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(1.0) IN T R O D U C TIO N
The com p u t e r-lin k to  th e  a s trog a ter c lick e d in to  a w h is �

pered fre n z y o f  a c t iv ity , and A dm ira l H ogan s ile n t ly gripp e d th e  
arm-re s t o f  th e  com m a nd ch a ir on th e  bridg e  o f th e  fla gsh ip 
U . S . S . A LLIA N C E  kn ow in g w e ll w h a t th a t a c t iv ity  m e an t. He 
w a tch e d th e  scre en o f  th e  a s trog a ter w ith o u t  b link ing , ke ep ing 
care fu l tra ck o f  th e  pos ition o f  h is s ix sh ips , w a it in g  fo r w ho e v er 
or w h a te v e r w a s o u t th ere , to  appe ar. S low ly , as i f  m ov ing 
through a th ic k  m is t, six o th er sh ips appe ared on th e  scre en; 
th e y w ere  K lingon sh ips , led by th e  fla gsh ip K R E N G , under th e  
com m a nd o f A dm ira l K areng . C om pu ters passed in form a tion 
w ith  th e  spe ed o f ligh t , and s im u lta n e ous ly th e  V o ic e-A larm 
sounded on H og a n 's s ix sh ips , fo llo w e d  ins ta n t ly by th e  sound 
o f  rush ing fe e t as cre w s scurrie d to  a c tiv a te  w e a pons , and th e  
F edera tion sh ips acce lera ted sm oo th ly and s ile n t ly tow a rd  th e  
K lingons . On com m a nd , th e  A LLIA N C E 'S  he avy phasers 
crack led to  e le c tric life , le av ing ah ozone sm e ll as th e y s tung 
through th e  s ile n t vo id o f  space tow a rd  th e  K lingon sh ips . S h ip 
for sh ip th e  F edera tion pa ired o f f  w ith  th e  K iingons in de ad ly 
com b a t , th e  A LLIA N C E  s ing ling o u t th e  K R E N G and m ov ing 
tow ard  her, om inous and m e n a c ing , fo r th e  k ill. The  KR E N G 
m e t th e  A LLIA N C E 'S  cha lle ng e , lash ing o u t in s ile n t w ra th  w ith  
her phasers . S h ie lds flash e d e le c tric b lue , w h ile  phasers , 
pho tons , d isrup tors , and drones arced throu gh th e  b lack 
va cuum w ith  incre d ib le  a ccura cy . B u t th e  K lingon sh ips w ere  
hurt ing , th e  F e d era tion 's fire p o w e r w a s fa r sup erior. Orders 
flashed fro m  sh ip to  sh ip in th e  K lingon squ a dron , d ire c ting 
them to  d isengage . T hre e  d id . O ne cou ld n o t . T h e  o th er tw o 
s tayed to  cover th e  re tre a t. T h e  thre e  th a t rem a ined w ere  
qu ick ly d e s troye d in b lind ing b lu e-w h ite  fire -b a lls o f  unchecked 
fury . The  F edera tion had w on th e  b a tt le , bu t H ogan kn e w  it 
w ou ld be a long and co s t ly  w ar.

(1.1) F E D E R A TIO N S P A C E  is a s tra te g ic leve l sc ience f ic t io n  
gam e based on th e  S ta r F le e t U n iverse . T he  gam e is d iv id e d 
in to tw o  parts: th e  Basic G ame and th e  A dv a nc e d G ame . 
P layers shou ld try  th e  B as ic G ame f irs t ,  and on ly wh e n th e y 
fe e l th e y have m as tered it , shou ld th e y proce ed to  th e  A d �
vanced G ame . Inc lud e d in th e  A dv a nc e d G ame are a num b er o f 
op tion a l ru les th a t p layers m ay add to  incre ase th e  re a lism and 
e xc ite m e n t o f th e  gam e .

(2.0) B A C K G R O U N D
A s p layers can see fro m  look ing a t th e  m ap , th e  e igh t races 

portra y e d in th e  g a m e occupy a ra th er sm a ll area o f th e  ga laxy . 
The low er edge o f  th e  m ap represen ts th e  edge o f th e  ga laxy , 
w h ile  th e  to p  po in ts rough ly tow a rd  its core . S evera l o th er 
races bord er th e  ones w h ich  are show n , b u t these  o th er races 
are e ith er to o  sm a ll or to o  w e a k to  have any be aring in th e  pri �
m ary t im e  fra m e  o f  th e  gam e .

The U n ite d F edera tion o f P lane ts (a lso know n as th e  U F P( 
or F edera tion) is th e  m a jor ''e m p ire "  o f th e  gam e . (N o te  th a t 
w h ile  on ly tw o  o f  th e  races are a c tu a lly e mp ires , th e  term w ill 
be used to  des igna te  any " n a t io n "  or " p o lit ic a l u n i t " ) The 
F edera tion is th e  on ly e mp ire  n o t dom in a te d by one s ing le  race: 
H umans , V u lca ns , O rions , A ndore a ns , T e llarite s , C en taurians , 
C ygn ians , as w e ll as severa l o th e r races are a ll represented in 
th e  ru ling counc il. T here  are a lso som e tw o  doz en o th er races 
w ith  a ff ilia te  m em b ersh ip on th e  C ounc il, a w a it ing fu ll m em b er �
sh ip . The  F edera tion is e as ily th e  m os t id e a lis tic o f  a ll th e  
emp ires , h a v ing n e go tia te d bound arie s w h ic h  th e y have never 
sough t to  expand thro ug h w arfa re  w ith  a ll o f th e  emp ires sur �
round ing th e m . H ow e ver, th e y are qu ite  aggress ive in th e ir a t-
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STM FLEET COMMANDER
You a re  th e  Com m ander of a huge and pow erfu l Star Fleet from  one of th e  ga laxy 's  e igh t  
m ajor space-faring races. You must use dip lom acy, cunning, and m il i ta ry  m ight to  hold  
your race's position as one of th e  dom inant forces in the  g a laxy . Tactical and strategic  
skills a re  tes ted  to  th e  lim it  as you t ry  to  out-guess and ou t-m aneuver your enem ies, 
w h ile  w atching your friends and a llies to  keep  them  from  turn ing on you. The f lee ts  a re  
dep loyed , th e  a lliances m ade, th e  b a t t le  lines draw n. Your survival, and th e  survival of 
your race, depends on your skill.

F E D E R A TIO N S P A C E  is a science fiction game 
for two to eight players depicting the battles for 
Galactic Supremacy fought by the eight major 
races introduced in S T A R F L E E T B A T TL E S and 
S T A R F L E E T B A T TL E S E X P A N SIO N #1. Players 
maneuver huge fleets in an attempt to destroy 
opposing fleets and conquer key planets. The 
battle fleets of the Federation, Klingons, Rom­
ulans, Kzintis, Gorns, Hydrans, Tholians and 
Pirates of Orion are depicted on a ship-by-ship 
basis instead of as abstracted fleet units. A 
simple, yet realistic tactical combat system 
recreates the excitement of space combat with a 
simple two-step reduction system. The compre­
hensive rules include Basic and Advanced rules, 
as well as several Optional rules which add to the 
realism and excitement of the game. Also in­
cluded are Fleet Organization Charts, a short his­
tory and background of each race, a list of the 
major Treaties and Alliances, and a complete 
economics and repair system. Seven scenarios 
provide a history of the latest series of wars 
fought by these races and two other scenarios 
cover the hypothetical Klingon Rebellion and 
Death of the Federation. Complete rules are also 
provided for nineteen other scenarios including 
an eight player “ Free for A ll”  and a campaign 
game.
W ith  F E D E R A TIO N S P A C E  you g e t:
• 432 full-color, back-printed playing pieces
• A 20x24 inch strategic map covering the area of 

the galaxy occupied by the eight races
• Complete charts and tables for easy reference
• Complete rules of play

FEDERATION SPACE
28 scenarios for 2-8 players and a cam­
paign game
Playing Time: One to Two hours 
Complexity: Fairly Easy to Moderate
Designer: Stephen G. Wilcox
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STRATEGIC STAR 
FLEET BATTLES

FEDERATION SPACE is the third in 
the STAR FLEET BATTLES series 
of games. Although a complete 
gam e in i ts  ow n r ig h t ,  
FEDERATION SPACE may be com­
bined with STAR FLEET BATTLES 
and STAR FLEET BATTLES EX­
PANSION #1 to recreate the entire 
scope of intra-galactic war on the 
strategic and tactical levels. 
FEDERATION SPACE includes the 
huge fleets of the Klingons, the 
powerful technology and economy 
of the Federation, the treachery of 
the Orion Pirates, the small but 
effective Gorn fleet, the Romulan’s 
“ special weapons,”  the secretive 
Tholians, and the Hydran and Kzinti 
massed fleets and fighters. Every 
ship of every race is included, as 
well as three new ship types. 
Complete rules cover the link 
between STAR FLEET BATTLES 
and FEDERATION SPACE. The re­
sulting “ super-game” is ideal for 
club play or just one-on-one. The 
entire Federation is before you. It’s 
yours to control.

THE GAME 
MANUFACTURERS 

ASSOCIATION

Produced under license from Franz Joseph Designs, authors of the STAR FLEET TECHNICAL MANUAL


