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ANNEX #1

STAR FLEET COMMANDER’S EDITION INDEX
VOLUME |, VOLUME Il, SUPPLEMENT #1

Abbreviations, Annex #5
Acceleration, C2.2
ADD, see anti-drones
Administrative shuttles, J2.0
Aegis fire control, D13.0
Aerodynamic landing system,
P2.433
Amarillo Design Bureau, Z9.0
Andromedans, R10.0
Annexes, A3.16
Anti-drones, E5.0
Anti-matter bombs, G5.3
Armor, D4.12
Asteroids, P3.0
ATG, FD5.2
Atomic missiles, Q3.2
Atmosphere, P2.5
Attack shuttles, see fighters
Auxiliary control, G2.1
Auxiliary power reactors, H4.0
Background, A3.3
Base Stations, R1.3
Bases on planets, P2.7
Basic Point Value, S2.1
Batteries, H5.0
Battle Damage: Code Red,
D4.6
Battle Stations, R1.2
Black Hole, P4.0
Boarding parties, D7.0
Booms, G12.11
Booster Packs, see
Warp Booster Packs
Breakdown, C6.5
Bridge, G2.1
Cadet’'s Game, A4.0
Campaign Games, U0.0
Captain's Game, U2.0
Capturing a ship,
D7.5, G7.41
Carrier Operations, J4.6
Catastrophic damage, D5.6
Chaff, D11.0
Chain Reactions, D12.0
Cloaking Device, G13.0
Collateral Damage, J3.31
Combat, DO.O
Computers, G11.0
Control Systems, G2.0
Controller, C1.44
Crash Landings, P2.431
Credits, Z4.0, Z8.0
Crew Quality, G21.0
Crew Units, G9.0
Crippled, S2.4
Critical hits, D8.0
Damage Allocation, D4.0
Damage Control, D9.0
Continuous repair, D9.7
Dash Packs, see
Warp Booster Pods
Deadman Switch, M5.35
Deceleration due to damage,
C2.3
Deck Crews, J4.81
DERFACS, E3.62
Designer’s Notes, Z1.0
Direct Fire weapons, E0.O
Disengagement, C7.0
Displacement Device, G18.0

Disruptors, E3.0
Docking, C13.0
Dogfight Drones, FD2.5
Dogfighting, J7.0
Drones, FDO.0
ECM drones, FD9.0
Multi-Warhead, FD8.0
Probe drones, FD6.0
Scatter-Pack FD7.0
ECCM, D6.3
ECM, D6.3
ECM drones, FD9.0
Electronic Warfare, D6.3
Electronic Warfare Pods, J4.9
Emergency Bridge, G2.1
Emergency Damage Repair,
D14.0
Emergency Deceleration, C8.0
Emergency Life Support,
B3.1 (7}
Energizing phasers, E2.3
Energy Allocation, B3.0
Energy Module, G20.0
Engines, H2, H3
Enveloping Plasma Torpedo,
FP5.0
Erratic maneuvering, C10.0
Excess Damage, D4.4
Expanding Sphere Generator,
G23.0
Facing, C1.2
Fast patrol ships, KO.O
General operations, K1.0
Tenders, K2.0
Variants, R1.80
Federation ships, R2.0
Fighters, J4.0
Fire Control, D6.0
Firing Arcs, D2.0
Flag Bridge, G2.1
Fractional Accounting, B3.2
Fractions, rounding A3.5
Free Movement, C1.31
Freighters, R1.56, R1.6
Fusion Beams, E7.0
Gas Giants, P2.22
Gatling phasers, E2.15
Gorn Ships, R6.0
Gravity landing system,
P2.432
Ground Combat Module,
D15.0
Guards, D7.83
Hangar Bay modules, R1.4
Hellbores, E10.0
High Energy turns, C6.0
Hit and Run raids, D7.8
Hull, G3.0
Hydrans, R9.0
Fighters, reloading J4 .83
Impulse engines, H3.0
Impulse {(part of a turn)
B2.3
Interstellar Concordium,
R13.0
Jump racks, FD3.6
Klingon ships, R3.0
Kzinti ships, R5.0
Lab, G4.0
Landing on planets, P2.4

Laser, Q3.1
Leaky Shields, D3.6
Legendary Officers, G22.0
Life Support, B3.3
Loaning EW points, D6.392
Lock-on, D6.11
Marines, see boarding parties
Maulers, E8.0
Mines, MO.0
Minesweeping shuttles, R1.92
Miniatures, A1.2, RO.5, W0.0
Mini-Campaigns, TO.0
Minimum crew, G9.8
Modified Victory Conditions,
S2.2
Modifying Ships, $3.3
Monster close-in defense
system, E6.0
Monsters, see SM scenarios
Moons, P2.23
Movement, C0.0
Energy Cost of, C2.0
Multi-warhead drones, FD8.0
Multi-role shuttles, R1.93
Mutiny, G6.0
Narrow Salvos, E1.6
Nebula, P6.0
Negative Tractor Beam,
G7.41C
Nexus Magazine, Z5.0
Nimble Ships, C11.0
Non-violent combat, D6.4
Nuclear Space Mines, M2.0
Orion Pirate ships, R8.0
Orion Pirate special rules,
G15.0
P/F, see fast patrol ships
Phasers, E2.0
Phaser capacitors, H6.0
Photon torpedoes, E4.0
Pilot quality, J6.0
Planets, P2.0
Plasma Shotgun, FP7.0
Plasma Torpedoes, FPO.0
Plasmatic pulsar device, E11.0
Plotting movement, C1.3
Pods (and tugs) G14.0
Point defense drones,
see anti-drones
Positron flywheel, C9.0
Power Absorbers, D10.0
Power systems, HO.0
Probes, G5.0
Probe Drones, FD6.0
Proximity fuse, E4.3
Pseudo-fighters, incorrect
designation for
‘fast patrol ships’’
Pseudo-plasma, FD6.0
Pseudo-pod, G14.6
Pulling enemy shuttle

into bay, G7.8
Pulsar, P5.0
Pursuit plotting, C1.322
Q-ships, R1.7
Quick Reverse, C3.6
Range, D1.4
Ready Rack, J4.822
Repair, G17.0

Reserve power, H7.0

Reversing direction, C3.5
Romulan ships, R4.0
Rotation (via tractor), G7.7
Rules organization, A3.1
Satellite ships, G19.0
Saucers, G12.12
Scanners, D6.2

Scatter packs, FD7.0
Scale, A3.4

Scenarios, S0.0

Scout Functions, G24.0
Scrambler, FD5.35
Security, G6.0

Seeking Weapons, F0.0
Self Destruction, D5.0
Sensors, D6.1
Separation, ship, G12.0
Sequence of Play, B2.0
Shields, D3.0

Dropping, D3.5

Reinforcing, D3.34
Shield class, see size class
Ships, RO.0
Sideslip, C4.0
Size class, RO.6
Shuttlecraft, JO.O
Speed, C2.0
Speed, changing in

mid-turn C12
Stacking, C1.6
Standard Victory Conditions,

S2.2
Starbases, R1.1
Star Fleet Defense Game,
U3.0
Star Fleet Universe, Z5.0
Starletter, Z5.0
Starline 2200, see Miniatures
Stasis field generators, G16.0
Storage (drone), J4.7
Sub-light Game, Q0.0
Swivel mounts,

FP3.2, D2.34
Tactical maneuvers, C5.0
Tactics, 22.0
Task Force Games, Z6.0
Tholian Ships, R7.0
Towing, G7.32
Tractor Beams, G7.0
Tractor Repulsor Beams, E9.0
Transporters, G8.0
Transporter bombs, M3.0
Tugs and pods, G14.0
Tumbling, C6.55
Turning, C3.0
Turn Modes, C3.2
Ubitron Interface Module,

D6.5
Uncontrolled, G2.2
Undermanned, G9.41
Variable Pulsar, P5.0
Victory, $2.0
Warp Booster Packs, J5.0
Warp Engines, H2.0
Weapons Status, S4.0
Web, Tholian, G10.0

pulling a ship out

of, G10.56
Web Caster, E12.0
Wild Weasels, J3.0
Winning, How to, $2.0
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NOTICE TO PLAYERS
CONCERNING THIS VOLUME

This is Volume Il of Commander's Star Fleet Battles. If you
do not have the Commander’s Edition of Star Fleet Battles (which
is not necessarily marked “Volume |,’* but is the 96-page 8x11”
rulebook marked ‘’‘Commander’s Rulebook’’) this volume will be
of little use to you. You must have the Commander’s Rulebook
to use this material.

This rulebook is designed to be cut apart and integrated (i.e.
shuffled) into the first volume. For example, pages 5-8 of this
rulebook {section C) should be placed between pages 14 and 15
of Volume \.

The pages of both volumes are numbered 1-96 for ease of
production and as a check against missing pages; make sure your
copy is complete before you disassemble it. The page numbers
will become irrelevant after the integration is complete.

Some pages from Volume | are replaced by pages in this
volume. Players should remove and discard the MASTER SHIP
CHART from Volume | and the MASTER FIGHTER CHART frem
Supplement #1; they are replaced in Volume ll. Additionally, pages
1. 2, 25, 26, 71, 72, 73, 74, 95, and 96 are replaced by pages
from Volume ll; the Volume | pages should be discarded. Check
carefully as you integrated the two volumes to make sure you
do not discard needed pages.

IF YOU PURCHASED THE BOXED EDITION OF YOLUME Nl you
should find enclosed a 32-page booklet of SSD sheets and three
different sheets of 108 counters each. If any parts are missing
or defective, contact Task Force Games at the address below.
Please note that Task Force Games and Amarillo Design Bureau
are separate companies and have separate addresses.

(Z7.0) DESIGNER’'S NOTES
FOR VOLUME I

Just as the hoxed Designers Edition of SFB became the basis
for Volume | of the Commander‘s Edition, the three SFB expan-
sions became the basis for Volume Il of the Commander’'s Edi-
tion. As such, the designer’s notes for this product must include
not only what has gone into this product and why, but also how
those rules were changed in moving to the Commander's Format.

These rules supersede and replace SFB Expansions 1, 2, and
3, which are now considered void.

{27.1) WHAT IS HERE AND WHY

This Volume includes many important rules sections, which
add much to the game.

Four new races have been added. The Andromedans are a
challenging menace, and their technology is appropriately alien.
The Hydrans and Lyrans establish the balance of power an the
Federation’s western frontier. The WYN star cluster is the first
of what may be several “one-hex" races.

The existing fleets have been brought into balance. All ma-
jor fleets now have a full range of ship classes. The Goms, for
example, were at a considerable disadvantage in Volume | because
they lacked a dreadnought. The new ship classes that have been
added are themselves significant.

A full range of carriers has now been provided {more are in
Supplement #1), along with an assortment of fighters.

Fast Patrol Ships {sometimes incorrectly called pseudo-
fighters) are included to provide the expendable attrition units of
fleet combat. Considering the two-year construction time for star-
ships, any significant amount of combat along a border would
bankeupt both races within weeks. The quickly-built and cheap
PFs provide units that can be committed to decisive combat
without fear of bankruptey.
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Minefields are included, along with a complete range of mines
and minesweepers.

Scouts and Aegis-equipped escorts complete the elactronic
warfare picture begun in Volume L.

The game has been personalized considerably with the addi-
tion of the Legendary Officer, crew quality, and pilot quality rules.

Many scenarios, representing new challenges and situations,
have been added.

(27.2) A YEAR GONE BY

When Volume | was released, all of us assumed that Volume
Il would following within, at most, a few months. Mo one knew
that it would take an entire year, and no one wanted it to take
that long. The turmoil of the market place, and the sheer amount
of work involved, stretched the schedule from one Origins Con-
vention to the next. This has ultimately worked in your faver,
however, as the product is better for the time spent working on it.

(27.3) HOW THINGS HAVE CHANGED

Players familiar with Expansions 1, 2, and 3 {(published over
the last four years) should study these rules carefully before get-
ting involved in serious competitive gaming. All of the rules have
been completely re-written. Many loapholes have been closed,
misunderstandings clarified, and changes made. A few of the more
significant ones are listed here.

Docking (C13) should be much more easily understood now
that they have been completely written as a separate section,
rather than buried in several different sections.

Hellbores {E10) can now fire (at reduced effect) against a
single facing shield.

ECM drones {(FDS) have considerably different capabilities.

The Andromedan displacement device (G18) has been
revised.

The scout rules (G24) have been totally revamped and deserve
careful study.

Rules for arming fighters have been comrected and completed.

Disruptor-armed fighters have been provided for an extra
punch. The rules on arming and servicing fighters have (at last)
been clearly defined. The Hydran Stinger has been given a long-
range weapon. Many fighters have been adjusted or slightly
changed.

Several of the captor mines have been revised.

The firing rates for Gorn and Romulan PFs have been changed.

Most of the Annexes and the MASTER SHIP CHART have
minor changes.

(27.4) A FINAL DESIGNER'S NOTE

Ones again, | must express my gratitute to the Committee,
who worked tirelessly and without reward to make this volume
as complete as possible. Special recognition must go to Felix Hack,
who single-handedly made more than 1,000 changes and correc-
tions to the draft manuscript of this volume. The other members
made 1,000 more. If something is missing, blame me. But if there
is a rule which you understand fully, which is complete and leaves
no questions open, stop for a moment and thank the Committee
for doing well that which all too often is taken for granted.

Changes and revisions to the rules of Star Fleet Batiles are
based on three things: input from players suggesting new rules;
requests from players for changes or expansions of the rules; and
the internal consistency of the game universe. What has been add-
ed has been, by and large, what you (the players) wanted to see.
What has been revised has been, by and large, what you wanted
revised. Your comments and suggestions are the life-blood of Star
Fleet Battles, a game that by definition can never be finished, but
also can never die.

Stephen V. Cole, Professional Engineer, Designer of SFB




