
lock-on and damage resolution. One is num-
bered 1-20; the other is numbered 0-9 twice in
green and black (or other contrasting colors --
be consistent if you don’'t have a green/black
die). You can use a regular d20, of course, with
1-10 reflecting green results and 11-20 for
black.



B. Fire/No Fire Cards
are used in conjunction with

C. Weapon Cards

to explicitly identify what weapons are
fired, if any, by a ship during a given turn. This
is borrowed from the FASA Star Trek Starship
Combat Simulator and eliminates “me-too” fir-
ing. Special thanks to designers Guy
McLimore, Greg Poehlein and David Tepool.

D. Ship Counters

These four-inch squares represent the
starship. They have the following key features:
1. SHIP SILHOUETTE. This identifies the ship

class; a letter beneath the silhouette identi-
fies a specific ship in the simulation. The sil-
houette and only the silhouette is used to
determine if the starship is hit by enemy fire
(see Weapons Programming & Fire).

2. COMPASS RING. This ring around the sil-
houette is scaled in tics, with O tics indicating
directly aft, 200 tics indicating directly for-
ward, and tics increasing clockwise. This is
used with the Firing Line (below) for control-
ling changes of direction and for laying out
weapons fire.

3. FIRING LINE. This length of monofilament
line is anchored to the Miniature (below)
base by a swivel mount; at the distant end is
a nylon washer for ease of handling. This
will be used to show the path of the star-
ship’s weapons fire; colored markings on the
line show the range limits of various
weapons.

4. MINIATURE. An actual scale model of the
starship. Not necessary for play, but great
fun. The base is more useful than the ship; it
anchors the swivel for the Firing Line.

E. Ship Logs

These documents are used to record all
the information about a ship’s conduct during
the simulation. The face of the sheet contains
all the operational information: In my home
games, | put on the back a copy of the Damage
Table (customized for each ship class) and the
Turn Sequence.

1. RESTRICTED ANGLES OF FIRE CHART.
This diagram in the lower-left of the Log
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shows a ship silhouette, labeled by ship
class. Around the silhouette are various arcs
identifying the firepower that may be applied
over a given firing angle.

. SPEED SCALE. This scale runs across the

top of the log, with O to the far left. It is used
for measuring out the ship’s movement dur-
ing a given turn.

. WARP FACTOR CONVERSION TABLE.

This table is just beneath the left edge of the
Speed Scale. It is used to convert your lin-
ear speed (in multiples of light-speed) to
warp factors (used when locking onto tar-
gets). When another cadet asks your speed,
you reply with warp factor only.

a) Maximum Safe Warp Speed. One of the
warp factors in the Conversion Table is
boxed. This indicates the maximum safe
WARP speed of the vessel. Flight at warp
speeds in excess of the maximum may
result in dilithium crystal burn-out or frac-
ture (see Energy Generation, Course Pro-
gramming & Movement).

. PROPULSION ENERGY/ACCELERATION

CONVERSION TABLE. This table is just be-
neath the right edge of the Speed Scale. It
shows how much acceleration is received
for each unit of energy used for propulsion.

. SYSTEMS STATUS. This section is labeled

“Units and Damage” and occupies the left
body of the Log, between the Warp Factor
Conversion Table and the Restricted Angles
of Fire Chart. All abilities of the ship and all
damages to ship systems are recorded here.
It is divided into two sections: one for energy
generation (which contains all the warp en-
gines and the impulse engine) and one for
energy distribution (which contains all other
systems of the ship).

. ENERGY DISTRIBUTION. Energy points re-

ceived from the engines are logged here, in
the top section. They are distributed (‘spent’)
to power the ship’s systems in the lower
section.

. COURSE PROGRAMMING. This section

below Energy Distribution takes the energy
received from the engines for movement
and converts it to detailed heading changes
and speeds for the ship.

. WEAPONS PROGRAMMING. This section

below Course Programming details how the



Page 4
energy distributed to the weapons systems
will be spent. This is pretty long-winded, but
the Ship’s Logs are really very easy and nat-
ural to use, and the original authors are to
be commended.

F. Incidental Equipment

Other required equipment, including
playing cards, force strength indicators (for
Tholian webs), plasma torpedo templates, nu-
clear device markers, a ruler, and pencils. The
original rules suggest using sheet protectors
over your logs, written on with grease pencil.
That tells you that the original rules were writ-
ten before inexpensive photocopies! | use
Hoyle-brand miniature playing cards since they
fit the scale of the game so much better. And
poker chips make fine debris/nuclear device
markers as well as asteroids.

The rules now follow the Se-
quence of Play, allowing the
novice cadet to move directly
into the game, reading the
rules as he goes.

ENERGY GENERATION

THE CADET DETERMINES HIS TOTAL
RESOURCES OF ENERGY, WITHIN WHICH
LIMITS HE MUST OPERATE HIS SHIP.

A. Power Received from Engines.

Each engine is listed individual on the
Ship’s Log; the numbers to the right indicate
the amount of energy that engine can deliver in
a given turn.

B. Total Energy Available

This is the sum of the power received
from all engines during the turn. Log the num-
ber on the line labeled “Total Energy Avail-
able.” No ship is allowed to spend more energy
than is available in a given turn.

C. Effect of Damage.

Each hit scored on an engine reduces
that engine’s ability to generate power on the

following turn. For each hit scored, black out
the highest (right-most) available digit for that
engine. This is a standard procedure for mark-
ing off damage, and we will not iterate the
method again unless a variation occurs.

D. Effect of Destruction.

If no energy can be generated by the
ship, then Life Support fails, the crew dies and
the vessel drifts on its last course and speed. It
may make no other action.

E. Movement Energy Restriction.

1. MOVEMENT AND WARP POWER. Since all
movement in the game is assumed to be
faster-than-light, ONLY energy from the
warp engines may be used for movement. If
all warp engines are destroyed, the ship
may not move under its own power. It may
be towed or moved by other means.

2. MOVEMENT AND IMPULSE POWER. If all
warp engines are destroyed, the ship may
not move under its own power. It may use
impulse engine power only to change head-

ing.

Dilithium Crystals

These exotic crystals are essential to
the operation of warp engines. Under normal
conditions they are quite sturdy. However,
when the engines generate high speed for a
prolonged period, the crystals may burn out or
fracture, thus reducing an engine’s effective-
ness. See Course Programming and Move-
ment for details on the effects of dilithium crys-
tal failure.

ENERGY DISTRIBUTION

IN THIS SECTION, POWER WILL BE
ASSIGNED TO LIFE SUPPORT, SENSORS,
SHIELDS, WEAPONS, OTHER SYSTEMS,
AND MOVEMENT. UNUSED ENERGY MAY
NOT BE RESERVED FROM ONE TURN TO
THE NEXT.

This is easily the longest section of the
rules, since it includes the detailed rules for us-
ing each ship’s system.



A. Life Support Systems

Life Support is crucial, as without it all
lifeforms in the ship will perish and the ship will
not be able to complete its mission.

1. POWER CONSUMPTION. 1 point of power
MUST be allocated to Life Support during
each turn. If this point is not allocated, the
crew dies and the ship drifts on its last head-
ing and speed. Regardless of damage to the
life support network, only 1 point need be al-
located.

2. REDUNDANCY. All ships are equipped with
multiple life support systems; this is indicat-
ed by the numbers to the right of “Life Sup-
port” on the Ship’s Log. Since only one is in
use at any given time, only 1 power point is
required.

3. EFFECT OF DAMAGE. Each hit to Life Sup-
port destroys one Life Support system. The
cadet may black out any of the numbers
next to Life Support.

4. EFFECT OF DESTRUCTION. When all life
support systems are destroyed, the crew
dies. The ship drifts on its last heading and
speed until out of the combat area.

B. Sensors

Sensors are essential if the ship wishes
to engage in combat, since the sensor/comput-
er linkage is the only thing which makes com-
bat possible between faster than light ships.

1. POWER CONSUMPTION. It costs 1 point of
energy to power all available sensor arrays.
A ship may not fire unless power is allocated
to operational sensor arrays.

2. REDUNDANCY. Each ship has multiple sen-
sor arrays; these are indicated by the num-
bers to the right of “Sensors” on the Ship’s
Log. The ship may continue to fire so long
as at least one array is operational and pow-
ered.

3. EFFECT OF DAMAGE. Each hit to sensors
destroys a sensor array. The cadet should
CIRCLE the lowest (left-most) digit avail-
able. Other effects of sensor damage are
more fully described in Weapons Program-
ming and Fire.

4. EFFECT OF DESTRUCTION. In the stan-
dard game, when all sensors are destroyed
the ship may not fire weapons. Advanced
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options exist for firing without sensors. See
Weapons Programming and Fire and Ad-
vanced Rules.

C. Deflector Shields

All ships are equipped with four energy
shields to help them resist incoming attacks.
The shields are oriented with #1 forward and
increasing clockwise to #4 port. They are each
listed separately on the Ship’s Log. Each shield
receives power individually and will only protect
its given area for a turn on which it receives
power (“is raised”).

1. RAISING SHIELDS. A shield provides pro-
tection from a number of hits EQUAL TO the
amount of energy give to the shield genera-
tor up to the maximum rating for that gener-
ator. The maximum rating is indicated by the
largest number to the right of that shield
generator on the Ship’s Log.

2. EFFECT OF DAMAGE. Each hit to a Deflec-
tor Shield reduces the capability of one
shield by 1 point. The cadet should decide
which shield generator is damaged. Blacken
out the highest (right-most) available digit for
that shield.

3. EFFECT OF DESTRUCTION. When all dig-
its for a given shield have been blacked out,
that shield is destroyed. All weapons fire
coming through that shield’s arc does so
without reduction.

4. OVERPOWERING SHIELDS. When a
weapon causes more hits to the shield than
the shield can provide protection for, the hits
in excess of shield protection penetrate to
cause damage.

a) Phaser Special Effect. When a shield is
matched or overpowered by phaser
fire, the shield generator in the affected
arc takes 1 hit of damage.

b) Photorp Special Effect. When a photon
torpedo hits a shield, that shield is mo-
mentarily buckled. It will not protect
against subsequent torpedoes fired
from the same ship along the same an-
gle during the same turn.

c) Disruptor Special Effect. When a disruptor
bolt hits a shield, TWO units of disrup-
tor energy are required to counter ONE
unit of shield energy.
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5. STRETCHING SHIELDS (ADVANCED

RULE). When a shield has been completely

destroyed, an adjacent shield may be

stretched to protect both coverage arcs.

a) A stretched shield only provides half-pow-
er coverage to both areas (round
down.)

b) Use a small double-headed arrow on the
Ship’s Log to indicate a stretched
shield.

c) Any stretched shield suffers double dam-
age if hit.

d) A shielded ship may stretch its shields to
protect another ship IF:

i) Their ship counters are touching; and
i) The protected ship has no shields of
any kind raised.

The following systems are not
all available to all ship Cap-
tains, as the installations vary
with the class of ship. All other
systems that consume energy,
not including movement, will be
listed here. Remember not to
spend more energy than was
generated.

D. Phasers

Phasers are a high-energy beam
weapon consisting of a modified plasma pulse
injected into a coherent electromagnetic carri-
er. They are the primary weapon of the Federa-
tion Starfleet, the Klingon Empire and the Tho-
lian Assembly.

1. PLACEMENT. Phasers are mounted in
‘banks’ of one or more phasers. Each bank
is listed separately on the Ship’s Log; the
number to the right of the bank indicates the
number of phasers in the bank.

2. CHARGING.

a) Each phaser must be “armed” with 1 en-
ergy point before it may fire.

b) Phasers may be armed and fired in the
same turn.

c) Once a phaser is armed it will retain that
charge and be ready to fire until it is ei-
ther fired or destroyed.

d) One fired, the phaser must be re-armed
before it may fire again.

e) No phaser may fire more than once per
turn.

f) A ship may not put more energy into
phasers than it has operating phaser
weapons.

3. FIRE CONTROL. The range of a phaser
shot is five feet. This is indicated by a black
mark on the Firing Line. Available firing arcs
are indicated on the Ship’s Log. Consult with
other players if you are unsure which banks
may bear.

4. EFFECT OF USE. When a phaser attack
along a given firing angle exceeds the
strength of the defending shield, the defend-
ing ship takes one hit of shield damage, plus
damage to a single ship’s system equal to
the number of penetrating hits.

5. EFFECT OF DAMAGE.

a) Each hit scored to “Primary Weapons” will
damage a phaser, if such is installed and
still operational.

b) The cadet will mark off the highest (right-
most) number beside ANY phaser previ-
ously operational. If the phaser was
armed and is destroyed before firing, that
energy is lost.

c) No phaser which has been marked off
may be armed or fired.

6. EFFECT OF DESTRUCTION. If all phaser
weapons are destroyed, no aspect of phaser
fire may be conducted. All power previously
allocated to phasers is lost.

E. Photon Torpedoes (“Photorps”)

Photon Torpedoes are quantities of matter and
anti-matter, temporarily contained and separat-
ed by a force field. When the torpedo is deto-
nated, the matter and antimatter annihilate one
another, releasing violent amounts of energy.

Photorps are the usual secondary weapon of

the Federation Starfleet.

1. PLACEMENT. Photorp launchers are called
“tubes.” Each tube is listed individually on
the Ship’s Log; the number to the right indi-
cates the number of photorps which may be



fired in a single turn. Each tube may be tar-

geted on independent firing lines.

2. ARMING PHOTORPS.

a) Each photorp costs 1 point to generate. A
tube is “armed” when a photorp has been
generated and is being held.

b) Tubes may be armed and fired in the
same turn.

c) Once a photorp is generated, it will re-
main in that tube and be ready until fired
or destroyed. If destroyed, the photorp
and its energy are lost, doing no damage.

d) Once fired the tube must be re-armed be-
fore firing again.

e) No tube may fire more than once per turn.

f) A ship may not put more energy into pho-
torps than it has torpedo generating ca-
pacity.

3. FIRE CONTROL. The range of a photorp is
three feet. This is indicated by a RED mark
on the Firing Line. Firing Arcs are indicated
on the Ship’s Log.

4. EFFECT OF USE. The first photorp firing
along a given firing angle will IMMEDIATE-
LY overload and disable that shield. All other
torpedoes from the same ship fired on that
angle will do one hit of damage per torpedo.

5. EFFECT OF DAMAGE.

a) Each hit scored on “Secondary Weapons”
reduces a tube’s ability to generate pho-
torps.

b) The cadet will mark off the highest (right-
most) number remaining next to any tube.

6. EFFECT OF DESTRUCTION. If all torpedo-
generating capacity is lost, no aspect of tor-
pedo fire may be conducted. All power previ-
ously allocated to photorps is lost.

F. Disruptors

Disruptors are a spatial distortion
weapon, locally altering the shape of space-
time and thus affecting any adjacent mass.
They are the secondary weapons of the Klin-
gon Empire.

1. PLACEMENT. Disruptors are mounted in
banks of one or more disruptor modules.
Each bank is listed individually on the Ship’s
Log; the number to the right indicates the
number of disruptor modules in the bank.

2. CHARGING DISRUPTORS.
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a) Each disruptor module must be “armed”
with 1 point of energy.

b) Disruptors may be armed and fired in the
same turn.

c) Once a module is armed it will retain that
charge and be ready to fire until it is either
fired or destroyed.

d) Once fired, the module must be re-armed
before it can fire again.

e) No module may fire more than once per
turn.

f) A ship may not put more energy into dis-
ruptors than it has functional modules.

3. FIRE CONTROL. The range of a disruptor
bolt is three feet. This is indicated by the
RED mark on the Firing Line. Available firing
arcs are indicated on the Ship’s Log. Con-
sult with other players if you are unsure
which banks may bear.

4. EFFECT OF USE. Each two points of dis-
ruptor bolt fired along a given firing angle will
nullify [destroy] one shield point. After the
entire shield is nullified, any other disruptor
units will penetrate to the ship, doing one hit
of damage per unit.

5. EFFECT OF DAMAGE.

a) Each hit scored to “Secondary Weapons”
will damage a Disruptor.

i) Exception: A Romulan Battlecruiser,
equipped with disruptors and cloaking
device, will have its disruptors dam-
aged on “Primary Weapon” hits.

b) The cadet will mark off the highest (right-
most) available number of any disruptor
bank he chooses.

c) No disruptor module that has been
marked off as destroyed may be armed or
fired.

6. EFFECT OF DESTRUCTION. If all disruptor
modules are destroyed, no aspect of disrup-
tor fire may be conducted. All energy previ-
ously assigned to disruptors is lost.

G. Plasma Bolts

Plasma Bolts are projected plasma
fields of great destructive power, able at close
range to disintegrate metal. They are the pri-
mary weapon of the Romulan Empire.

1. PLACEMENT. A plasma bolt generator is so
large that it cannot be turreted; it fires over
one firing angle only, usually the ship’s cen-
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ter line (200). The number to the right of the
Plasma Bolt represents the strength of a
projected plasma bolt.

2. CHARGING A PLASMA BOLT.

a) A plasma bolt must be “armed” with up to
eight units of energy.

b) A plasma bolt may be armed and fired in
the same turn, or the cadet may take mul-
tiple turns arming the bolt.

c) Once a plasma bolt is armed it will retain
that charge and be ready to fire until fired
or destroyed.

d) Once fired, the plasma generator must be
re-armed before it may fire again.

e) Only one plasma bolt may be launched
per turn.

f) A ship may not put more energy into the
plasma bolt generator than its maximum
rating.

. FIRE CONTROL. The range of a plasma bolt

is indicated by solid templates which will be

placed in the simulation area when appropri-
ate. A plasma bolt only fires straight ahead

(angle 200).

. EFFECT OF USE. Templates are used to

show the expansion and effect of the plasma

bolt. A plasma bolt affects a ship when the
template is placed and it touches a ship sil-
houette OR if a ship silhouette is moved into

a placed template. A template remains in the

play area for two turns only.

a) Template #1. Place this template when
the bolt is first fired. Lay out a few feet of
Firing Line along angle 200; align the tip
of Template #1 with the nose of the ship;
align the guide mark at the far end with
the Firing Line. The effect of Template #1
is to destroy the ship instantly, regardless
of the strength of the bolt or of the de-
fending shields.

b) Template #2. This template is placed is in
the turn following the placement of Tem-
plate #1; a strength indicator is placed on
it face-down, indicating how much energy
was used to arm this bolt. If a ship silhou-
ette touches Template #2, the ship suffers
an attack equal to the strength indicator.

c) Template #3. This template is place in the
turn following the placement of Template
#2; also, Template #1 is lifted from the
playing area at this time. If a ship silhou-

ette touches Template #3, it experiences
an attack equal to the strength indicator
minus one.

d) Template #4. This template is place in the
turn following the placement of Template
#3; also, Template #2 is lifted from the
playing area at this time. If a ship silhou-
ette touches Template #3, it experiences
an attack equal to the strength indicator
minus two.

e) Further Template Usage. On the turn af-
ter Template #4 is placed, Template #3 is
lifted. On the turn following that, Template
#4 is removed from the playing area.

5. EFFECT OF DAMAGE.

a) Each hit of damage scored to “Primary
Weapons” will reduce the Plasma Gener-
ator by one point.

b) The cadet will mark off the right-most
(highest) number next to the Plasma Bolt
Generator.

6. EFFECT OF DESTRUCTION. Once all gen-
erating capacity has been destroyed, no
new plasma bolts may be launched. No en-
ergy may be allocated to the plasma bolt
generator. All power previously allocated to
the plasma bolt generator is lost.

H. Nuclear Devices

These thermonuclear explosives are sel-
dom used except as self-destruct mechanisms.
However, they may be used as mines, catching
unwary ships off-guard. Nuclear Devices are
only carried by ships of the Romulan Empire.
Each Romulan ship carries two Devices; only
one may be placed per turn.

1. JETTISONED NUCLEAR DEVICES. As de-
scribed below in Damage, whenever a Ro-
mulan Warbird experiences battle damage,
it must jettison a Debris Field, represented
by a playing card. The Romulan Player may
choose to include a Nuclear Device in the
debris.

a) Indication. The Romulan Player indicates
a “mined” debris field by placing a red
card (heart or diamond) face-down.

b) Detonation. A Nuclear Device in a debris
field may be detonated at any time by the
Romulan player; or it may be detonated
by weapons fire through the debris field.



2. TRANSPORTED NUCLEAR DEVICES. A
Romulan ship may transport and detonate a
Nuclear Device as an imprecise offensive
weapon. The Romulan ship MUST BE VISI-
BLE (non-cloaked) to transport.

a) Fire Control. Treat this use of the Nuclear
Device as regular offensive fire, using the
rules for Transporting Material.

3. EFFECT OF DETONATION. Place a ruler
with the 12 end at the site of the explosion.
The highest number on the ruler BEFORE
reaching a ship silhouette indicates damage
potential. Shielding reduces this on a point-
for-point basis. Roll any penetrating damage
using the general damage rules. Notice that
the Nuclear Device is the only weapon
which can affect multiple ships simultane-
ously!

I. Cloaking Devices

These distortion fields hide starships
from enemy sensors, rendering them nearly in-
visible. They are an innovation of the Romulan
Empire, although Klingon ships have been ob-
served using the cloak.

1. CHANGE STATES. A Cloaking Device is ei-
ther ON or OFF for an entire turn. A ship
may not cloak and de-cloak (or vice-versa)
within a given turn.

2. WEAPONS LIMITATIONS. A cloaked ship
may not fire weapons, employ tractors or
use transporters, though it may be shielded
and it may move.

3. ENERGY USE.

a) Activation. 6 units of energy must be fed
into a Cloaking Device before a ship may
become cloaked. This energy may be ap-
plied in one turn or several, but the ship
may not cloak until 6 units have been ap-
plied. Cloaking begins AFTER Course
Programming and BEFORE Movement.

b) Maintenance. Once the cloak is initiated,
it must be maintained every turn it is in
use. The Cloaking Device will consume
power equal to its current maximum while
maintaining the cloak.

c) Deactivation. A cloak may be deactivated
at any time at no energy cost. Cloaking
ends AFTER Movement but BEFORE
Weapons Programming. Energy spent
during a turn in which de-cloaking occurs
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is applied to the next activation of the
cloak.

4. MINIATURES. If a ship is cloaked, remove
the Miniature from the Ship Counter.

5. EFFECT OF USE. If a ship is cloaked, Sen-
sors CANNOT obtain a lock-on. Enemy
ships wishing to fire on a cloaked ship must
log their weapons use and fire angles BE-
FORE Movement occurs. Their shots will
then be modified as appropriate for Firing
Without Sensor Lock. If the ship de-cloaks,
the pre-logged angles may be erased and
Weapons Programming done normally.

6. EFFECT OF DAMAGE.

a) Cloaking Devices are hit on “Secondary
Weapons” hits.

b) Each hit reduces the amount of energy
which may be fed to a cloaking device in
a given turn. Blacken the highest digit
available.

7. EFFECT OF DESTRUCTION. If all units of a
Cloaking Generator are destroyed, the ship
may not cloak. No energy may be spent on
cloaking. If the ship was cloaked, it becomes
visible.

J. Webbing Device

This mysterious energy web is difficult to
fire through and does damage to ships which
contact it. It is used ONLY by the Tholian As-
sembly.

1. GENERAL. During each turn in which the
webbing device receives power, a Tholian
ship leaves a web strand in its wake, from its
previous position to its current position. | use
a thick gold-colored twine for webs, cut in
assorted lengths. It looks better than the
template provided in the game, but the tem-
plate is still needed.

2. ENERGY USE. During each turn, the web-
bing device may receive up to 7 units of en-
ergy.

3. COUPLING. Two Tholian ships may cooper-
ate to lay web.

4 WEB STRENGTH. Web strength is the same
throughout the web; use a single strength in-
dicator. Web strength is calculated thus:

a) Previous Web Strength;
b) plus Energy pumped into the web by ev-
ery ship spinning it;



Page 10
c) minus the Warp Speeds of every ship

spinning it;

d) minus one, if only one ship is spinning
(even if two ships are connected.

5. WEB DECAY. If no additional spinning is
done, the web will decay at the rate of 1
strength per turn.

6. EFFECT OF WEB. Note that Tholian ships
themselves are NOT immune to these ef-
fects.

a) Ships. Any ships contacting Web lose En-
gine points equaling the strength of the
web.

b) Phaser Fire. Before the first is conducted,
a Node Template is laid across the MOST
RECENTLY laid web section AFFECTED
by the fire. If the Firing Line intersects a
node, the Phaser’s Strength is added to
the web’s strength.

c) Photorp Fire. Before the first is conduct-
ed, a Node Template is laid across the
MOST RECENTLY laid web section AF-
FECTED by the fire. If the Firing Line in-
tersects a node, the Photorps detonate
there without affecting the web or the tar-
get.

d) Disruptor Fire. Before the first is conduct-
ed, a Node Template is laid across the
MOST RECENTLY laid web section AF-
FECTED by the fire. If the Firing Line in-
tersects a node, the Disruptor’s Strength
is subtracted from the web’s strength. If
this causes the Web’s strength to fall be-
low 1, the entire Web is destroyed.

7. EFFECT OF DAMAGE. Each hit to the web-
bing generator diminishes the device’s abili-
ty to spin and power the web. Mark off the
highest (right-most) available digit on the
Ship’s Log.

8. EFFECT OF DESTRUCTION. If all units of
the Webbing Device are destroyed, that ship
cannot generate Web, nor can it assist an-
other ship in generating web. No power may
be allocated to the Webbing Device.

K. Transporters (Advanced Rules)

These matter/energy transportation de-
vices allow near-instantaneous travel over
short distances. All races have developed
some type of transporter technology; for this

game’s purposes, all will be considered identi-
cal.
1) TRANSPORTING PERSONNEL.
a) For ship-to-ship transport, the ship coun-
ters must touch.
b) No shields may be raised by either ship
for a complete turn.
c) No fire may be conducted by either ship
for a complete turn.
2) TRANSPORTING MATERIAL.
a) Maximum range is 6 feet, indicated by a
green mark on the Firing Line.
b) No shield may be raised in the coverage
arc through which transport will occur.
c) Range as well as angle must be specified.

L. Tractor Beams (Advanced Rules)

These focused energy beams are used
to draw objects towards the ship (or the ship to-
wards objects, as in docking). Damaged or
derelict ships may be towed to safety for res-
cue or salvage purposes. All races have this
technology.

1. For tractored towing, the ships must have
touching ship counters.

2. When towing via tractor beam, acceleration
is halved.

M. Cargo Pods

Some vessels have the ability to tow two
large cargo containers (“pods”) for extended
periods. Use the following special rules.

1. ACCELERATION. The Energy-To-Accelera-
tion ratio will change with the amount and
type of cargo towed. Use the table on the
front of the Ship’s Log. OR: An unburdened
tug accelerates 15 per energy unity to move-
ment. It accelerates at 9 per energy unit with
4 mass units towed; reduce acceleration by
1 for each additional 2 mass units towed.

2. TRACTORS. If a cargo pod is towed, that
tug may not use its tractors on another ship.

3. SILHOUETTE. Pods are counted as part of
the Ship Silhouette; ship systems may be
damaged even if only the Pod’s silhouette is
crossed by the Firing Line.

4. HITS. Cargo Pods are hit on “Secondary
Weapon” hits. A pod is destroyed and will
break loose after taking four hits. If no cargo
pod is towed, assume all Secondary
Weapons are destroyed.



a) Multiple Pods. If multiple pods are towed,
make a die roll to determine which pod is
affected.

5. POD CLASSIFICATIONS.
a) Mk I. Used for hauling liquid goods. Mass:

6 units.

b) Mk Il. Carries dry bulk goods. Mass: 6
units.

c) Mk Ill. Stores perishable goods. Mass: 5
units.

d) Mk IV. Used for transporting colonists,
and as an emergency evacuation craft.
Mass: 4 units.

e) Mk V. Transports finished goods. Mass: 6
units.

f) Mk IX. Combat Pod. See Advanced Rules
below.

COURSE PROGRAMMING & MOVE-
MENT

In this section the cadet will maneuver
his ship, converting movement energy into ac-
tual heading changes and speeds.

COURSE PROGRAMMING

A. Convert to Acceleration. Using the Propul-
sion Energy/Acceleration table, convert the
Energy Used for Propulsion this turn to ac-
celeration (deceleration if the - sign was writ-
ten). Record this value on line 1.

B. Distance Moved Last Turn. This was logged
on line 2 at the end of the previous turn.

C. Result of 1 and 2 above. Add lines 1 and 2
to obtain Total Kinetic Energy. Record this
sum on line 3.

D. Record Course Change.

1. ACCELERATION. A ship applying energy
to speed up may change heading by no
more than 100 tics in a single turn, or by
no more than the Total Kinetic Energy
value on line 3.

2. DECELERATION. A ship applying energy
to slow may change heading by any
amount permitted within the Total Kinetic
Energy limit.

3. LOG the appropriate course change infor-
mation, noting the direction of the turn
(P/S) on line 4.

E. Subtract 4 from 3 to obtain Linear Momen-
tum; log this value on line 5.
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F. Record 10% of Line 5 on line 6. This repre-
sents space-time’s resistance to manipula-
tion by warp drive.
G. Subtract Line 6 from Line 5 to get Distance
Moved This Turn.
1. RECORD the value, followed by a slash,
on Line 7. Record the value again on line
2 of the next column.
2. CONVERT Distance to Warp Speed using
the Warp Factor Conversion Table.
3. RECORD the Warp Speed following the
slash on line 7.

MOVEMENT

A. Course Change
1. Hold the ship counter down.
2. Draw the Firing Line around until it lies
across the new course.
3. Pin the Firing Line down.
4. Rotate the Ship Counter until the 200
mark lines up under the Firing Line.

B. Movement

1. Align the Speed Scale so that 0 is lined
up with the AFT end of the Ship Counter.
(If moving in reverse, use the FORWARD
end.)

2. Move the ship by sliding the Ship Counter
until the referenced end is aligned with
the Distance Moved value.

C. Course Change (Advanced Rule)

1. An initial course change may be made
(just like a regular rules course change)
ONLY if energy was spent for movement.
That change may not exceed the acceler-
ation/deceleration created by this turn’s
energy.

2. If a second change is desired, it must
come in the same direction as the first.

3. If NO energy was spent for movement, a
single course change may come AFTER
the movement and may be in either direc-
tion.

4. The total heading change from both
changes may not exceed the limits estab-
lished on Line 4.
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D. Dilithium Crystal Failure

Any time the ship’s Warp Speed (logged
on Line 7) exceeds the Maximum Safe Speed
(indicated on the Warp Speed Conversion Ta-
ble), the potential for damage exists.

1. CRYSTAL AVAILABILITY. Each main en-
gine has two crystals.

a) Exception: Romulan and Tholian main en-
gines have only one crystal each.

2. EFFECT OF CRYSTAL FRACTURE. When
a dilithium crystal fractures, the cracks in the
crystal interfere with the operation of the en-
gine. It is as though the engine had suffered
two hits of damage.

3. EFFECT OF CRYSTAL BURN-OUT. When
a dilithium crystal burns out, it is completely
destroyed. It is as though an engine had suf-
fered four hits of damage.

4. DETERMINING CRYSTAL DAMAGE.

a) Your current Warp Speed, minus the
Maximum Safe Warp Speed, is your
Stress Level.

b) Roll the Green/Black die. If the value of
the roll is equal to or less than the Stress
Level, then damage has occurred to a
number of crystals equal to the value of
the roll. A green result indicates fractures;
black result indicates burnouts.

c) Mark off the appropriate number of hits to
the main engines.

5. CRYSTAL REPAIR (ADVANCED). Starships
occasionally have replacement dilithium
crystals aboard. Use the following rules to
account for this possibility.

a) Availability. At the beginning of the game
each cadet is dealt two playing cards from
a 52-card deck. The cadet should keep
these hidden. An ace or face card repre-
sents a reserve crystal.

b) Replacement Procedure. The engine in
which the crystal is to be used must be
SHUT DOWN for three full turns; it may
not be used to generate any power what-
soever.

c) Limitation. Once a new crystal is installed,
a cadet may restore engine points previ-
ously lost to crystal failure or burn-out.
This will not restore other damage from
battle.

WEAPON PROGRAMMING & FIRE

IN THIS SECTION THE CADET WILL
ASSIGN WEAPON FIRE BASED ON SHIPS’
RELATIVE  POSITIONS AND  FIRING
STRENGTHS, AND THEN DETERMINE THE
SUCCESS OR FAILURE OF THEIR DECI-
SIONS. ALL FIRE IS SIMULTANEOUS AND
ALL DAMAGE IS RESOLVED AFTER ALL
FIRE IS COMPLETED.

A. Initial Decision.

The cadet decides if he will engage in
any offensive action this turn. Considerations
include previous energy allocations, relative
positions of ships, firing angles and firepower
availability, and overall mission objectives and
readiness.

B. Place Decision Cards.

Based on the Initial Decision, the cadet
places combat cards face down where the op-
position may see they remain undisturbed.

1. FIRING. If the cadet has chosen to fire any
weapons, the combat cards he has placed
face down will be:

a) a “FIRE!” card; and

b) Weapons cards corresponding to the

weapons he intends to fire.

2. NOT FIRING. If the cadet opts not to fire any
weapons, the combat cards he has placed
face down will be:

a) a “HOLD FIRE” card; and

b) any other weapons cards (for bluffing pur-

poses).

A master copy of the combat cards sheet is
provided here. I've photocopied mine onto dif-
ferent colored papers (you could use card
stocks) for use by different ships.

C. Determine and Log Firing Angles.

For each weapon dedicated to fire (as
declared on the combat cards), log the Firing
Angle and Strength of that weapon.

1. MECHANICAL AIDS FORBIDDEN. The Fir-
ing Line may not be moved while Firing An-
gles are being logged. No sighting aids of
any kind may be used to assist in determin-
ing angles.

2. FIREPOWER RESTRICTIONS. Observe the
Restricted Angles of Fire Chart when deter-



mining firepower over various potential lines
of attack.

3. SALVO FIRE. Phasers fired along the same
Angle from the same ship are considered to
be “in salvo” -- their strengths add for the
purposes of overpowering shields and inflict-
ing damage. Disruptors may also fire in sal-
vo. Photorps must fire in salvo to have any
expectation of damage success.

D. Sensor Lock-On.

Best results are obtained when a ship’s
sensory suite has a “lock” on the target vessel.
1. DECLARE TARGET FOR SENSOR LOCK.

All cadets should do this, even if their hidden

combat cards indicate a “Hold Fire.”

2. ROLL THE 1-20 DIE. Subtract 1 for each hit
to Sensors.

a) Scout Vessels [SFB]. Scout vessels have
higher resolution sensors, letting the ship
execute effective fire at a higher damage
level. Do not begin subtracting from the
die roll until only five arrays remain. Sub-
tract one for each array destroyed there-
after.

b) Success. If the modified roll is equal to or
greater than the target ship’s Warp
Speed, the cadet has acquired a lock-on.

c) Failed Lock. If the modified roll is less
than the target's Warp Speed, lock has
not been attained. Fire is still possible,
however.

E. Abort Fire.

Those cadets who failed to achieve lock-
on may abort their fire, picking up their cards
without revealing them. All logged angles and
strengths are erased.

F. Reveal Cards.

At this time all cadets with cards still
concealed reveal them. Those with “HOLD
FIRE” cards may pick them all up. Those with
“FIRE” cards show which weapons will fire; all
cadets will then verify that such fire is possible
within limits of firing arcs and system damage.

G. Conduct Fire.

1. LAY OUT FIRING LINE.
a) Hold Ship Counter firmly.
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b) Swivel Firing Line around to correspond
to logged angle for weapon.

2. MODIFY FOR FAILED SENSOR LOCK.

a) Roll the Green/Black die. Read a “0” as
“10”

b) Change the logged angle by 10 times the
rolled value. Black digit indicates port di-
rection (subtract); Green digit indicates
starboard (add).

3. EXTEND LINE TO TARGET.

a) Stretch the Firing Line along the (modified)
Firing Angle.

b) If the Firing Line crosses any portion of
the Ship Silhouette, damage may have
occurred.

c) If the Firing Line does not cross any por-
tion of the Ship Silhouette, damage can-
not have occurred.

4. FRIENDLY FIRE. It is sometimes possible
that the Firing Line will cross “friendly” ship
silhouette on its way towards the target. If
this occurs, roll the Green/Black die. “Green”
indicates the shot missed the friendly ship;
“Black” indicates the friendly ship was hit.

H. Determine Hits.

1. Compare Weapon Strength with Shield
Strength.

2. Apply all appropriate special effect rules.

3. Determine number of hits/size of hits to be
rolled for, if any.

|. Repeat. Do steps G, H and | until all
weapons fire is accounted for.

DAMAGE

ALL CADETS NOW DETERMINE AND
RECORD THE EFFECTS OF HITS RE-
CEIVED IN COMBAT.

A. General Hit Location.

Use the Hit Location Table (below) to
determine the systems affected by damage.

B. Resolving General Damage.

General damage is resolved with a one-
hit/one-roll method. For each hit which pene-
trated the shields, roll the Green/Black die and
follow the directions on the Hit Location Table.
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C. Resolving Salvo Damage.

For each salvo which overpowers the
shields, roll the Green/Black die once. Apply all
hits from that salvo to the rolled system. Yes,
this means one could get very lucky and scrub
out the Life Support systems with one or two
shots. Your commanders will be very im-
pressed you brought home such a prize with so
little damage!

D. Resolving Plasma Bolt Damage.

It is possible for a ship to avoid damage
from a plasma bolt.

1. The Target Player has a pool of die rolls
equal in number to the strength of the shield
first affected by the Plasma Bolt.

2. The Romulan Player rolls once on the Hit
Location Table to determine the system hit,
as for general damage.

3. The Target Player can choose to use one of
his pool rolls to attempt to avoid the dam-
age. To do so, he rolls the Green/Black die.
i) A “Green” roll indicates the shields suc-

cesfully warded off the damage. Return to
Step 2.

ii) A “Black” result indicates the shields have
not yet succeeded. The Target Player
must continue to use rolls from his pool
until he gets a “Green” result or the pool
runs dry.

When the shield protection pool runs dry, re-
solve any remaining hits as general dam-
age.

E. Federation Damage Control.

Federation crews are legendary in their
ability to repair damage in combat.

1. At the end of the turn, a Federation player
may roll the Green/Black die once to repair
one hit to any system.

a) Life Support may never be repaired.

b) The damage repaired cannot have been
acquired during the current turn; it must
be at least one turn old.

2. A “Green” roll indicates success; a “Black”
roll indicates failure to restore the hit.

3. Damage Control rolls may not be saved up.
Use it or lost it, each turn.

F. Romulan Warbird Debris.

Whenever this small starship is dam-
aged, its crew must jettison the damaged
equipment in order to keep the ship running ef-
ficiently.

1. When the Warbird is hit and takes internal
damage, the Romulan players places a play-
ing card face down over the top of his ship
silhouette. This represents a jettisoned de-
bris field. (The ship counter moves normally
out from under this card, leaving the card
where it was.)

2. Offensive fire which contacts the debris field
exposes whether or not a Nuclear Device is
hidden within. The card is turned face up; a
red suit indicates a Device was hidden there
but has been detonated. Resolve possible
damage effects as described above.

G. Hit Location Table

DIE ROLL SYSTEM HIT EFFECT OF DAMAGE
Any Black Deflectors Deflector Unit(s) Lost.
If all Deflectors de-
stroyed, treat as Green
Roll.
Green 1-5 Main Engine  Main Engine
Unit(s) Lost.
Green 6 Aux. Engine  Aux. Engine
Unit(s) Lost.
Green 7 Life Support Life Support
system(s) lost.
Green 8 Sensors Sensor Suite(s) lost.
Green 9 Sec. Wpns Secondary Weapons
unit(s) lost.
Green 0 Primary Wpns Primary Weapons
unit(s) lost.

Hits on any Green system which is already de-
stroyed are assigned to Life Support.

That completes the Se-
quence of Play for a turn.
If combat continues, re-
turn to Energy Generation
and carry on!



TO BEGIN THE GAME

THIS SECTION DESCRIBES THE
STANDARD SCENARIO FOR THE GAME,
ADDS AN ADDITIONAL RULE FOR SCOUT
SHIPS, AND PROVIDES OTHER SCENAR-
IOS TO BE WORKED FOR EDUCATIONAL
BENEFIT. THE ADDITIONAL SCENARIOS
ADD EXTRA COMPLEXITY AND GOALS, EN-
HANCING THE REALISM OF THE PLAY --
COMBAT IS ALWAYS A MEANS AND NEVER
AN END TO ITSELF.

A. Standard Scenario: The Duel.

1. PLACEMENT. All cadets of the same team
start on the same side of the play area
(floor/table/room/whatever).

2. PREVIOUS TURN SPEED. Assume that all
ships moved at Speed 27 / Warp Factor 3
(“27/3”) during the previous turn.

3. WEAPONS STATUS. Assume that no
weapons are armed or charged.

4. FIRST MOVEMENT. All ships must fly di-
rectly toward the opposition during the first
turn.

5. CONFERENCES. Discussion between cap-
tains should be limited; excessive talk slows

play.

B. Scout Vessel Variant Rules [SFB].

These ships have extra sensor arrays of
higher resolution, permitting better detection of
hostile forces at a longer range. All ships of a
side supported by a scout vessel enter the sce-
nario...

1. ... with a previous turn speed one Warp Fac-
tor higher than the opposition; and

2. ... with all weapons fully charged and ready
to fire.

3. Assume scout effects have already been ac-
counted for in the scenarios below.

C. Scenario: Dilithium To Rima IV.

The Federation transport/tug U.S.S.
Ptolemy is hauling a cargo container of vitally
needed dilithium to Rima IV to reactivate the
colony life support reactors. It is being escorted
by the destroyer U.S.S. Saladin and the scout
U.S.S. Bowie because a Klingon Battlecruiser
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of the Klanthas class was reported heading in
their direction after suffering minor damage in
an attempt to break through the Federation de-
fenses on the perimeter. Intelligence reports
that the Klanthas may attempt to hijack the car-
go pod.

1. FEDERATION SETUP. The tug tows a MK |
Pod. The destroyer and the scout are each
within 2 feet of the pod (in any direction). All
three ships are moving at 64/4.

2. KLINGON SETUP. The battlecruiser is 6 feet
directly ahead of the tug, heading directly for
the tug at 216/6. It has suffered one damage
point each to the Port and Starboard
Phasers.

3. FEDERATION OBJECTIVE. The tug must
exit the far side of the combat area with
more than 5 feet of separation between it
and the battlecruiser; or the tug must be be-
yond the battlecruiser’'s weapons ranges
and moving at such a speed that the battle-
cruiser cannot overtake.

4. KLINGON OBJECTIVE. Destroy one of the
tug’s deflector shields and transport a board-
ing party (which subdues the crew and
steals the cargo); OR be closing with the tug
(but still outside weapon range) when the
ships leave the combat area, and rolling a
higher die than the tug.

D. Scenario: War In The Balance.

A Romulan Warbird has crossed the
Neutral Zone and will attack Federation Out-
posts. The heavy cruiser U.S.S. Lexington is
the only Federation ship close enough to de-
fend the outposts against the intruder.

1. ROMULAN SETUP. Place the Warbird at
one edge of the combat area. The Warbird
begins moving at 64/4, with all weapons
charged and with cloak engaged.

2. FEDERATION SETUP. Place Outpost Alfa
( a labeled poker chip) 3 feet away from and
directly in front of the Warbird. Place Out-
posts Bravo through Fox such that they cre-
ate a line across the combat area; separate
the outposts by roughly 2 feet. Place the
heavy cruiser 3 feet behind the furthest Out-
post from Alfa, facing the Warbird, moving at
64/4 with fully charged weapons.

3. ROMULAN OBJECTIVE: The Romulan re-
ceives 1 point for each outpost destroyed
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and 5 points for destroying the Lexington.
The Romulan receives a 4 point bonus for
escaping to the Neutral Zone (which lies 5
feet behind his start position). The Romulan
must exit the combat area to receive any
points.

4. FEDERATION OBJECTIVE: Defend the out-
posts from the intruder. An outpost can only
be destroyed by being hit with Plasma Tem-
plate #1.

5. FEDERATION DEFENSE NETWORK: After
the first outpost is destroyed, the other out-
posts are alerted and may defend them-
selves with a single strength 1 Phaser. Out-
post sensors are limited, and so these
phasers may only fire along 10-tic incre-
ments. Outposts are exempt from the “firing
without lock-on” rules.

6. FEDERATION REINFORCEMENTS: After
each outpost is destroyed, the Federation
player rolls the 1-20 die. If he rolls a number
equal to or less than the current number of
destroyed outposts, a dreadnought enters
the combat area at the furthest possible
point from the Romulan, moving at 512/8
with all weapons fully charged.

7. VICTORY CONDITIONS.

If the Romulan scores 1-5 points or is de-
stroyed before escaping, call this a Federa-
tion victory.

If the Romulan scores 6-10 points, call this a
Romulan victory.

If the Romulan scores 11 points or more, call
this a Decisive Romulan victory, sure to
cause the Romulan High Command to de-
clare war on the Federation.

E. Scenario: The Dreadnought.

The first of the Federation-class dread-
noughts is on its shakedown cruise when it dis-
covers a pair of Klingon battlecruisers deep in
Federation space. The battlecruisers have ap-
parently been monitoring the trials and now
want to test the dreadnought’s mettle.

1. FEDERATION SETUP. Place the dread-
nought in the center of the combat area, with
a destroyer at each side of the dreadnought
at a range of 1 foot. The Federation ships
have speed 0/0 and fully charged weapons.

2. KLINGON SETUP. Place the battlecruisers
facing the Federation ships at a 5 foot

range. Klingons are moving at 125/5 and
have fully charged weapons.

3. VICTORY CONDITIONS. A Federation vic-
tory occurs when both battlecruisers are de-
stroyed. A Klingon victory occurs when the
dreadnought is destroyed. Any other result
is a draw.

ADVANCED RULES

Many advanced rules were included in
the main text for clarity; other advanced rules
follow. Advanced rules add complexity and de-
tail to the game and should only be used by
those entirely familiar and comfortable with the
regular rules.

A. Fleet Rules

1. NON-SIMULTANEITY. Cadets move and
shoot in the order in which they complete
their logs (up to Weapons Programming).

a) The first to complete his Log and turn it
face-down on the floor shouts “One!”; the
second “Two!”; and so on.

b) The first cadet moves his ship and com-
pletes Weapon Programming and Fire, all
before any other cadet may act.

c) All damage takes effect immediately. If
may become necessary for later-acting
players to reallocate energy to account for
damaged engines or systems. Damaged
weapons may NOT be fired.

2. CAPTURE (Optional Fleet). Points are
scored based on damage levels and possi-
ble take-over of enemy craft.

3. BOARDING PARTIES (Optional Fleet).

a) A Boarding Party may be launched into
another ship, providing safe transport
may be obtained. (See the rules for trans-
porting personnel.)

b) The defending captain rolls the
Green/Black Die.

i) Green result indicates the Defending
Crew is prepared to repel the boarders;
see ‘Boarding Party Battles’ below.

i) Black result indicates the Defending
Crew was caught unawares; the board-
ing crew has taken control without sig-
nificant resistance.

c) Boarding Party Battles: Both players roll
the Green/Black Die. Whichever rolls the



highest digit wins the battle and control of
the ship. In case of a tie the battle contin-
ues to the next turn.

d) Limitation: A ship may launch only ONE
boarding party per scenario.

B. Stunning Shots.

A captain may choose to operate
phasers or disruptors at reduced power, option
to disable the crew rather than damage the
vessel.

1. DECLARATION. During Weapons Fire the
player must announce that he is “firing to
stun.”

2. SHIELDS. ANY shielding of any strength will
completely deflect stunning fire.

3. EFFECT OF HIT. On the next turn the affect-
ed ship may not change course or speed,
may not initiate weapons charging, may not
fire weapons, etc.

4. ATTEMPT TO RECOVER. At the end of the
next turn in which the affected ship is NOT
hit by stunning fire, the commanding player
may roll the Green/Black Die. A green result
indicates the ship may resume normal oper-
ation.

a) Note that the player utilizing stunning fire
may repeat the stunning fire in the follow-
ing turns. As long as the attacker contin-
ues to succeed, the affected player may
not attempt to recover.

C. Universal Cloaking.

Since “military secrets are the most
fleeting of all,” it is possible to play games in
which all ships are equipped with the Cloaking
Device.

D. Firing Blind.
It may be possible to fire weapons effec-
tively with NO operational sensors.
1) Firing Strengths and Angles must be logged
ONE FULL TURN in advance of fire.
2) In the turn of fire, the Firing Angles will be
modified as for Firing Without Sensor Lock.

TURN SEQUENCE

This chart summarizes the complete se-
ries of steps to complete a game. As men-
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tioned previously, | like to photocopy this onto
the back of the Ship Display sheets.

A. All players total up energy received from
their engines and log the number.

B. All players complete the energy program-
ming part of the log.

C. All players turn their ships to new courses
and move at the same time.

D. All players log fire angles and energy used
for primary and secondary weapons.

E. All players reveal weapons cards and if firing
identify the target and attempt sensor lock-
on.

F. Any players aborting shots announce it.

G. All players assist one another in laying out
shots and logging hits. Afterwards, damage
is rolled for all hits received.

H. Place Plasma Templates, assess effects,
and return to Step A.

[The following was included in the expanded,
revised 2" Edition © Gamescience 1993.]

DESIGNER NOTES

The STAR FLEET BATTLE MANUAL rules can
be used with our ALIEN SPACE BATTLE
MANUAL so that the two games are played to-
gether. If the idea of 18 more exotic weapon
systems and additional ships interests you, all
that is needed to make the game compatible, is
to abide by the simple changes listed below.
For all practical purposes, blazers and phasers
are similar. The only major difference between
them is that the blazer has a longer range. The
magma beam and the plasma bolt are similar
enough to both work off the magma beam col-
umn of the Alien Space Weaponry Index Chart.
Photon Torpedoes and Proton Torpedoes are
enough alike that the effect of each on the oth-
er 18 weapons are listed on the Alien Space
Weaponry Index Chart, is identical. The Proton,
Photon and Javelin Torpedo all affect the T-
type web as stated on the backside of the T-
type ship record sheet. When Alien Space
ships fire upon Star Fleet game ships, a 20-sid-
ed die is rolled to determine the location of hits.
When STAR FLEET ships fire on Alien Space
ships, hits on the shaded area will cause dam-
age to the sensors & life support while hits aft
of the shaded area damage man and auxiliary
engines, and hits fore of the shaded area dam-
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age main and auxiliary weapons systems. All
ships will move and turn according to the rules
of their respective games. STAR FLEET ships
il have to roll the die for weaponry lock-on
while ALIEN SPACE ships won't have to con-
tend with a lock-on problem. Altho [sic] Blazer
weapons shoot farther than phasers, they must
exceed the strength of a shield before they can
cause damage, whereas the phaser merely
equals the shield to cause damage...

At the risk of losing all credibility, | must
confess that | have never been in a battle be-
tween starships in outer space. Furthermore, |
have never traveled at warp factor 9 or even
approached the speed of light. Consequently, |
am puzzled by the number of people who want
to tell me how to “FIX” this design to make it
more realistic.

The first fix | ignored was suggested in
1976 during a playtest session at Keesler AFB.
Because all of his sensors were shot away, |
told a gamer that he could not fire his weapons,
even though the were still functioning.

He argued that he could shoot, after friend-
ly ships radioed fire coordinates to his comput-
er. Because the radio signals from the friendly
ships were only moving at the speed of light,
while the target as moving at 216 times the
speed of light | refused to allow it.

Then he announced that he as sending his
science officer to the front of the ship to fire his
hand held phaser through the forward port
hole. When | pointed out that the shot would
probably destroy the glass and cause the offi-
cer to be sucked out of the ship as it lost its air
through the opening, he demanded that we al-
low the officer to don a space suit so that he
could stand on the outside of the ship's hull,
while shooting his hand held phaser. When
asked here the weapon would be aimed he
pointed to an enemy ship moving at warp factor
6. If the ship appeared to be where the weapon
was aimed, it must have departed that location
some time earlier because it was traveling 216
times faster than the speed of light. He offered
to lead the target, but since it was already mov-
ing 100,000 times faster than a rifle bullet, | re-

fused. He condemned the game as being total-
ly unrealistic and stalked off.

Others have condemned the game be-
cause | refuse to let them continue controlling
their ship when they are dead. They want a
rule which allows them to ram the enemy or at
least, self-destruct with such force that they
can take their enemy along. Even SPACE
GAMER magazine faulted us for failing to have
a ramming rule. Apparently, everyone else
knows that starships in combat at faster than
light speeds, always ram each other. Since |
have not been there, | am faulted for failing to
take their word for it.

Please notice that | have also failed to cre-
ate a rule which lets a crewman scotch tape his
scout knife to the leading edge of the ship's ex-
terior hull, so that it can function as a bayonet
after all its weapons are shot away!

Since so many people seem to be the
world's final authority on what space combat is
really like, and because they are the only ones
intelligent enough to identify and correct all the
blatant blunders they know | have deliberately
put into this design, and because I'm burned
out from arguing against demands like I've just
described, I've created the optional coverall
rule listed below.

OPTIONAL COVERALL RULES.

Regardless of whether you have the great-
est game designing improvement ever con-
ceived, or the world's most stupid, asinine and
perverted piece of trash, you can put it into this
game if ONE other person is willing to play it
with you. If no one is willing to to let you do it,
neither will I! One more thing, if you see me at
a game convention, please do not tell me all
about the marvelous, exciting and thrilling Star
Trek game on your school computer. | do not
speak computer!

In England, on Sept. 27, 1982, the STAR
FLEET BATTLE MANUAL on the GAMES
DAY AWARD of 1 Prize for “Best Table
Top Rules for Any Period”.
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STBD PHOTON TORPEDOES 12 3 ENERGY USEDammmmmmmmmme
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BESTRICTED MNGLES OF FIRE ENERGY USED FOR PROPULSTON
ﬁ Hﬂﬂlln.cwﬂh.aﬂhﬁuﬂnﬂ 1. CONVERT TO ACCELERATION
“nﬂuﬂ.paﬁlﬁxomxm-ﬂmnncnmmw%m £ |2, DISTANCE MOVED LAST TURN
THAN THE SHIP POSSESSES. i
ASE) mu.mmmczﬂ__esnsnﬁ
& 4. RECORD COURSE CHANGE
B 15, SWBTRACT & FROM 3
rw.. 6. RECORD 105 OF LINE 5
7. SUBTRACT 6 FROM 5 TO GET
DISTANCE MOVED THIS TURN e e
FWRD PHASER ANGLE/STRENGTH
Dllﬂl,ﬂ.fll 2|STBD PHASER ANGLE/STRENGTH
PORT PHASER ANGLE/STRENGTH
HEXES————— HEXES———— W N
Partial Partial m PORT TORPEDO ANGLE/STRENGTH
HEXES HEXES ¥

Partial Partial

*Life support & sensor systems require only one unit of power to operate



DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black” Shields for each hit scored. If alf
Digits factors are already des—
{or 0-9 troyed, read the digit as
or 1-10)* though It wera "Green”.
"Green" Main Drive Each hit causes a loss of
1-5 one (1) unit of energy.
Graen & Auxilliary Each hit causes a loss of
Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Grean B Sensors Each hit reduces ability
to lock on.

Green 9 Secondary Each hit reduces weapon

Weapons by one (1) unit.
Green O Primary Each hit raduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green" systems which are already
destroyed, are logged against the lifa suppart system.

¥A NOTE ON DICE USAGE:

Tables in STAR*FLEET BATTLE MAMNUAL are based on
20-sided dice (D20). The “"Black/Green" designation
for digits is for a D20 with 0-9 twice, which should be
Inked In contrasting colors for a "low" and "high" set
of digits.

If you use a D20-PLUS {numbered 0-9 with a "+" on
ona sat of digits), read plain 0-9 as "Black” results,
+0—+9 as "Green" rasults.

If you use a TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Green" results.

TURN SEQUENCE
All players total up energy recelved from their
engines and leg the number.
All players complata the anergy programming
part of the log.
All players turn their ships to new courses and
move at tha same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players arnounce targets they are attempting
to fire on and roll for a lock on,
Any players aborting shots announce it.
All players assist one another in laying out shots
and logging hits.
Place Plasma templates and go to step A.

»
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_umzﬁ_ systens ¥ 123456 ENERGY USE Do
DEFLECTOR SHIELD #1 123456 ENERGY (Do
DEFLECTOR SHIELD #2 123456 VST S—
m OEFLECTOR SHIELD #3 123436 | & |ENERGY USED—ommmmee
o [FEFLECTOR SHIELD #4 123456 |3 [ENERGY USED—mmmmeee
2| rMRD PHASER BANKS 12 L S——
Z |sTB0 PHASER AANS 12 = |enercy sep—
PORT PHASER BANKS 11 m ENERGY USED=————— e
STBD PHOTON TORPEDOES 1 2 3 ENERGY /SEDm e
PORT PHOTON TORPEDGES 1 2 3 ENERGY USED-

RESTRICTED ANGLES OF FIRE

The diagram below is used to show
ths total smount of fire that can
oe used in sny une particuler di-
rection. NEYER FIRE MORE WEAPONS
THAN THE SHIP POSSESSES.

HEAVY nrc_mmn
HEXES HEXES
Partial Partial
HEXES HEXES
Partial Partial

ENERGY USED FOR PROPULSION

COURSE PROCRAMMING

1.
Nt

CONVERT TO ACCELERATION
CISTANCE MOVED LAST TURN

« RESULT OF 1 AND 2 ABOVE
« RECORD COURSE CHANGE

SUBTRACT &4 FROM 3

RECORD 10% OF LINE 5
SUBTRACT 6 FROM 5 TO GET
OISTANCE MOVED THIS TURN

WEAPON PROGRAMMING

FWRD PHASER ANGLE/STRENGTH
STBO PHASER ANGLE/STRENGTH
PORT PHASER ANGLE/STRENGTH
STBD TORPEDO ANGLE/STRENGTH
PORT TORPEDO ANGLE/STRENGTH

* Lifo support & sensor systems requirs only one unit of power to operate




DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black” Shields for each hit scored. If alf
Digits factors are already des—
{or 0-9 troyed, read the digit as
or 1-10)* though It wera "Green”.
"Green" Main Drive Each hit causes a loss of
1-5 one (1) unit of energy.
Graen & Auxilliary Each hit causes a loss of
Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Grean B Sensors Each hit reduces ability
to lock on.

Green 9 Secondary Each hit reduces weapon

Weapons by one (1) unit.
Green O Primary Each hit raduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green" systems which are already
destroyed, are logged against the lifa suppart system.

¥A NOTE ON DICE USAGE:

Tables in STAR*FLEET BATTLE MAMNUAL are based on
20-sided dice (D20). The “"Black/Green" designation
for digits is for a D20 with 0-9 twice, which should be
Inked In contrasting colors for a "low" and "high" set
of digits.

If you use a D20-PLUS {numbered 0-9 with a "+" on
ona sat of digits), read plain 0-9 as "Black” results,
+0—+9 as "Green" rasults.

If you use a TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Green" results.

TURN SEQUENCE
All players total up energy recelved from their
engines and leg the number.
All players complata the anergy programming
part of the log.
All players turn their ships to new courses and
move at tha same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players arnounce targets they are attempting
to fire on and roll for a lock on,
Any players aborting shots announce it.
All players assist one another in laying out shots
and logging hits.
Place Plasma templates and go to step A.
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PORT MAIN ENGINE 12345678
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LIFE SUPPORT SYSTEMS® 123456 ENERGY USEDemmmmm mmmmmm

SENSOR SYSTEMS ¥ 123456 ENERGY USEDmmmmmmmmmmmm

OEFLECTOR SHIELD 1 123456 78| [ENERGY USED-mmmmmmmmemm

DEFLECTOR SHIELD #2 123456 78| [ENERGY USEDmmmmmmmmmann
m DEFLECTOR SHIELD #3 1234 56 7 8 | Z |ENERGY USED i
M DEFLECTOR SHIELD #4 12345678 M ENERGY USED=we=a ——
m FWRD PHASER BANKS 12 = |[ENERGY USED
W STBD PHASER BANKS 12 M ENERGY USED = e

PORT PHASER BANKS 1 2 m ENERCGY USED—————

UPPR PHASER BAMKS 12 - ENERGY USED—— e e

LOWR PHASER BANKS 12 ENERGY USEDww e e

STBD PHOTON TORPEDOES 1 2 3 ENERGY USEDwseeeeaea——
__IPoRT PHOTON TORPEDOES 12 3 ENERGY USE D mmmm

RESTRICTED MNGLES OF FIRE ENERGY USED FOR PROPULSTON

The disgrem below is used to show
the total mmsount of fire that can
be used in sny one particular di-
NEYER FIRE MORE WEAPONS
THAN THE SHIP POSSESSES.

rection.

COURSE PROGRAMMING

1, CONVERT TO ACCELERATION
2. DISTANCE MOVED LAST TURN
3. RESULT OF 1 AND 2 ABOVE
RECORD COURSE CHANGE

5. SUBTRACT 4 FROM 3

6, RECORD 10% OF LINE 5

7. SUBTRACT & FROM 5 TO GET
DISTANCE MOVED THIS TURN

)
un.gnx.ﬂ m
HEXES HEXES .
Partial Partial 3
HEXES HEXES
Partial Partial

FWRD PHASER ANGLE/STRENGTH
STBD PHASER ANGLE/STRENGTH
_1ax._. PHASER ANGLE/STRENGTH
UPPR PHASER ANGLE/STRENGTH
|LOWR PHASER ANGLE/STRENGTH
STBD TORPEDO ANGLE/STRENGTH
PORT TORPEDO ANGLE/STRENGTH

* Life support & sensor systams require only one unit of power to operate




DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black” Shields for each hit scored. If alf
Digits factors are already des—
{or 0-9 troyed, read the digit as
or 1-10)* though It wera "Green”.
"Green" Main Drive Each hit causes a loss of
1-5 one (1) unit of energy.
Graen & Auxilliary Each hit causes a loss of
Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Grean B Sensors Each hit reduces ability
to lock on.

Green 9 Secondary Each hit reduces weapon

Weapons by one (1) unit.
Green O Primary Each hit raduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green" systems which are already
destroyed, are logged against the lifa suppart system.

¥A NOTE ON DICE USAGE:

Tables in STAR*FLEET BATTLE MAMNUAL are based on
20-sided dice (D20). The “"Black/Green" designation
for digits is for a D20 with 0-9 twice, which should be
Inked In contrasting colors for a "low" and "high" set
of digits.

If you use a D20-PLUS {numbered 0-9 with a "+" on
ona sat of digits), read plain 0-9 as "Black” results,
+0—+9 as "Green" rasults.

If you use a TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Green" results.

TURN SEQUENCE
All players total up energy recelved from their
engines and leg the number.
All players complata the anergy programming
part of the log.
All players turn their ships to new courses and
move at tha same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players arnounce targets they are attempting
to fire on and roll for a lock on,
Any players aborting shots announce it.
All players assist one another in laying out shots
and logging hits.
Place Plasma templates and go to step A.
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UNITS AND DAMAGE

SENSOR SYSTEMS™
DEFLECTOR SHIELD 1
DEFLECTOR SHIELD #2
DEFLECTOR SHIELD #3
DEFLECTOR SHIELD #4
FWRD PHASER BANKS

12345678
1234
1234
1234
1234

12

ENERGY DISTRIBUTION

RESTRICTED ANGLES OF FIRE

The dimgram below is umed to show
the tatal smount of firs that can
be used in any one particular di-

rection, NEVER FIRE MORE WEAPONS
THAN THE SHIP POSSESSES.
160 0
L[] NOFIRE n
scouT

HEXES—————HEXES———
Partial Partial
HEXES HEXES
Partial Partial

MAIN ENGINE 12345678
1HPULSE ENGINES Jj23a TOTAL ENERGY AVAILABLE
LIFE SUPPORT SYSTEMS® 123 4 ENERGY USEDemm e e e

ENERGY USE D e
ENERGY USED——————
ENERGY USED————m— e
ENERGY USED————— e emme
ENERGY USED—————e
ENERGY USED—————e e

ENERGY USED FOR PROPULSION

my

COURSE PROGRAMMING

b.
2.

CONVERT TO ACCELERATION
DISTANCE MOYED LAST TURN
RESULT OF 1 AND 2 ABDVE
RECORD COURSE CHANGE
SUBTRACT & FROM 3
RECORD 10% OF LINE 5

SUBTRACT & FROM 5 TO GET
DISTANCE MOVED THIS TURN

WEAPON PROGRAMMING

FWRD PHASER ANGLE/STRENGTH

* Life support & sansor systams require only one unit of power to operate



DIE ROLL  SECTION HIT
ALL Deflector
“Black" Shields
Digits
(or 0-9
or 1=10)*
"Green" Main Drive
1-5
Green 6 Auxilliary
Engine
Green 7 Life Support
Green 8 Sensors
Green 9 Secondary
Weapons
Green 0 Primary
Weapons

NOTE: Hits on any "Green" systems which are already
destroyed, are logged against the life support system.

*A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice (D20). The "Black/Green" designation
for digits is for a D20 with 0-9 twice, which should be
inked In contrasting colors for'a "low" and "high" set

of digits.

If you use a D20-PLUS (numbered 0-9 with a
one set of digits), read plain 0-2 as "Black" results,

+0—+9 as “Green" results,

If you use a TRUE D20 (numbered 1-20), read 1-10 as

Page 29
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DAMAGE LOCATION TABLE

EFFECT

One (1) capability is lost
for each hit scored. If alf
factors are already des-

troyed, read the digit as

though It were "Green",

Each hit causes a loss of
one (1) unit of energy.

Each hit causes a loss of
one (1) unit of energy.

Ship is dead.

Each hit reduces ability
to lock on.

Each hit reduces weapon
by one (1) unit.

Each hit reduces weapon
by one (1) unit.

"Black" results, 11-20 as "Green" results.

TURN SEQUENCE

A. All players total up energy received from their
engines and log the number.

B. All players complete the energy programming
part of the log.

C. All players turn their ships to new courses and
move at the same time.

D. All players log fire angles and energy used for
primary and secondary weapons.

E. All players announce targets they are attempting
to fire on and roll for a lock on.

F. Any players aborting shots announce it.

G.

and logging hits.

All players assist one another in laying out shots

Place Plasma templates and go to step A,

+ Oon

Franz Joseph told us that the scout is
used primarily to patrol secured areas or
to haul ambassadores to vital meetings.
[t is also used to surpress Orion Pirate
ships which ocassionally raid the space
lanes. It is not designed to participate
in prolonged ship to ship combat.

After receiving a number of complaints
that the scout lacked battle qualities, I
asked Steve Cole, author of the game STAR
FLEET BATTLES, how he solved the problem.

Steve increased the sensor equipment
on all scouts so they could detect enemy
ships at twice normal range. It can also
Jam enemy communications or confuse guid-
ed missiles. While the Jamming of commun-
ications can be simulated by telling all
enemy players to remain silent for the
rest of the game, the guided missile jam-
ming would not come into play until you
incorporate ships from our companion game
called, ALIEN SPACE.

Steve gave us permission to use this
new rule for scouts in our game. When a
scout is part of any collection of Feder-
ation ships about to go into battle, all
Federation ships enter the game with all
weapons fully charged and moving at least
one warp factor faster than the enemy. An
early warning from the scout has given
all Federation ships extra time to pre-
pare for combat.

Because the Scout has more sensor equipment
than other ships, it will be able to lock
on target without problems until only 4 are
left in operation. When 4 sensors are left
in operation, it must roll one digit higher
than the enemy warp speed, to lock on.
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Oecause the tug has only two phasers to
fire forward, and two mare to fire back-
ward, it is unable to fire nors than s
strength 2 blast in any direction. If its
forwerd port mount and aft part mount were
destroyed, it would ba totally unsble to
fire 8t tarpsts on its port side, and
could only Ffire with strength 1 forward
or beckward, and strength 2 to starboard

Thera are 5 different types of cargo pods
and many different possible weight combi-
nations of pods and tug, Use the tahle
below to determire the tuge aceeleration
cepability,

15stug with no pods

9=tug with one M¢ IV pod

B=tug with ane Mc I, II, IIT ar V pod.
7=tug with two Mc IV pods

b=tug with any combinstion of IIT & IV
S=tug with sny combination of I, IT & V
Tha tug can not use its tractor beam to
move any other anip, if it is carrying s
cargo pods  When pulling other ships, the
standard tractor beam rules apply. If the
dice call fur secondary weaponry hits, log
it sgainst the cargo pod, if carried, or
1ife support if not carried. Pods which
suffer 4 hits have their cargo destroyed
end will break lose fror the tug. The pod
which has no value can be jettisaned with
out any loss of speed, regardless of whe-
ther it is the for or aft pod, If jekti-
soned, it decelleratss like s ship without
power, As pod hits occur, roll the die
again with green digits showing hits on
the fore pod and black digits indicating
hits on the sft pod, Additional data de-
teiling which pod carries what type of
cargo, can be found in the STAR FLEET TECH
MANUAL by Franz Joseph, published hy Pall-
entine books. »

NOTICE,...Only Federation Starfleet ships

have erewmen skillfull emough to jury-rig

temporary repairs. R-type, K-type and T-

type alien ships have no damage control.

During step H, all Starfleet captains may

roll the die once to repair one unit of

damage inflicted on a previous turn. A

roll of any green digit, repairs one unit

of damage., Life support can not be re-

paired, (Unused repair rolls can not be

saved up from ome turn to the next nor cam
they be traded between friendly ships. At
least ome game turn must be played without
the unit functioning, before repair can be
attempted.

TRANSPORT/TUG

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT EFFECT

ALL Deflector One (1) capability |s lost
“Black” Shislds for each hit scored, If all
Digits factors are already des-
(or 0-9 troyed, read the digit as
or1-10)* though It were "Green'.
"Green" Main Drive Each hit causes a loss of
1=-5 one (1) unit of energy
Green 6 Auxillfary Each hit causes a loss of
Engine one (1) unit of energy

Green 7 Life Support  Ship is dead,

Green 8 Sensors Each hit reduces ahllity

te lock on.

Green 9 Ssenndary Each hit reduces weapon
Weapons by ana (1) unit.

Green 0 Primary Each hit reduces weapon
Weapons by one (1) unit,

NOTE: Hits on any "Green" systems which are already
destroyed, are logged against the life support system.

*A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice {D20). The “Black/Green" designation
for digits is for a D20 with 0-9 twice, which should ba
inked in contrasting colors for a "low" and "high* set

of digits.

If you use a D20-PLUS {numbered 08 with a "+" en
one set of digits), read plain 0-9 as “"Black” resLits,

* +0—+9 as "Green" results.

If you use a TRUE D20 (numbered 1-20), read 1-10 as

"Black” results, 11-20 as *Green” results.

@ o | >
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TURN SEQUENCE
All players total up energy received from their
engines and log the numbar,
All players complete the snergy programming
part of the log.
All players twrn their ships to new courses and
move at the same time.
All players log flre angles and energy used for
primary and secondary wsapons,
All playars anncunce targets they are attempting
to fire on and roll for a lock on.
Any players abarting shots announce |t
All piaysrs assist one another in laying out shots
and logging hits.
Place Plasma templates and go to step A,

Page 31

Franz Joseph maintains that the tug is
a cargo type ship only. The few weapons
each tug carries, are strictly for self
dafense,

The Star Fleet Battles boardgame by
Task Force states that the Federation has
modified several of its starliner cargo
pads into weaponry pods. It is my under-
standing that tugs which have been recon-
figured with a1l this additional firepow-
er are much like ths Q ships of WWII. A
Q ship looks 1ike a normal freight cargo
ship, but it has many extra hidden guns
that are turned upon the znemy raider as
the raider begins his attack.

No tug carries more than one weapons
pod. When a weapons pod s carried, no
other type of pod can be carried. The
weapons pod has the same mass as a mark
IV cargo container. The weapons pod has
6 forward firing photon torpedo tubes and
4 phaser mounts. 2 of these mounts are
on the bottom side of the forward end
of the pod, and the other 2 are on the
bottom side of the aft end of the pod.
Each mount has a 360 degree angle of fire

When Steve Cole, author of the STAR
FLEET BATTLES gane, gave us his permiss-
ion to describe battie pods, he alsp told
me that TASK FORCE will probahly offer a
metal battle pod model for players whe
want them. We Tike the battle pod fdea
and think it will greatly spice up your
games, when one of these tigers sinks his
teeth into an unsuspecting commerce raid-
er.
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LIFE SUPPORT SYSTDMS® 1234

DEFLECTOR SHIELD #1 1234
DEFLECTOR SHIELD 42 1232
DEFLECTOR SHIELD #3 125
DEFLECTOR SHIELD 4 1232

12

12

STHD PHOTON TORPEDOES 112
POAT PHOTON TORPEDOES 112

2 Phasers

HEXES.

Federation Light Cruiser

HEXES
Partial
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Partial
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ENERCY DISTRIBUTION

ENERGY USE D
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ENERGY USED———————
ENERGY USE D
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(3T T 1 | ——
ENERGY USE Do

ENERGY USED FOR PROPULSTON

COURSE PROCFAMMING

ls CONVERT TO ACCELERATION
2. DISTANCE MOVED LAST TURN
3. RESULY OF 1 AND 2 ABOVE
4, RECORD COURSE CHANGE

5. SUBTRACT & FROM )

6. RECORD 10% OF LINE 5

7. SUBTRACT & FROM § TO CET
DISTANCE WOVED THIS TURN

WENPON PROCAAMMING

STBO PHASER ANGLE/STRENGTH
PORT PHASER ANGLE/STRENGTH
STBD TORPEDO AMGLE/STRENGTH
FORT TORPEDO ANGLL/STRENGTH

*Life
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quira only one unit of power to operats
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DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black” Shields for each hit scored. If alf
Digits factors are already des—
{or 0-9 troyed, read the digit as
or 1-10)* though It wera "Green”.
"Green" Main Drive Each hit causes a loss of
1-5 one (1) unit of energy.
Graen & Auxilliary Each hit causes a loss of
Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Grean B Sensors Each hit reduces ability
to lock on.

Green 9 Secondary Each hit reduces weapon

Weapons by one (1) unit.
Green O Primary Each hit raduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green" systems which are already
destroyed, are logged against the lifa suppart system.

¥A NOTE ON DICE USAGE:

Tables in STAR*FLEET BATTLE MAMNUAL are based on
20-sided dice (D20). The “"Black/Green" designation
for digits is for a D20 with 0-9 twice, which should be
Inked In contrasting colors for a "low" and "high" set
of digits.

If you use a D20-PLUS {numbered 0-9 with a "+" on
ona sat of digits), read plain 0-9 as "Black” results,
+0—+9 as "Green" rasults.

If you use a TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Green" results.

TURN SEQUENCE
All players total up energy recelved from their
engines and leg the number.
All players complata the anergy programming
part of the log.
All players turn their ships to new courses and
move at tha same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players arnounce targets they are attempting
to fire on and roll for a lock on,
Any players aborting shots announce it.
All players assist one another in laying out shots
and logging hits.
Place Plasma templates and go to step A.

»
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K-TYPE OR R-TYPE BATTLE CRUISER

The K-type ship carries a secondary weapaon
known es disruptor bolts, They are similar
to photon torpedoes in that their range is
only 3 feet. Disruptor bolts are ares
deatruction devices, rathar than pinpoint
weapona like phasers, and the damage they
cayse to the interior of a ship once its

shields have been shot away, must be roll-
ad for like photon torpedo hits, Disrupt-
or bolts are unable to penetrate shields
and must first destroy the shield before
interior damage to a ship can be inflicted
1. PREPARATION: Game play will be speed-
ed greatly if a knot is tied st 3 feet
from the center of the card, on the shoot-
ing atring, to show the rangs limit of the
disruptor bolts.

2. ENERGY USAGE. Up to 4 units of energy
may be put into sach of the 2 disruptor
banks, thereby gensrating the ability to
fire 4 polts out of each speture on the
leading edge of the engine necelles. As
damege is taken on the port or starboard
bolt bank, the ability to creste bolts is
lost. 4i.e. The port bank may generate 4
bolts when undamaged. If it has taken 2
hits, ite ability is reduced to an output
of two. Energy stored in s bank, which is
damaged before it can fire, is lost and
can not be used for any other purpose.
Just like photon torpedoss, once disruptor
bolts sre armed, they remain ready for use
in thet turn end eny future turn, Once
fired, the bank muet be recharged before
another salvo can be launched,

3., DISRUPTOR FIRE; is plotted the same a2
phasera and must be logged before the
string can be stretched cut. Each pair of
disruptor bolts cen destroy one unit of
shielding. A single bolt hitting a shield
causes no damage at all, If B disruptor
bolts hit = strength 6 shield, the shield
suffers 4 units of damage and is reduced
to strength 2. Becsuse disruptor bolts
and phasers hit the target simultanecusly,
damage done to shislda by the bolts, is
not effective until the following turn,
When the disruptor bolts fired, excead the
shields strength, the extra bolts penetrat
into the interior of the ship.. Esch 'pen-
etrating bolt is rolled for separately to
see what is damaged. If & disruptor bolts
hit e strength 2 shield, 4 of the bolte
would destroy the shield. The remaining
bolts would cause interior damage and the
die would be rollsd two times to sse what
is hit. If no shields wsre energized, all
disruptor bolts csuss interior damags.
Each single hit scored on the ships inter-
ior, is rolled separately on the hit loca-
tor table.

4, R-Type Battle Cruiser,
The R-Type bsttle cruiser wes originslly a
K-Type ship. When operated as an R-Type,
the battle cruiser may be equipped with =
clogking device similar to that of the R-
Type Warbird. The following restrictions
spply:

a8, When a battle cruiser has a closk
device, one of its wespons must be removed
Draw & line thru either the phaser hanks ,
or the disruptor banks, No battle cruiser
?:Y carry all 3 types of units at the same

ma .

b. Use exactly the same rules as are
found on the back of the R-Type Warbird's
Log Sheet when using the closking device.

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT EFFECT

ALL Deflector Ona (1) capability is lost
“Black" Shields for sach hit scored. If alf
Digits factars are already des—
(or 0-9 troyed, read the digit as
or 1-10)* though it were "Green”.
"Green" Main Drive Each hit causes a loss of

1-5 one (1) unit of energy.
Gresn 6 Auxiiliary Each hit causes a loss of

Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Green 8 Sensors

Each hit reduces ability
to lock on,

Green 9 Secondary Each hit reduces weapon

Green 0 Primary

Weapons by one (1) unit.

Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Gresen" systems which are already
destroyed, are logged against the life support system.

*A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice (D20). The "Black/Green" dssignation
for digits Is for a D20 with 0-8 twice, which should be
inked in contrasting colors for a “low" and "high" set
of digits.

If you use a D20-PLUS (numbared 0-9 with a "+" on
one set of digits), read plain 0-9 as "Black” results,
+0-+9 as "Gresn" results.

if you use a TRUE D20 (numbered 1-20), read 1-10 as
“Black" results, 11-20 as "Green" rasults.

c o w >

om

TURN SEQUENCE
All players total up energy received from their
sngines and log the number.
All playars complete the energy programming
part of the log.
All players turn their ships to new courses and
move at the same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players announce targets they are attempting
to fire on and roll for a lock on.
Any players aborting shots ann?nce It.
All players assist one another Iff laylng out shots
and logging hits.
Place Plasma templates and go to step A.

NOTICE....Only Federation Starfleet ships

have crewmen skillfull enough to jury-rig

temporary repairs. R-type, K-type and T-

type alien ships have no damage control,

During step H, all starfleet captains may

roll the die once to repair one umit of

damage inflicted on a previous turn. A

roll of any green dipit, repairs one unit

of damage. Life support can not be re-

paired. Unused repair rolls can not be

saved up from one turn to the next nor can
they be traded between friendly ships. At
least one game turn must he played without
the unit functioning, before repair can be
attempted.
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(IFE SUPPORT SYSTEMG® 1 2 3

SENSOR SYSTEMS ™ L% B :

DEFLECTOR SHIELD 41 1 2 3

DEFLECTOR SHIELD #2 1 2 3
1213

DEFLECTOR SHIELD 8
UEFLECTOR SHIELD #4 1 2 3
STRD PHASER BANKS 123

POAT PHASER BANKS
STBD DISRUPTOR BANKS 1 2 3
PORT DISRUPTOR BANG

ENERGY DISTRIBUTION
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ENERGY SED FOR PROPULSION

COURSL PROGRAMMING

1. CONVERT 10 ACCELERATION
2. DISTANCE MOVED LAST TURN
3. RESULT OF 1 AND 2 ABOVE
4. RECORD COURSE CHANGE

5, SUBTRACT & FROM 3

6, RECORD 10% OF LINE 5

7. SUBTRACT & FROM 5 TO GET
DISTANCE MOVED THLIS TURN

WEAPON PROGRAMHING

K-TYPE
DREADNAUGHT
HEXES HEXES—
Partial Partial
HEXES HEXES
Partial Partial

STRD PHASER ANGLE/STRENGTH
PORT PHASER ANGLE /STRENGTH

BT80 DISRUPTOR AMGLE/STRENGTH
_..a: DISRUPTOR ANGLE/STRENGTH

* Life support & sersor systerns require only one unit of powsr to operate



K-TYPE OR R-TYPE BATTLE CRUISER

The K-type ship carries a secondary weapaon
known es disruptor bolts, They are similar
to photon torpedoes in that their range is
only 3 feet. Disruptor bolts are ares
deatruction devices, rathar than pinpoint
weapona like phasers, and the damage they
cayse to the interior of a ship once its

shields have been shot away, must be roll-
ad for like photon torpedo hits, Disrupt-
or bolts are unable to penetrate shields
and must first destroy the shield before
interior damage to a ship can be inflicted
1. PREPARATION: Game play will be speed-
ed greatly if a knot is tied st 3 feet
from the center of the card, on the shoot-
ing atring, to show the rangs limit of the
disruptor bolts.

2. ENERGY USAGE. Up to 4 units of energy
may be put into sach of the 2 disruptor
banks, thereby gensrating the ability to
fire 4 polts out of each speture on the
leading edge of the engine necelles. As
damege is taken on the port or starboard
bolt bank, the ability to creste bolts is
lost. 4i.e. The port bank may generate 4
bolts when undamaged. If it has taken 2
hits, ite ability is reduced to an output
of two. Energy stored in s bank, which is
damaged before it can fire, is lost and
can not be used for any other purpose.
Just like photon torpedoss, once disruptor
bolts sre armed, they remain ready for use
in thet turn end eny future turn, Once
fired, the bank muet be recharged before
another salvo can be launched,

3., DISRUPTOR FIRE; is plotted the same a2
phasera and must be logged before the
string can be stretched cut. Each pair of
disruptor bolts cen destroy one unit of
shielding. A single bolt hitting a shield
causes no damage at all, If B disruptor
bolts hit = strength 6 shield, the shield
suffers 4 units of damage and is reduced
to strength 2. Becsuse disruptor bolts
and phasers hit the target simultanecusly,
damage done to shislda by the bolts, is
not effective until the following turn,
When the disruptor bolts fired, excead the
shields strength, the extra bolts penetrat
into the interior of the ship.. Esch 'pen-
etrating bolt is rolled for separately to
see what is damaged. If & disruptor bolts
hit e strength 2 shield, 4 of the bolte
would destroy the shield. The remaining
bolts would cause interior damage and the
die would be rollsd two times to sse what
is hit. If no shields wsre energized, all
disruptor bolts csuss interior damags.
Each single hit scored on the ships inter-
ior, is rolled separately on the hit loca-
tor table.

4, R-Type Battle Cruiser,
The R-Type bsttle cruiser wes originslly a
K-Type ship. When operated as an R-Type,
the battle cruiser may be equipped with =
clogking device similar to that of the R-
Type Warbird. The following restrictions
spply:

a8, When a battle cruiser has a closk
device, one of its wespons must be removed
Draw & line thru either the phaser hanks ,
or the disruptor banks, No battle cruiser
?:Y carry all 3 types of units at the same

ma .

b. Use exactly the same rules as are
found on the back of the R-Type Warbird's
Log Sheet when using the closking device.

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT EFFECT

ALL Deflector Ona (1) capability is lost
“Black" Shields for sach hit scored. If alf
Digits factars are already des—
(or 0-9 troyed, read the digit as
or 1-10)* though it were "Green”.
"Green" Main Drive Each hit causes a loss of

1-5 one (1) unit of energy.
Gresn 6 Auxiiliary Each hit causes a loss of

Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Green 8 Sensors

Each hit reduces ability
to lock on,

Green 9 Secondary Each hit reduces weapon

Green 0 Primary

Weapons by one (1) unit.

Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Gresen" systems which are already
destroyed, are logged against the life support system.

*A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice (D20). The "Black/Green" dssignation
for digits Is for a D20 with 0-8 twice, which should be
inked in contrasting colors for a “low" and "high" set
of digits.

If you use a D20-PLUS (numbared 0-9 with a "+" on
one set of digits), read plain 0-9 as "Black” results,
+0-+9 as "Gresn" results.

if you use a TRUE D20 (numbered 1-20), read 1-10 as
“Black" results, 11-20 as "Green" rasults.

c o w >
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TURN SEQUENCE
All players total up energy received from their
sngines and log the number.
All playars complete the energy programming
part of the log.
All players turn their ships to new courses and
move at the same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players announce targets they are attempting
to fire on and roll for a lock on.
Any players aborting shots ann?nce It.
All players assist one another Iff laylng out shots
and logging hits.
Place Plasma templates and go to step A.

NOTICE....Only Federation Starfleet ships

have crewmen skillfull enough to jury-rig

temporary repairs. R-type, K-type and T-

type alien ships have no damage control,

During step H, all starfleet captains may

roll the die once to repair one umit of

damage inflicted on a previous turn. A

roll of any green dipit, repairs one unit

of damage. Life support can not be re-

paired. Unused repair rolls can not be

saved up from one turn to the next nor can
they be traded between friendly ships. At
least one game turn must he played without
the unit functioning, before repair can be
attempted.
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K-TYPE OR R-TYPE BATTLE CRUISER

The K-type ship carries a secondary weapaon
known es disruptor bolts, They are similar
to photon torpedoes in that their range is
only 3 feet. Disruptor bolts are ares
deatruction devices, rathar than pinpoint
weapona like phasers, and the damage they
cayse to the interior of a ship once its

shields have been shot away, must be roll-
ad for like photon torpedo hits, Disrupt-
or bolts are unable to penetrate shields
and must first destroy the shield before
interior damage to a ship can be inflicted
1. PREPARATION: Game play will be speed-
ed greatly if a knot is tied st 3 feet
from the center of the card, on the shoot-
ing atring, to show the rangs limit of the
disruptor bolts.

2. ENERGY USAGE. Up to 4 units of energy
may be put into sach of the 2 disruptor
banks, thereby gensrating the ability to
fire 4 polts out of each speture on the
leading edge of the engine necelles. As
damege is taken on the port or starboard
bolt bank, the ability to creste bolts is
lost. 4i.e. The port bank may generate 4
bolts when undamaged. If it has taken 2
hits, ite ability is reduced to an output
of two. Energy stored in s bank, which is
damaged before it can fire, is lost and
can not be used for any other purpose.
Just like photon torpedoss, once disruptor
bolts sre armed, they remain ready for use
in thet turn end eny future turn, Once
fired, the bank muet be recharged before
another salvo can be launched,

3., DISRUPTOR FIRE; is plotted the same a2
phasera and must be logged before the
string can be stretched cut. Each pair of
disruptor bolts cen destroy one unit of
shielding. A single bolt hitting a shield
causes no damage at all, If B disruptor
bolts hit = strength 6 shield, the shield
suffers 4 units of damage and is reduced
to strength 2. Becsuse disruptor bolts
and phasers hit the target simultanecusly,
damage done to shislda by the bolts, is
not effective until the following turn,
When the disruptor bolts fired, excead the
shields strength, the extra bolts penetrat
into the interior of the ship.. Esch 'pen-
etrating bolt is rolled for separately to
see what is damaged. If & disruptor bolts
hit e strength 2 shield, 4 of the bolte
would destroy the shield. The remaining
bolts would cause interior damage and the
die would be rollsd two times to sse what
is hit. If no shields wsre energized, all
disruptor bolts csuss interior damags.
Each single hit scored on the ships inter-
ior, is rolled separately on the hit loca-
tor table.

4, R-Type Battle Cruiser,
The R-Type bsttle cruiser wes originslly a
K-Type ship. When operated as an R-Type,
the battle cruiser may be equipped with =
clogking device similar to that of the R-
Type Warbird. The following restrictions
spply:

a8, When a battle cruiser has a closk
device, one of its wespons must be removed
Draw & line thru either the phaser hanks ,
or the disruptor banks, No battle cruiser
?:Y carry all 3 types of units at the same

ma .

b. Use exactly the same rules as are
found on the back of the R-Type Warbird's
Log Sheet when using the closking device.

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT EFFECT

ALL Deflector Ona (1) capability is lost
“Black" Shields for sach hit scored. If alf
Digits factars are already des—
(or 0-9 troyed, read the digit as
or 1-10)* though it were "Green”.
"Green" Main Drive Each hit causes a loss of

1-5 one (1) unit of energy.
Gresn 6 Auxiiliary Each hit causes a loss of

Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Green 8 Sensors

Each hit reduces ability
to lock on,

Green 9 Secondary Each hit reduces weapon

Green 0 Primary

Weapons by one (1) unit.

Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Gresen" systems which are already
destroyed, are logged against the life support system.

*A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice (D20). The "Black/Green" dssignation
for digits Is for a D20 with 0-8 twice, which should be
inked in contrasting colors for a “low" and "high" set
of digits.

If you use a D20-PLUS (numbared 0-9 with a "+" on
one set of digits), read plain 0-9 as "Black” results,
+0-+9 as "Gresn" results.

if you use a TRUE D20 (numbered 1-20), read 1-10 as
“Black" results, 11-20 as "Green" rasults.

c o w >

om

TURN SEQUENCE
All players total up energy received from their
sngines and log the number.
All playars complete the energy programming
part of the log.
All players turn their ships to new courses and
move at the same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players announce targets they are attempting
to fire on and roll for a lock on.
Any players aborting shots ann?nce It.
All players assist one another Iff laylng out shots
and logging hits.
Place Plasma templates and go to step A.

NOTICE....Only Federation Starfleet ships

have crewmen skillfull enough to jury-rig

temporary repairs. R-type, K-type and T-

type alien ships have no damage control,

During step H, all starfleet captains may

roll the die once to repair one umit of

damage inflicted on a previous turn. A

roll of any green dipit, repairs one unit

of damage. Life support can not be re-

paired. Unused repair rolls can not be

saved up from one turn to the next nor can
they be traded between friendly ships. At
least one game turn must he played without
the unit functioning, before repair can be
attempted.
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R-TYPE WARBIRD

1. CLOAKING DEVICE. When sctivatad, the
closking device makes it impossible for
sensors to lock on to a warbird. The draw-
back is that its user must drop his cloak
before shooting. Damage to the cloaking
generator incresses the time required to
cloak, but does not diminish the power it
consumes ,

2. CLOAKING ENERGY. During each turn in
which the closk is used, 6 units of snergy
must be fed into the generstors. For sach
generator destroyed, spend one extra game
turn putting 6 units of energy into the
generators, before cloaking results. With
undamagsd generators, the warbird
vanish during the game turn in which it
closks. It can not appesr and disappesr
ell in the same game turn. The ship can't
clogk if all its generators are destroyed,
3. EFFECTS OF BEING CLDAKED, When an
enemy starship wishes to fire at a closked
warbird, the snemy plsyer writes his angle
of fire BEFORE either ship moves in that
game turn. Since a cloaked warbird can
not be locked-on, the recorded shot will
be fired by the procesdurs outlined in
paragraph 4.83 of the mein rulee. If the
warbird drope his cloak in that turn, the
pre-recorded angle of fire may be srased
end normel Fire is conducted. The warbird
must drop its closk before it cen fire its
plasma bolt or materislize its old style
nuclsar weapons. Because both warbird
weapons are aree destruction types, the
warbird does not have to roll & die to
lock on to & target before uwaing either of
its weapona.

4, THE PLASMA BOLT. The waerbird fires an
implosion field which moves much slower
than phesers or dieruptors. Its implosion
field ignores most deflector shields and
literally disintegrates metal. A starship
drawing, touched by the bolt template, iss
hit and takes the demage indicated below.
Its firet template, regardless of power,
destroys all ships snd their shields are
no help. Its 2nd section causes damage
equal to the power fed into the generators
A normal playing cerd, with a number edual
this power, is laid face down on the tem-
plate section. Its 3prd section causss
damage of one factor less then its second
section, and the 4th section causes damage
two factors less than the 2nd section. A
ship touched by the #2, #3 or #4 template,
will have the damage die polled against it
one time for sach power factor carried by
the bolt. As each damaged area is identi-
fied by the die roll, the captain of the
damaged ship rolls the green and black 20
digit die to learn what partiel effect his
shisld may have. For each power factor
spent on the shield first touched by the
plasma bolt, the defender rolls the die
one time. Each time he rolls a green digit
the area slatad to be damaged, eacapes the
damage. EXAMPLE: A ship which is shot

Where it has a strength eix shield, is
touched by the 2nd plasme template whigh
has & power of 7. The warbird ceptain
rolls & black 4 which means one unit of
demage to the shield which wes hit. The
defending captain now rolls to see if this
damege can be averted, If he rolls a black
digit on hie first try, he receives no
help and must roll the die agsin until he
hes used up his 5 remaining rolls or gets
&8 green digit, whichever comes first. It
is possible that he might use up all 6 of
his saving throws trying to fend off the
first damage and would then have none left

to fend of f the 2nd or subsequent damage
rolls. Me does not have the option of
saving back any defending throws to ses if
a more valusble system will be hit. A bolt
stope end is sxpendsd against the first
thing it hits. If it hite a T-type wsb,
it pesses thru without losing any of its
power and the web gains no strength from
the sncounter, nor is it weaksned. Hits
on the warbird which call for damage to
primary weapons, are logged on the plasma
generators. Hits on the secondary wespons
will be logged on the closking device. As
generators are destroyed, the amount of
power which can be usad for each shot dim-
inishes. When only one unit of power is
spent on the generator, an sce would be
layed face down on template #2 to show it
had only one factor of damage power and
templates #3 and #4 would not be laid out,
The R-type plasma weapon templates are
laid down at the rate of one per game turn
Each template remains in place for 2 game
turns. As template 3 ig laid down, #1 is
picked up and removed from play. As ¥4 is
laid down, #2 is picked up and removed.

PREPARATION:
along ite heevy dark lines so thst it can

be used like the illustration on this psge. tals is cracked,

In the sbove illustrstiona, both cruisers
are affected by the plasma template #3
because both of them were touched by it.
One ship was hit befors it could move out
of the wey, and the other ship flew into
a template elready laid out.

5., NUCLEAR DEVICE. The warbird must meke
himeelf viaible to fire his old style nuc-
lear devices. He carries 2 of them but
can only send out one per game turn. He
may materialize one of them out to 6 feet
in any direction, with his transporter, in
the same turn during which his plasma is
fired. He has the option of using a
transporter to place one sven when he does
not firs his main wespon. The exact dis-
tance and bearing must be written on the
appropriate line of his wespons programing
section. The distance and bearing for the
materialization muet be written 1in the
proper column, befors any sngles or dis-
tances are messured. Place a ruler with
ite number 12 end at the explosion paoint.
The highest number readsbls on the ruler,
before reaching the ship drawing, equals
the demage caused. Subtract one damage
point for sach shisld factor in use if the
explosive damage must psss thru & shislded
area before reaching the ship drawing. If
damage points exceed shislding, roll one
time for each damage point, just ss if you
had been hit by a salvo of photon torpedos
The power needed to run the transporter is

Cut the plasme templste shest 7.
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so small that it need not be counted. To
materialize a nuclear device with the
traneporter, all shields in ths quadrant
of transporting must be turned off,

When not leaving Wuclear devices as debris
You must roll for lock-on when sttampt-
ing to place nuclear device. IFf lock-on
is not achieved, roll again for how many
degrees missed, just as with phaser Fire.

6. HITS. Each time the warbird is hit,
it must lsave debris. Debris is simulated
by the placement of m face down ordinary
a:‘.ayirq card, directly on the ship drawing

en the ship moves off, the debris card
remaine face down whers the ship used to
be, The card remains on the ships last
“location, face down, until fired upon. If
the card is a black faced card, it may be
ramoved from plsy once some type of weapon

firs touches it., If the debris card is
red, that indicates that one old styls
nuclear device was left behind, A weapon

left in the debris may be detonatsd by the
warbird at any time he chooses, or it can
be prematursly set off if the card is hit
by Fire from enemy ships.

DYLITHIUM, The warbird cerries two
dylithium crystals. When one of the crys-
2 factors of powsr are
lost from the esngine. When e crystal is
burned out, 5 faectors of energy are lost
from the engine concerned.

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black" Shislds for sach hit scored. It all
Digits factors are already des-
(or 0-8 troysd, read the digit as
ar 1-10)* though it were “Grean®.
“Grean” Main Drive Each hit causes a loss of
1-5 one (1) unit of ensrgy.
Green 6 Auxilliary Each hit caiuses a loss of
Engine ong (1) unit of anergy.
Green 7 Lite Support  Ship In dead.
Green B Sensors Each hit reduces ability
to leck on,
Grean 9 Sacondary Each hit raduces weapon
Weapons by ons (1) unit
Graen 0 Primary Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green” systems which are already
destroyed, are logged against the life 1 syst

"A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are basad on
20-sided dice (D20). The “Black/Grean" dsaigration
for digits is for a D20 with 0-9 twice, which should be
Inked in contrasting colors for a “low® and “high® set
of digits. ;

i you use a D20-PLUS (ndmbered 0-8 with a “+* on
ona set of digits), read plain 0-9 as "Black” results,
+0—9 as "Green” results.

If you use & TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Gresn" reauits.

TURN SEQUENCE
All players total up snergy recaived from their
enginea and log the number.
All players complete the energy programming
part of the log.
All playsrs turn their ships to new courses and
move at the same time.
All players log fire angles and energy used for
primary and secondary weapons.
All piayers announce targets they ars attempting
to fire on and roll for & lock on.
Any players abarting shots announce It
All players assist one another In jaying out shols
and logging hits.
Place Plasma templates and go to step A

F O M O 0 @ »
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PROPILSION ENERGY . 2 3 4 5 6 7 B8 9 10 11 12 13 14
TITETCNATION. 10 20 30 40 50 60 70 80 90 100 110 120 130 140

STED ENGINE 1 2 3 4
PORT ENGINE 1 2 3 4
AUXILLARY ENGINES 1

Moo

TOTAL ENERGY AVAILABLE

LITE SIPPORT SYSTEMS® 1 2 3 4 5
SENGOR SYSTEMS™ 12845
ETUECTOR SHIELD 81 1234 5
EFLECTOR SHIELD 42 1 2 3 4.5
OEFLECTOR SHIELD 43 123

CEFLECTOR SWIELD #&4 12 3 45
STED PHASER BAWKGS L33 a

POHT PHASER BANKS 12 3 %
FLASMA BOLT 12345806

NI IS AND Das G

PLASMA EOLT FIRES FORWARD ONLY

ENERGY DISTRISUTION

ENERGY  USE Do
ENERGY USE D
ENERGY USEDee—————
ENERDY USED———
ENERGY USED—
ENERGY  USE Do e
ENERGY USE Do
ENERGY  USE Deeeeee
ENERGY USED—————
ENEROY USE D e

EMERCY USED———————

ENERGY USED. FOR PROFULSTON

COURSE PROGRAMMING

=¥

1. CONVERT TO ACCELERATION
2. DISTANCE MOVED LAST TR
3, RESULT OF 1 AND 2 AROVE
4. RECORD COURSE DUANGE

5, SUBTRACY 4 FROM 3

RECORD 10% OF LINE 5
+ SUBTRACT & FROM 5 TO GET

R-TYPE
HEAVY CRUISER
HEXES HEXES-
Partial Partial
HEXES HEXES
Partial Partial

WLAPON PROGRAMHING

DISTANCE MOVED THIS TURN
STRD PHASER ANGLE/STRENGTH
PORT PHASER ANGLE /STRENGTH

PLASMA BOLT STHENGIH

THE ROMULANS HAVE DEVELOFED A SMALLER, BUT LESS POWERFUL, PLASMA GENERATOR. WHEN INSTALLED
THERE IS NO ROOM FOR THE CLOAK OR NUCLEAR MINES. ENERGY MAY BE FED INTO THE DEVICE FOR ONE
OR SEVERAL TURNS, UP TO THE MAXIMUM UNDAMAGED LEVEL OF THE GENERATOR. USE ONLY THE FIRST TWQ
TEMPLATES. OZ TEMPLATE 1 THE EOLT DOES DAMAGE EQUAL TO THE ENERGY FED INTO THE GENERATOR.
* Lifs ry require only ane unit of power to oparate ON TEMPLATE 2, DAMAGE IS -2 FROM

TEMPLATE 1.



R-TYPE WARBIRD

1. CLOAKING DEVICE. When sctivatad, the
closking device makes it impossible for
sensors to lock on to a warbird. The draw-
back is that its user must drop his cloak
before shooting. Damage to the cloaking
generator incresses the time required to
cloak, but does not diminish the power it
consumes ,

2. CLOAKING ENERGY. During each turn in
which the closk is used, 6 units of snergy
must be fed into the generstors. For sach
generator destroyed, spend one extra game
turn putting 6 units of energy into the
generators, before cloaking results. With
undamagsd generators, the warbird
vanish during the game turn in which it
closks. It can not appesr and disappesr
ell in the same game turn. The ship can't
clogk if all its generators are destroyed,
3. EFFECTS OF BEING CLDAKED, When an
enemy starship wishes to fire at a closked
warbird, the snemy plsyer writes his angle
of fire BEFORE either ship moves in that
game turn. Since a cloaked warbird can
not be locked-on, the recorded shot will
be fired by the procesdurs outlined in
paragraph 4.83 of the mein rulee. If the
warbird drope his cloak in that turn, the
pre-recorded angle of fire may be srased
end normel Fire is conducted. The warbird
must drop its closk before it cen fire its
plasma bolt or materislize its old style
nuclsar weapons. Because both warbird
weapons are aree destruction types, the
warbird does not have to roll & die to
lock on to & target before uwaing either of
its weapona.

4, THE PLASMA BOLT. The waerbird fires an
implosion field which moves much slower
than phesers or dieruptors. Its implosion
field ignores most deflector shields and
literally disintegrates metal. A starship
drawing, touched by the bolt template, iss
hit and takes the demage indicated below.
Its firet template, regardless of power,
destroys all ships snd their shields are
no help. Its 2nd section causes damage
equal to the power fed into the generators
A normal playing cerd, with a number edual
this power, is laid face down on the tem-
plate section. Its 3prd section causss
damage of one factor less then its second
section, and the 4th section causes damage
two factors less than the 2nd section. A
ship touched by the #2, #3 or #4 template,
will have the damage die polled against it
one time for sach power factor carried by
the bolt. As each damaged area is identi-
fied by the die roll, the captain of the
damaged ship rolls the green and black 20
digit die to learn what partiel effect his
shisld may have. For each power factor
spent on the shield first touched by the
plasma bolt, the defender rolls the die
one time. Each time he rolls a green digit
the area slatad to be damaged, eacapes the
damage. EXAMPLE: A ship which is shot

Where it has a strength eix shield, is
touched by the 2nd plasme template whigh
has & power of 7. The warbird ceptain
rolls & black 4 which means one unit of
demage to the shield which wes hit. The
defending captain now rolls to see if this
damege can be averted, If he rolls a black
digit on hie first try, he receives no
help and must roll the die agsin until he
hes used up his 5 remaining rolls or gets
&8 green digit, whichever comes first. It
is possible that he might use up all 6 of
his saving throws trying to fend off the
first damage and would then have none left

to fend of f the 2nd or subsequent damage
rolls. Me does not have the option of
saving back any defending throws to ses if
a more valusble system will be hit. A bolt
stope end is sxpendsd against the first
thing it hits. If it hite a T-type wsb,
it pesses thru without losing any of its
power and the web gains no strength from
the sncounter, nor is it weaksned. Hits
on the warbird which call for damage to
primary weapons, are logged on the plasma
generators. Hits on the secondary wespons
will be logged on the closking device. As
generators are destroyed, the amount of
power which can be usad for each shot dim-
inishes. When only one unit of power is
spent on the generator, an sce would be
layed face down on template #2 to show it
had only one factor of damage power and
templates #3 and #4 would not be laid out,
The BR-type plasma weapon templates are
laid down at the rate of one per game turn
Each template remains in place for 2 game
turns. As template 3 ig laid down, #1 is
picked up and removed from play. As ¥4 is
laid down, #2 is picked up and removed.

PREPARATION:
along ite heevy dark lines so thst it can

be used like the illustration on this psge. tals is cracked,

In the sbove illustrstiona, both cruisers
are affected by the plasma template #3
because both of them were touched by it.
One ship was hit befors it could move out
of the wey, and the other ship flew into
a template elready laid out.

5., NUCLEAR DEVICE. The warbird must meke
himeelf viaible to fire his old style nuc-
lear devices. He carries 2 of them but
can only send out one per game turn. He
may materialize one of them out to 6 feet
in any direction, with his transporter, in
the same turn during which his plasma is
fired. He has the option of using a
transporter to place one sven when he does
not firs his main wespon. The exact dis-
tance and bearing must be written on the
appropriate line of his wespons programing
section. The distance and bearing for the
materialization muet be written 1in the
proper column, befors any sngles or dis-
tances are messured. Place a ruler with
ite number 12 end at the explosion paoint.
The highest number readsbls on the ruler,
before reaching the ship drawing, equals
the demage caused. Subtract one damage
point for sach shisld factor in use if the
explosive damage must psss thru & shislded
area before reaching the ship drawing. If
damage points exceed shislding, roll one
time for each damage point, just ss if you
had been hit by a salvo of photon torpedos
The power needed to run the transporter is

Cut the plasme templste shest 7.
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so small that it need not be counted. To
materialize a nuclear device with the
traneporter, all shields in ths quadrant
of transporting must be turned off,

When not leaving Wuclear devices as debris
You must roll for lock-on when sttampt-
ing to place nuclear device. IFf lock-on
is not achieved, roll again for how many
degrees missed, just as with phaser Fire.

6. HITS. Each time the warbird is hit,
it must lsave debris. Debris is simulated
by the placement of m face down ordinary
a:‘.ayirq card, directly on the ship drawing

en the ship moves off, the debris card
remaine face down whers the ship used to
be, The card remains on the ships last
“location, face down, until fired upon. If
the card is a black faced card, it may be
ramoved from plsy once some type of weapon

firs touches it., If the debris card is
red, that indicates that one old styls
nuclear device was left behind, A weapon

left in the debris may be detonatsd by the
warbird at any time he chooses, or it can
be prematursly set off if the card is hit
by fFire from enemy ships.

DYLITHIUM, The warbird cerries two
dylithium crystals. When one of the crys-
2 factors of powsr are
lost from the esngine. When e crystal is
burned out, 5 faectors of energy are lost
from the engine concerned.

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black" Shislds for sach hit scored. It all
Digits factors are already des-
(or 0-8 troysd, read the digit as
ar 1-10)* though it were “Grean®.
“Grean” Main Drive Each hit causes a loss of
1-5 one (1) unit of ensrgy.
Green 6 Auxilliary Each hit caiuses a loss of
Engine ong (1) unit of anergy.
Green 7 Lite Support  Ship In dead.
Green B Sensors Each hit reduces ability
to leck on,
Grean 9 Sacondary Each hit raduces weapon
Weapons by ons (1) unit
Graen 0 Primary Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green” systems which are already
destroyed, are logged against the life 1 syst

A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are basad on
20-sided dice (D20). The “Black/Grean" dsaigration
for digits is for a D20 with 0-9 twice, which should be
Inked in contrasting colors for a “low® and “high® set
of digits. ;

i you use a D20-PLUS (ndmbered 0-8 with a “+* on
ona set of digits), read plain 0~8 as "Black” results,
+0—9 as "Green” results.

If you use & TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Gresn" reauits.

TURN SEQUENCE
All players total up snergy recaived from their
enginea and log the number.
All players complete the energy programming
part of the log.
All playsrs turn their ships to new courses and
move at the same time.
All players log fire angles and energy used for
primary and secondary weapons.
All piayers announce targets they ars attempting
to fire on and roll for & lock on.
Any players abarting shots announce It
All players assist one another In jaying out shols
and logging hits.
Place Plasma templates and go to step A
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10
100

PROPILSION DNERGY 1 2 3 4 5 6 7 8 8 10
.%Nadﬂi 14 28 42 56 70 84 98 112 126 140

STA0 HAIN ENGINE
CORT WA LN ENGINE

TOTAL ENERGY AVALLABLE

_
_
E _.
LIfE SUPPORT SYSTEMG® 1
SENSOR SYSTEMG 1234

OEFLECTOR SHIELD #1 1234
DEFLCCTOR SHIELD #2 12 34

MR«E..E SHEL 3 123 4
Clerecor U 4 12 3 4
3

 |5T80 PASER BRs 123

Z |PORT PHASER BANKS 123

CLOAKING DEVICE 123 &85"

1]
FIRg

ENERGY USED———————
ENERDY USED—uu—
ENERGY USEDee e
ENERGY USED——e—eeeeee
ENERGY USED——eeee
ENERGY USE Do
ENFRDY  USE Do
ENERDY SE0—

|ENERSY USED—

CNCAGY OISTRIBUTION

ENERDY USED————————
ENERGY SED——uuu

ENERCY LSED FOR PROPULSIIN

COURSE PROGRAMMING

1. CINVERT TO ACCELERATION
2. DISTANCE MOVED LAST TURM
3. RESULT OF L NGO 2 AJ0YE
L. RECORD COURSE CHANGE

5. SUBTRACT & FROM 3

6. RECORD 10% OF LINE 5
1, SUBTRCT § F90K 3. T GET
_DISTANCE WOVED THIS TURN

R-TYPE
LIGHT CRUISER

HEXES————HEXES————

Partial Partial
HEXES HEXES
Partial Partial

STRD PHASER ANCLE/STRENGTH
|PORY PHASER ANGLE /STRENGTH

WEAPON PROCRAMMING

*CLOAKING DEVICE: AFTER 5 UNITS OF ENERGY ARE ALLOCATED TO THE DEVICE, THE SHIP MAY CLOAK.
THIS ENERGY MAY BE APPLIED OVER ONE OR MORE TURNS UNTIL 5 UNITS ARE ALLOCATED. THE

MAXIMUM ENERGY THE DEVICE MAY TAKE IN A SINGLE TURN IS THE RIGHT MOST (UNDAMAGED) NUMBER.

LE. - AN UNDAMAGED DEVICE MAY TAKE 5 UNITS IN ONE TURN AND CLOAK, OR 3 ONE TURN, 2 THE NEXT, ETC.

* Lifs suppart & ssnsor systems require only ona unit of power to operats



R-TYPE WARBIRD

1. CLOAKING DEVICE. When sctivatad, the
closking device makes it impossible for
sensors to lock on to a warbird. The draw-
back is that its user must drop his cloak
before shooting. Damage to the cloaking
generator incresses the time required to
cloak, but does not diminish the power it
consumes ,

2. CLOAKING ENERGY. During each turn in
which the closk is used, 6 units of snergy
must be fed into the generstors. For sach
generator destroyed, spend one extra game
turn putting 6 units of energy into the
generators, before cloaking results. With
undamagsd generators, the warbird
vanish during the game turn in which it
closks. It can not appesr and disappesr
ell in the same game turn. The ship can't
clogk if all its generators are destroyed,
3. EFFECTS OF BEING CLDAKED, When an
enemy starship wishes to fire at a closked
warbird, the snemy plsyer writes his angle
of fire BEFORE either ship moves in that
game turn. Since a cloaked warbird can
not be locked-on, the recorded shot will
be fired by the procesdurs outlined in
paragraph 4.83 of the mein rulee. If the
warbird drope his cloak in that turn, the
pre-recorded angle of fire may be srased
end normel Fire is conducted. The warbird
must drop its closk before it cen fire its
plasma bolt or materislize its old style
nuclsar weapons. Because both warbird
weapons are aree destruction types, the
warbird does not have to roll & die to
lock on to & target before uwaing either of
its weapona.

4, THE PLASMA BOLT. The waerbird fires an
implosion field which moves much slower
than phesers or dieruptors. Its implosion
field ignores most deflector shields and
literally disintegrates metal. A starship
drawing, touched by the bolt template, iss
hit and takes the demage indicated below.
Its firet template, regardless of power,
destroys all ships snd their shields are
no help. Its 2nd section causes damage
equal to the power fed into the generators
A normal playing cerd, with a number edual
this power, is laid face down on the tem-
plate section. Its 3prd section causss
damage of one factor less then its second
section, and the 4th section causes damage
two factors less than the 2nd section. A
ship touched by the #2, #3 or #4 template,
will have the damage die polled against it
one time for sach power factor carried by
the bolt. As each damaged area is identi-
fied by the die roll, the captain of the
damaged ship rolls the green and black 20
digit die to learn what partiel effect his
shisld may have. For each power factor
spent on the shield first touched by the
plasma bolt, the defender rolls the die
one time. Each time he rolls a green digit
the area slatad to be damaged, eacapes the
damage. EXAMPLE: A ship which is shot

Where it has a strength eix shield, is
touched by the 2nd plasme template whigh
has & power of 7. The warbird ceptain
rolls & black 4 which means one unit of
demage to the shield which wes hit. The
defending captain now rolls to see if this
damege can be averted, If he rolls a black
digit on hie first try, he receives no
help and must roll the die agsin until he
hes used up his 5 remaining rolls or gets
&8 green digit, whichever comes first. It
is possible that he might use up all 6 of
his saving throws trying to fend off the
first damage and would then have none left

to fend of f the 2nd or subsequent damage
rolls. Me does not have the option of
saving back any defending throws to ses if
a more valusble system will be hit. A bolt
stope end is sxpendsd against the first
thing it hits. If it hite a T-type wsb,
it pesses thru without losing any of its
power and the web gains no strength from
the sncounter, nor is it weaksned. Hits
on the warbird which call for damage to
primary weapons, are logged on the plasma
generators. Hits on the secondary wespons
will be logged on the closking device. As
generators are destroyed, the amount of
power which can be usad for each shot dim-
inishes. When only one unit of power is
spent on the generator, an sce would be
layed face down on template #2 to show it
had only one factor of damage power and
templates #3 and #4 would not be laid out,
The BR-type plasma weapon templates are
laid down at the rate of one per game turn
Each template remains in place for 2 game
turns. As template 3 ig laid down, #1 is
picked up and removed from play. As ¥4 is
laid down, #2 is picked up and removed.

PREPARATION:
along ite heevy dark lines so thst it can

be used like the illustration on this psge. tals is cracked,

In the sbove illustrstiona, both cruisers
are affected by the plasma template #3
because both of them were touched by it.
One ship was hit befors it could move out
of the wey, and the other ship flew into
a template elready laid out.

5., NUCLEAR DEVICE. The warbird must meke
himeelf viaible to fire his old style nuc-
lear devices. He carries 2 of them but
can only send out one per game turn. He
may materialize one of them out to 6 feet
in any direction, with his transporter, in
the same turn during which his plasma is
fired. He has the option of using a
transporter to place one sven when he does
not firs his main wespon. The exact dis-
tance and bearing must be written on the
appropriate line of his wespons programing
section. The distance and bearing for the
materialization muet be written 1in the
proper column, befors any sngles or dis-
tances are messured. Place a ruler with
ite number 12 end at the explosion paoint.
The highest number readsbls on the ruler,
before reaching the ship drawing, equals
the demage caused. Subtract one damage
point for sach shisld factor in use if the
explosive damage must psss thru & shislded
area before reaching the ship drawing. If
damage points exceed shislding, roll one
time for each damage point, just ss if you
had been hit by a salvo of photon torpedos
The power needed to run the transporter is

Cut the plasme templste shest 7.
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so small that it need not be counted. To
materialize a nuclear device with the
traneporter, all shields in ths quadrant
of transporting must be turned off,

When not leaving Wuclear devices as debris
You must roll for lock-on when sttampt-
ing to place nuclear device. IFf lock-on
is not achieved, roll again for how many
degrees missed, just as with phaser Fire.

6. HITS. Each time the warbird is hit,
it must lsave debris. Debris is simulated
by the placement of m face down ordinary
a:‘.ayirq card, directly on the ship drawing

en the ship moves off, the debris card
remaine face down whers the ship used to
be, The card remains on the ships last
“location, face down, until fired upon. If
the card is a black faced card, it may be
ramoved from plsy once some type of weapon

firs touches it., If the debris card is
red, that indicates that one old styls
nuclear device was left behind, A weapon

left in the debris may be detonatsd by the
warbird at any time he chooses, or it can
be prematursly set off if the card is hit
by fFire from enemy ships.

DYLITHIUM, The warbird cerries two
dylithium crystals. When one of the crys-
2 factors of powsr are
lost from the esngine. When e crystal is
burned out, 5 faectors of energy are lost
from the engine concerned.

DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black" Shislds for sach hit scored. It all
Digits factors are already des-
(or 0-8 troysd, read the digit as
ar 1-10)* though it were “Grean®.
“Grean” Main Drive Each hit causes a loss of
1-5 one (1) unit of ensrgy.
Green 6 Auxilliary Each hit caiuses a loss of
Engine ong (1) unit of anergy.
Green 7 Lite Support  Ship In dead.
Green B Sensors Each hit reduces ability
to leck on,
Grean 9 Sacondary Each hit raduces weapon
Weapons by ons (1) unit
Graen 0 Primary Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green” systems which are already
destroyed, are logged against the life 1 syst

A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are basad on
20-sided dice (D20). The “Black/Grean" dsaigration
for digits is for a D20 with 0-9 twice, which should be
Inked in contrasting colors for a “low® and “high® set
of digits. ;

i you use a D20-PLUS (ndmbered 0-8 with a “+* on
ona set of digits), read plain 0~8 as "Black” results,
+0—9 as "Green” results.

If you use & TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Gresn" reauits.

TURN SEQUENCE
All players total up snergy recaived from their
enginea and log the number.
All players complete the energy programming
part of the log.
All playsrs turn their ships to new courses and
move at the same time.
All players log fire angles and energy used for
primary and secondary weapons.
All piayers announce targets they ars attempting
to fire on and roll for & lock on.
Any players abarting shots announce It
All players assist one another In jaying out shols
and logging hits.
Place Plasma templates and go to step A

F O M O 0 @ »
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The T-Type petrol ship should net be
expected to stand up toe to toe with e
cruiser class ship and give se good as it
gets because it is a smeller class ship,
more like the destroyer than anything elae,
The petrol ship can lay an srergy web
along its path which is dangerous to cross
and difficult to fire thru. The patrol
ship spins Lts web from energy flowing
thru ite webbing device. During sach turn
in which the device operates, the ship
lays & wsb strand in ite waks, stretching
from its lest position to ite new one,
PREPARATION: Cut the node template and
strength markers from the red shest. Use
ribbon, string or tape to repressnt web
strands laid in the ships weke, Cut the
string, stc. to equal the distance moved
and place it mlong the path moved by the
ship. Since there is no way an effective
web can be laid when the ship moves at
warp 7 or faster, you might find it easier
to cut several langtha of string, ate. tn
be 342 light spesd increments long and
then lay out only enough of the string to
portray the move being made, while falding
the exceas back and forth aver the portion
needed to show the area covered by wsb,
ENERGY USAGE: Up to 7 units of ensrgy nay
be sent into the ships webbing device,
Each unit of anergy powsring tha webbing
device, increassss the strength of the wab
by one factor. After laying each strand
of the web, a strength marker is laid on
it to show its power. The web strength is
determined by subtracting the warp Ffactor
moved from the energy spent generating the
web atrand. Add this nunber to the last
strength marker pleced and subtract 1. The
web strength merker sppliss ta the entira
web created so far, so ss new web sections
are connected, its strength increeses, for
example: on turn 1 the patrol ship puts 7
units of emargy into the webbing device &
moves warp 3. The proper length of string
or tage is cut and laid selong the ships
weke. A web strength marker of 3 is used
in this cese because the ship spent seven
units of energy for webbing, but had ta
subtrect 3 points from the wsb atrength
because he was moving at werp 3 while the
web wea being laid. Sinee only one ship
is laying the web section, an additiorsl
ona point of web strength loes occurs
yhich brings the web strength down from
T ko 3 (7-3=4, &-1=3), When two patrol
shipe create weab amsctions from the seme
starting point, or Af their sections croas
sach other, you add the web energy from
both ships together and subtract the total
of both ships warp factors. For exanple,
One ship spanda & Factors of power and the
other spends 5; 6+5=11, The strength of
the firset web section ie 11 minus the com-
bined warp factors of the two shipa laying
this web. If one ship were moving at warp
4 and the other st warp 3, (&+3=7) aeven
points of strength would be subtractsd
from the 11 point strength of the web
which leavas a web strength of onlv 4, If
the combined speed of the patrol ships ie
grester than the power pumped into the wsb
plus the webs former strength, the wsb
disolves. Consequently, patrol ehips must
be sure that they provide encugh pover in-
put to offset the speed st which nsw web
is being spun. As another example, if two

T-TYPE PATROL SHIP

ships pumped 7 factars sach into s comman
web segment whila moving at warp two, the
web would have a strength of 14-4=1D. If
in the next turn, esch ship put in 2 more
factore of energy while increasing its
speed to warp 5, the 2 factor snergy in-
put from each ship would bring the web
strength to 14 because 2+2+10=14, However
their combined spesd of 5+5=10 so 14-10:z4,
The web strength would fall from 10 to 4
in this turn. If both shipa stopped and
spent 7 factors each in ths next turn, the
web would incresse! ... 4+14=18, If one
of the ships stops making web while the
other continues, an additicnal one peint
of web decay must be charged egainat the
web during each game turn, If baoth ships
were to stop charging up the web, it would
decay at the rate of she Factor per gama

turn.

EFFECTS OF WEB:  All friendly and snemy

ships which cross a web section lose
main engine power equal to the strength of
the web. A cruleer crossing a strength 4
web permanently loses 4 units from its
main engines just me tho it had been hit
by enamy weaponry fire. The web does not
lose mny of its strength when this happens
Befors any ship may firs thru a web, A
node templats must be placed on the web
saction fired over, with its arrow on the
last junction created. Ta clarify this s
bit, please understand that the last junc-
tion ls not necessarily dsfined as being
the moat recently laid section, but rathar
the moat recently leid ssction whick in-
terposes itself batween the shooting ship
and its terget, If the phaser can fire
thru the web without touching a node,
mothing unusual will heppen. However, if
the phaser shooting line touches & node,
the strength of the shot is added to the
strength of the web. A’'strength 4 phaser
shat which hits a strength 3 web noda will
incresss the web's strength to 7. (443=7).
If a photon torpede (or sny other type of
weapon referred to ae a torpedo), hits a
web nods, the torpedoe explodes harmlessly
with no other aeffect. Diasruptor Fire into
a web node, ceuses the wab to loss = power
equal to the strsngth of the disruptor hit
i.e. & atrength 3 disruptor hit on @ web
with s strength of 7, destroys the whole
web network. Plaama and megma do not

destray the portion of wsb over which they
pass and they continue on their course a=s

tho nathing had heppened.  The web gaine
nothing from this contact,

SECONDARY WEAPONS.  The webbing generato:x
is the secondary weepon of tha Patrol ship
Each unit of damage inflicted on the web-
bing generator, diminishes the ability of
the device to powsr the web, Whsn all of
the units ara shot out, the patrol ship is
unaeble to produce an energy web and it can
not essist ancther patrol ship in meintei-
ning & web alrsady constructed. Deflector
shislds ere unable to provide protection
from damege suffered by remming a weh,

A T-Type patrol ship which flias thru its
own web, or the web of an allied patrol
ship, suffers damege like every other
ship in this game.
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DYLITHIUM The patrol ship carries three
dylithium crystals. When one of the cry-
etals is cracked, 2 factara of power are
lost From the engine. When a crystal is
burred out, 3 Factors of energy are lost
from the engine concerned,

DAMAGE LOCATION TABLE

DIE ROLL  SECTION HIT EFFECT

ALL Deflector One (1) capability is lost
"Black" Shields far aach hit scored. If s/
Digits factors are already des-
{or 0-9 troyed, read the diglt as
or 1-10)* though it were “Green®
“Green” Main Drive Each hit causes & loss of
1-5 one (1) unit of energy.
Graen B Auxiltlary Each hit causes a loss of
Engine ona (1) unit of energy.

Green 7 Life Support  Ship I8 dead.

Greaen 8 Sensors Each hit reduces abllity

to lock on,

Grean 9 Secondary Each hit reduces weapon
Weapons by ona (1) unit.

Green 0 Primary Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “"Green" systems which are already
destroyed, are logged against the life support system.

*®A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice (D20). The "Black/Green™ designation
for digits Is for a D20 with 0-9 twice, which should be
inkad in contrasting colere for a "low" and “high" set

of digits.

If you use a D20-PLUS (humbered 0-9 with a “+* on
one set of digits), read plain 0-9 as "Black® results,

+0—8 as "Green” results.

If you use a TRUE D20 (numbared 1-20), read 1-10 as

‘Black” results, 11-20 as “Gresn” results,

TURN SEQUENCE

A. All playars total up energy recelved from their
engines and log the number,

B. All players complete the energy programming
part of the log.

C. All playars turn their ships to new courses and
move at the same time.

D. All players log fire angles and energy used for
primary and secondary weapons.

E. Al players announce targets they are attempting
to fire on and roll for g lock on.

F. Any playars aborting ts announcs it.

G. All players assist one another In laying out shots
and logging hits.
Place Plasma templates and go to stap A.

NOTICE....Only Federation
have crewmen skilifull enough to Jury-rig
temporary repairs. R-type, K-type and T-
type alien ships have no damage control.
During step H, all Starfleet captains may
roll the die once to repair one unit of
damage Inflicted on a previous turm. A

roll of any gresn digit, repairs one umit
of damage, Life support canm not be re-
paired. Unused repair rolls can not be
saved up from one turn to the next nor can
they be traded between friendly ships. At
least one game turn must be played without
the unit functioning, before repair can be

Starfleet ships

attempced,
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I, DISTANCE WMOVED LAST TN
3. RESILT OF ] AND I ABOVE
4, RETORD COURSE DTMAMGE

5, SUATRACT 4 FROM 3

6, RECORD 0% (O LISE §
7. SINTRACT & FRCM A TO OEV

1 HMOVED THIS TURN

Partial Partial

HEXES§————HEXES—

Partial

Partial
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PHASER FIRE AMELE/S TRENGTH
ENERCY BOLT ANGLE/STR

THE THOLTAN ENEESY WEADON T2 SIMTLAW TO THE E-TVPE DISHUPTORZ. SR THOSE HULES tH
ALL BRSPECTS, THE THOLTANS ARE VERY XENOFHORIC, AND PATROL THETR BORDERS WITH
THESE SHTPS, WHICH CAN BE THOUGHT OF AS LIGHT CROISERS,

® Lite support & sensor systems reguire only one unit of power to operate




The T-Type petrol ship should net be
expected to stand up toe to toe with e
cruiser class ship and give se good as it
gets because it is a smeller class ship,
more like the destroyer than anything elae,
The petrol ship can lay an srergy web
along its path which is dangerous to cross
and difficult to fire thru. The patrol
ship spins Lts web from energy flowing
thru ite webbing device. During sach turn
in which the device operates, the ship
lays & wsb strand in ite waks, stretching
from its lest position to ite new one,
PREPARATION: Cut the node template and
strength markers from the red shest. Use
ribbon, string or tape to repressnt web
strands laid in the ships weke, Cut the
string, stc. to equal the distance moved
and place it mlong the path moved by the
ship. Since there is no way an effective
web can be laid when the ship moves at
warp 7 or faster, you might find it easier
to cut several langtha of string, ate. tn
be 342 light spesd increments long and
then lay out only enough of the string to
portray the move being made, while falding
the exceas back and forth aver the portion
needed to show the area covered by wsb,
ENERGY USAGE: Up to 7 units of ensrgy nay
be sent into the ships webbing device,
Each unit of anergy powsring tha webbing
device, increassss the strength of the wab
by one factor. After laying each strand
of the web, a strength marker is laid on
it to show its power. The web strength is
determined by subtracting the warp Ffactor
moved from the energy spent generating the
web atrand. Add this nunber to the last
strength marker pleced and subtract 1. The
web strength merker sppliss ta the entira
web created so far, so ss new web sections
are connected, its strength increeses, for
example: on turn 1 the patrol ship puts 7
units of emargy into the webbing device &
moves warp 3. The proper length of string
or tage is cut and laid selong the ships
weke. A web strength marker of 3 is used
in this cese because the ship spent seven
units of energy for webbing, but had ta
subtrect 3 points from the wsb atrength
because he was moving at werp 3 while the
web wea being laid. Sinee only one ship
is laying the web section, an additiorsl
ona point of web strength loes occurs
yhich brings the web strength down from
T ko 3 (7-3=4, &-1=3), When two patrol
shipe create weab amsctions from the seme
starting point, or Af their sections croas
sach other, you add the web energy from
both ships together and subtract the total
of both ships warp factors. For exanple,
One ship spanda & Factors of power and the
other spends 5; 6+5=11, The strength of
the firset web section ie 11 minus the com-
bined warp factors of the two shipa laying
this web. If one ship were moving at warp
4 and the other st warp 3, (&+3=7) aeven
points of strength would be subtractsd
from the 11 point strength of the web
which leavas a web strength of onlv 4, If
the combined speed of the patrol ships ie
grester than the power pumped into the wsb
plus the webs former strength, the wsb
disolves. Consequently, patrol ehips must
be sure that they provide encugh pover in-
put to offset the speed st which nsw web
is being spun. As another example, if two
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ships pumped 7 factars sach into s comman
web segment whila moving at warp two, the
web would have a strength of 14-4=1D. If
in the next turn, esch ship put in 2 more
factore of energy while increasing its
speed to warp 5, the 2 factor snergy in-
put from each ship would bring the web
strength to 14 because 2+2+10=14, However
their combined spesd of 5+5=10 so 14-10:z4,
The web strength would fall from 10 to 4
in this turn. If both shipa stopped and
spent 7 factors each in ths next turn, the
web would incresse! ... 4+14=18, If one
of the ships stops making web while the
other continues, an additicnal one peint
of web decay must be charged egainat the
web during each game turn, If baoth ships
were to stop charging up the web, it would
decay at the rate of she Factor per gama

turn.

EFFECTS OF WEB:  All friendly and snemy

ships which cross a web section lose
main engine power equal to the strength of
the web. A cruleer crossing a strength 4
web permanently loses 4 units from its
main engines just me tho it had been hit
by enamy weaponry fire. The web does not
lose mny of its strength when this happens
Befors any ship may firs thru a web, A
node templats must be placed on the web
saction fired over, with its arrow on the
last junction created. Ta clarify this s
bit, please understand that the last junc-
tion ls not necessarily dsfined as being
the moat recently laid section, but rathar
the moat recently leid ssction whick in-
terposes itself batween the shooting ship
and its terget, If the phaser can fire
thru the web without touching a node,
mothing unusual will heppen. However, if
the phaser shooting line touches & node,
the strength of the shot is added to the
strength of the web. A’'strength 4 phaser
shat which hits a strength 3 web noda will
incresss the web's strength to 7. (443=7).
If a photon torpede (or sny other type of
weapon referred to ae a torpedo), hits a
web nods, the torpedoe explodes harmlessly
with no other aeffect. Diasruptor Fire into
a web node, ceuses the wab to loss = power
equal to the strsngth of the disruptor hit
i.e. & atrength 3 disruptor hit on @ web
with s strength of 7, destroys the whole
web network. Plaama and megma do not

destray the portion of wsb over which they
pass and they continue on their course a=s

tho nathing had heppened.  The web gaine
nothing from this contact,

SECONDARY WEAPONS.  The webbing generato:x
is the secondary weepon of tha Patrol ship
Each unit of damage inflicted on the web-
bing generator, diminishes the ability of
the device to powsr the web, Whsn all of
the units ara shot out, the patrol ship is
unaeble to produce an energy web and it can
not essist ancther patrol ship in meintei-
ning & web alrsady constructed. Deflector
shislds ere unable to provide protection
from damege suffered by remming a weh,

A T-Type patrol ship which flias thru its
own web, or the web of an allied patrol
ship, suffers damege like every other
ship in this game.
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DYLITHIUM The patrol ship carries three
dylithium crystals. When one of the cry-
etals is cracked, 2 factara of power are
lost From the engine. When a crystal is
burred out, 3 Factors of energy are lost
from the engine concerned,

DAMAGE LOCATION TABLE

DIE ROLL  SECTION HIT EFFECT

ALL Deflector One (1) capability is lost
"Black" Shields far aach hit scored. If s/
Digits factors are already des-
{or 0-9 troyed, read the diglt as
or 1-10)* though it were “Green®
“Green” Main Drive Each hit causes & loss of
1-5 one (1) unit of energy.
Graen B Auxiltlary Each hit causes a loss of
Engine ona (1) unit of energy.

Green 7 Life Support  Ship I8 dead.

Greaen 8 Sensors Each hit reduces abllity

to lock on,

Grean 9 Secondary Each hit reduces weapon
Weapons by ona (1) unit.

Green 0 Primary Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “"Green" systems which are already
destroyed, are logged against the life support system.

*®A NOTE ON DICE USAGE:

Tables in STAR FLEET BATTLE MANUAL are based on
20-sided dice (D20). The "Black/Green™ designation
for digits Is for a D20 with 0-9 twice, which should be
inkad in contrasting colere for a "low" and “high" set

of digits.

If you use a D20-PLUS (humbered 0-9 with a “+* on
one set of digits), read plain 0-9 as "Black® results,

+0—8 as "Green” results.

If you use a TRUE D20 (numbared 1-20), read 1-10 as

‘Black” results, 11-20 as “Gresn” results,

TURN SEQUENCE

A. All playars total up energy recelved from their
engines and log the number,

B. All players complete the energy programming
part of the log.

C. All playars turn their ships to new courses and
move at the same time.

D. All players log fire angles and energy used for
primary and secondary weapons.

E. Al players announce targets they are attempting
to fire on and roll for g lock on.

F. Any playars aborting ts announcs it.

G. All players assist one another In laying out shots
and logging hits.
Place Plasma templates and go to stap A.

NOTICE....Only Federation
have crewmen skilifull enough to Jury-rig
temporary repairs. R-type, K-type and T-
type alien ships have no damage control.
During step H, all Starfleet captains may
roll the die once to repair one unit of
damage Inflicted on a previous turm. A

roll of any gresn digit, repairs one umit
of damage, Life support canm not be re-
paired. Unused repair rolls can not be
saved up from one turn to the next nor can
they be traded between friendly ships. At
least one game turn must be played without
the unit functioning, before repair can be

Starfleet ships

attempced,
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DAMAGE LOCATION TABLE
DIE ROLL  SECTION HIT  EFFECT

ALL Deflector One (1) capability is lost
“Black” Shields for each hit scored. If alf
Digits factors are already des—
{or 0-9 troyed, read the digit as
or 1-10)* though It wera "Green”.
"Green" Main Drive Each hit causes a loss of
1-5 one (1) unit of energy.
Graen & Auxilliary Each hit causes a loss of
Engine one (1) unit of energy.

Green 7 Life Support  Ship is dead.

Grean B Sensors Each hit reduces ability
to lock on.

Green 9 Secondary Each hit reduces weapon

Weapons by one (1) unit.
Green O Primary Each hit reduces weapon
Weapons by one (1) unit.

NOTE: Hits on any “Green" systems which are already
destroyed, are logged against the lifa suppart system.

¥A NOTE ON DICE USAGE:

Tables in STAR*FLEET BATTLE MAMNUAL are based on
20-sided dice (D20). The “"Black/Green" designation
for digits is for a D20 with 0-9 twice, which should be
Inked In contrasting colors for a "low" and “high" set
of digits.

If you use a D20-PLUS {numbered 0-9 with a "+" on
ona sat of digits), read plain 0-9 as "Black” results,
+0—+9 as "Green" rasults.

If you use a TRUE D20 (numbered 1-20), read 1-10 as
"Black” results, 11-20 as "Green" results.

TURN SEQUENCE
All players total up energy recelved from their
engines and leg the number.
All players complata the anergy programming
part of the log.
All players turn their ships to new courses and
move at tha same time.
All players log fire angles and energy used for
primary and secondary weapons,
All players arnounce targets they are attempting
to fire on and roll for a lock on,
Any players aborting shots announce it.
All players assist one another in laying out shots
and logging hits.
Place Plasma templates and go to step A.

»
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COMMAND A STARSHIP IN HIGH ADVENTURE ON
THE FRONTIERS OF SPACE!

The 1981 winner of England's Games Day Award: First prize for Best Table-Top Rules for Any Period, and a 1983
H. G. Wells Award nominee, STAR FLEET BATTLE MANUAL simulates ship-to-ship combat in outer space, and
comes with counters and mapsheet for boardgaming as well as 8 four-inch top-view starship counters for table-top
battles. Each player captains a starship in combat between Federation forces and their major enemies. The rules
cover such details as cloaking devices, photon torpedoes, plasma beams and webbing devices, as well as
boarding parties, crystal burnouts, phaser and disruptor fire, fleet-size battles and formulas for converting STAR
FLEET BATTLE MANUAL's companion game ALIEN SPACE ngo a boardgame format. (ALiEN SPACE can be
played simultaneously with ships from the STAR FLEET BATTLE MANUAL and vice versa.) Plays in
approximately 2 hours as a tabletop game for 2 players up to 4 hﬂurs for 8 players. Boardgame version provides

32 individual starship counters.

And look for Gamescier wnrn STAR FLEET SHIPS
-~ Ideal For Use With S ET BATTLE MANUAL

and other sp i games!!

GhMsSs 10107 11.00 3 3 e
ISBN#0-922683-14-2< ¥ ‘ /
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