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STAR FLEET BATTLES EXPANSIO N MODULE 2

IN TRO DUCTIO N TO TH E SECOND EXPA N SIO N  MODULE

A long period o f w a itiin g  has come to  an end. W ith th is, the second Expansion Module, the  h is to ry  o f the S tar 
Fleet Universe is expanded and m ore clearly defined. Tw o centuries o f exploration, discovery, and ba ttle  now  begin 
to take de fin ite  fo rm  as the game more precise ly defines jus t when th is  weapon or tha t tac tic  w as introduced. The 
ultim ate ho rro r o f the F irst Intra-Galactic W ar (also know n as the F irst General War) is portrayed through the  ships 
and ba ttles th a t w ere part o f  it.  The deadly Pseudo-Fighters th a t changed everyone's concepts o f  space w arfa re  fo r 
ever are introduced here. M ore h is to rica l Scenarios are provided, co lo ring the s to ry  o f men and th e ir machines w ith  
rich deta il. So summon your courage and keep your w its  about you as w e  boldy go BEYOND the  fin a l fron tie r.

X X I A D D IT IO N A L RULES, ERRATA, AND CLARIFICATIO NS

The fo llo w in g  ru les include corrections, changes, erra ta, c la rifica tions , additions, and expansions to  the  existing 
rules. It  is suggested th a t players use a co lored m arking pen to  ind ica te w here these new  rules are to be inserted in 
the ir Designer's Edition rulebook. In th is w ay, players w ill know  w hen and w here to  check fo r  la te r changes to  the 
rules. As is stated on the  cover o f th is  expansion, you MUST have the Boxed Designer's Edition o f S tar Fleet Battles 
AND Expansion M odule No.1 to  use th is  m aterial. Some parts o f th is  errata have been included in la te r p rin tings o f 
SFB and SFBX-1

Portions o f th is  errata have been published in various magazines and as "e rra ta  bookle ts" distribu ted by the 
designer and publisher. A ll previous editions o f th is erra ta are declared inva lid and vo id and are superceded by th is 
edition.

NOTE: A greatly expanded h istory o f the S tar Fleet Universe is provided in issue No. 1 o f NEXUS Magazine, 
which is available by subscription from  Task Force. This h is to ry  provides specific dates fo r  known w ars and con 
flic ts , as w e ll as the  dates th a t ships and weapons w ere introduced.

(3.S) In various ed itions o f the  game, the  size o f the map has changed s ligh tly. In the event th a t a given hex number 
specified in a Scenario is no t on your copy o f the map, use the  closest hex available. For example, use hex 3432 fo r 
3434, o r 3430 fo r 3432, depending on w ha t size map you have.

(4 .11 A new  segment, the "IMPULSE PROCEDURE ACTIVITY SEGMENT" is inserted into the Sequence o f Play be 
tw een "B . MOVEMENT SEGMENT" and "C . FIRE DECISION SEGMENT." This new  segment is used fo r  ac tiv ities  tha t 
take place during the  Impulse Procedure such as Transporter operations, laying mines, launching Shuttles or 
seeking weapons, recovering Shuttles, o r o the r ac tiv itie s  specified by the rules. A partia l l is t o f these ac tiv ities  is: 

Lay M ines Scatter-Packs release Orones
Resolve m ine explosions Operate Transporters
Launch Drones and Plasma Torpedoes Perform  " h i t  and ru n " raids
Launch and recover Shuttles and Fighters F irst die ro ll fo r M utiny 
Establish T ractor Beams Roll fo r  Lock-On i f  required by changing conditions
Drop Warp Booster Packs from  Fighters Announce Emergency Decelerations 
Deploy m ulti-w arheads from  an MW Drone Drop or recover Pods from  a Tug

(4.31 (S tep  6) Delete the sentence: "A ny Impulse on w h ich  no ships or weapons (counters) move is skipped com 
p le te ly ." The orig ina l in ten t o f th is rule w as to  speed up the game, bu t recent additions to  the game have caused 
situations to  arise in w h ich  skipping Impulses places one player at a s ign ifican t disadvantage.

(5.11 (S tep 7) A ship m ay use "Em ergency Life S upport" w hen it  is "c r ip p le d " as specified in (4B.83I. This specifica 
tion  replaces the  "50%  internal h its "  requirem ent. See (154.22A),

(5.1) (S tep 9) Ships th a t have an odd number o f type III Phasers are presumed to  have a special small capacitor tha t 
can hold an extra ha lf un it o f pow er and use i t  later. Thus, 13 type III Phasers w ou ld  use 7 un its o f power, one turn, 
and i f  all w ere fired  w ou ld  need 6 the next. This capacitor is destroyed w ith  the last P-lll.

(5.1) (S te p  9) As a fu rthe r c la rification, Phasers may not be energized (warm ed up) and charged in the same turn. 
This means th a t in a lm ost all Scenarios Phasers may no t be fired  on the f irs t  tu rn . However, see (45.5).

(5.1) (Step 11) The am ount o f energy required fo r Shields varies w ith  the ship type as fo llow s:
Shield Class 1 :2 fo r m in im um  +  5 fo r fu ll
Shield Class II: 1 fo r  m in im um  +  3 fo r fu ll 
Shield Class III: 1 fo r m inim um  +  1 fo r lu ll 
Shield Class IV: 1 fo r  fu ll

The Shield fo r  each ship is given on the MASTER SHIP CHART. As a general guide, the classes include the fo l 
low ing:

I: Starbases
II: A ll ON, ВТ, CX, and Battle  S tations
III: A ll Cruisers (various typesl, CV, CVL, most Romulans, larger Orions, Base Stations, and W arp-powered

1 Booms and Saucers.


