




STAR FLEET BATTLES RULES OF PLAY

INTRODU C TION TO TH E DESIGNER 'S EDITION
Un like  mos t " D e s ign er's E d itions " , th is game is cons idera b ly d iffere n t from th e  orig ina l version . The f irs t 

ed it ion w as in a " p o c k e t  g a m e "  form a t, con ta in ing less th a n h a lf as much ma teria l as th is ed it ion . P layers who 
have no t seen th e  earlier version m ay f ind i t  he lp fu l t o  know th a t most o f  Rules S ections I through VII were  in �
c luded in th a t earlier version . Many sma ll de ta ils th a t appe ar to  be con tra d ic tory be tw e en these sections and the 
" A dv a nc e d G a m e " m a teria l w ill be unders tood when cons idered in th is ligh t.

P layers w ho purchase d and p layed th e  orig ina l ed ition are cau tioned t h a t the add ition o f  th e  Advanced 
G ame ma teria l has necess ita ted considerab le revis ions in various s ections o f th e rules. A  spec ia l s ection o f  th e 
D es igner's N otes ca lls a tt e n tion to  th e  spe c if ic changes.

S T A R FLE ET B A T TL E S is no t, all in a ll, an overly comp lex game . However, th ere  is a considerable mass 
o f de ta il (more  th a n a lmos t any o th er game) w h ich mus t be remembere d (if n o t m emoriz ed ou trigh t) i f  you are 
to  g e t th e mos t ou t o f any given S tarsh ip . Spec ifics are no t as necessary as genera l ideas o f w h a t your Sh ip's 
capab ilities are — w h a t systems are ava ilab le to you to accomp lish your mission.

I. GENERAL RULES
(1.01 IN T R O D U C TIO N
S T A R FLE E T B A T TL E S is a game o f  S tarsh ips . Each p layer in th e  game w ill persona lly comm and one (or 
some times more) S tarsh ips wh ich he w ill use in various scenarios to  perform assigned m iss ions.

S tarsh ips in th is game are portrayed a t a leve l o f  d e ta il and a ccuracy never be fore  reached in s imu la tion 
games . The game is, a t th e same tim e , bo th comp lex in its mechan ics and s imp le in its execu tion . M a ny th ings 
th a t sound d if f icu lt upon f irs t re ad ing o f  th e  rules w ill become c le ar as th e  players a tt e mp t the m . S tarsh ip C ap �
ta ins undergo years o f  tra in ing for th e ir jobs; d o n 't e xp ec t to  master th is game in a day. Bu t converse ly , you 
need no t concern yourse lf w ith th e  thousands o f  de ta ils faced by a S tarsh ip C apta in , w ho spends over h a lf h is � 
tim e on adm in is tra tive prob lems (som e th ing th a t you , th e game p layer, w ill no t have to  bo th er w ith l .

The game inc ludes un its from  seven F leets. These are th e  F edera tion, K lingon E mpire , K z in ti H egemony, 
Romulan Empire (form erly known as th e " R e p u b l ic ") ,  G om C on federa tion , T ho lian Ho ld fa s t and th e Orion 
P ira tes. These are known , co llec tive ly , as " ra c e s " ,  " e m p ire s "  or " F le e ts " ,  even though F edera tion and K lingon 
ships e m p loy mu lt i-rac ia l cre ws; th e  G oms , Tholians and F edera tion make no c la im to  be empires; and the 
Orions are p a rt o f  an in tra-ga lac tic p ira cy carte l, no t a form a l ba ttle  F lee t.

Th e basic G ame is prim ari ly a game o f  Cruisers, th e workhorse  S tarsh ips o f  a ll F leets. A  H e avy Cruiser 
can do a ny th ing th a t a Dre a dnough t can , e xce p t f igh t ano th er Dre adnough t (and properly ha nd led , it can g ive a 
good accoun t o f  its e lf aga ins t even on e o f those). Trad itiona lly , however, Dre adnough ts are he ld a t S tarbases 
un t il th e  ou tbre a k o f  w ar, as th e y are to o  expensive to opera te on rou tine pa tro ls . The ru les o f  th e Basic game 
are prim ari ly inte nded to cover L igh t and H eavy Cruisers. The F edera tion Dre adnough t is a lso inc luded in the 
Basic G ame to  show th e  d iffere nces be tw e en th is class and th e Cruisers. The A dvanced G ame covers larger 
and sma ller ships . Th e Tho lian and Orion sh ips are no t covered in the Basic G ame because th e  opera tion o f  th e ir 
ships requires spec ia l A dvanced Rules.
(2.0) G E N E R A L C O U R S E  O F P L A Y
The game is d iv ided in to scenarios, w h ich are spec if ic miss ions (usua lly com b a t aga inst o th er S tarsh ips). Each 
scenario is p layed in turns , and each turn is d iv ided in to a numb er o f  " Im pu ls e s . "  During e ach turn , th e  players 
w ill de term in e th e  a m oun t o f energy th a t  is ava ilab le from  E ngines , Re ac tors and B a tteries, and w ill a lloca te th is 
pow er to  move , fire  w e apons , opera te Shie lds and use o th er ins trum en ts and e qu ipm en t. Then th e  S tarsh ips in 
th e  scenario w ill a c tu a lly be moved (us ing a proportiona l movem en t system to re flec t re la tive spe ed), and w ill 
fire  th e ir we apons during m ovem en t, as the " e n e m y "  S tarsh ips com e w ith in op timum range . Damage is recor�
ded on Sh ip Syste ms D isp lays . These are a sty liz ed la you t o f  th e sh ip w ith  sma ll boxes labe led for each o f the 
various systems . A s the sh ip takes damage in comba t, th e boxes are checked o ff . The Sh ip Systems D isp lay is 
used to  de term in e jus t w h a t systems are s till opera ting . P lay g enera lly con tinues un til one p layer has taken so 
much damage th a t h is sh ip no long er has a chance o f  w inn ing , and a tt e mp ts to  escape a t h igh tra ns-ligh t speed. 
The p layer w ho has managed t o  keep his sh ip re la tive ly undamaged wh ile  damag ing th e enemy ship (or ships) 
w ins th e scenario . In some cases, the e nemy m igh t be a " M o n s t e r "  o f  one typ e  or another. These scenarios are 
particu larly cha lleng ing .
(3.0) G E N E R A L IN F O R M A T IO N
(3.11 Rules Org an iz a tion — th e rules to  S T A R FLE ET B A T TL E S ere divided in to a number o f  sections , each o f  
w h ich is ass igned a number. Each such rules section deals w ith a spe c if ic type o f  system , a c t iv ity or func tion . 
F requently, w h e n th ere  are severa l sim ilar items w ith in a genera l rules he ad ing , these are assigned sub-d iv is ions 
o f  th e  bas ic rules section . For examp le , Phasers are covered in Rule 16.0. Rule 16.1 po in ts o u t t h a t th ere  are 
fo ur d iffere n t typ e  o f  phasers, and Rules 16.11, 16.12, 16.13 and 16.14 te ll spe c if ic th ings a bou t each one o f 
these types . Then Rules 16.2, 16.3, and 16.4 te ll ho w  a ll Phasers opera te , ca lling a tt e n tion to th e  spe c if ic d iff e r �
ences in each type .
(3.11) The ru les o f  S T A R FLE E T B A T TL E S are furth er grouped in to ma jor div is ions. P layers who w ish to g e t in �
to  th e  game as qu ick ly as poss ible shou ld read D iv is ion I (Rules 1-7), D iv is ion II (Rules 8-25), sk ip D iv is ion III 
(Rules 26-42) and read on ly enough o f  Rules 43 and 44 to  ge t in to th e In troduc tory Scenario (46.0).
(3.121 Rules 26-42 (D iv is ion III) are O p tiona l Rules th a t p layers may add a t th e ir op tion to  incre ase th e ir en joy �
m e n t o f th e  game . These rules are N O T requ ired , and p layers need have no fe ar th a t th e y are on ly playing " h a l f  
o f  th e g a m e "  i f  th e y do no t care to  use these . However, players w ho are try ing to re-cre a te c erta in s itu a tions or 
to use certa in equ ipm e n t m ay w ish to  use these . P layers shou ld de c ide a t th e  s tart o f  th e  scenario w h ich o p �
tion a l rules th e y w ill, o r w ill no t, use in t h a t scenario . B y mu tu a l consen t, such rules m ay be added to a scenario 
a t any po in t.
(3.131 The S T A R FLE ET B A T TL E S ru les are exte ns ive ly cross-re ferenced. P layers re ad ing these rules fo r th e 
f irs t tim e m ay w ish to , upon f ind ing an un fa m iliar term or concep t, turn to th e  re fere nced rules s ection and learn 
abou t th is n e w item . A ltern a tive ly , you m ay w ish to  s imp ly ignore  any terms th a t are un fa m iliar, con fid e n t th a t 
by th e tim e you have fin ished th e rules you w ill unders tand them .



COULD VOU 
COMMAND �  STARSHIP?
The Cha llenge o f S tarsh ip C ommand: ou t-th ink ing , ou tshoo ting , and ou t maneuvering your opponen t 
in a w arp speed dog f igh t . Y our crew lives or dies on your skill and cunn ing , as you turn to bring your 
s tronges t shie lds and mos t pow erfu l we apons tow ard your enemy — an enemy th a t m igh t be another 
S tarsh ip , a massive robo t Berserker or an a lien be ing th a t dw arfs even your massive ship .

O ver 200 p lay ing pieces represen t F edera tion Dre ad �
nough ts , Cru isers (H e avy , L igh t, and C omm and), 
D estroyers , S cou ts and Tugs; K lingon Dre adnough ts , 
B a ttlecru isers , Friga tes and Escorts; Gorn H eavy and 
L igh t Cru isers and D estroyers; Romu lan W arb irds , W ar 
Eagles and KR Cruisers; T ho lian P a tro l sh ips; Orion 
Ra iders; and K z in ti C arriers , S trike  and L igh t Cru isers 
and Friga tes; as w e ll as S hu tt le cra ft , F re ighters , O u t �
pos t S ta tions , S tar Bases, A s tero ids , thre e k inds o f 
p lane ts and fo ur Mons ters . The rules a llow you to  use 
phasers, drones , plasma torpedoe s , tra c tor beams, 
transporters , pho tons , board ing parties , sensors, 
scanners and sc ience labs as you m aneuver your S tar �
sh ip across the p lay ing map us ing a new and re vo lu t ion �
ary proport ion a l movem en t system .

Th is D e luxe D es igner's E d ition inc ludes all ma teria l from 
the orig in a l e d ition , w ith  rev ised and expanded rules on 
movem en t, com b a t and energy a lloca tion . A dd it ion a l 
sh ip classes and w e apons have been inc luded to  cover 
every aspec t o f th e  ba ttles o f S tar F leet.

In th is game you ge t:

•  over 200 m u lt i-co lore d fu ll th ickness d ie-cu t coun ters 
th a t represent th e  sh ips o f th e  seven fle e ts

•  a 20 x 24 inch ta c t ic a l map

•  comprehens ive rules o f p lay

•  easy to use game charts and d isp lays th a t reduce the 
comp lex ities o f space com b a t

S T A R FLE ET B A T TL E S captures the exc ite �
m en t o f ind iv idua l ship ac tions in deep space . 
T wo or more players tes t the ir skill as they deal 
w ith *he cons tan tly chang ing s itua tion .

S T A R  F L E E T  B A T T L E S
— 12 S c e n a r io s  ( in c lu d in g  5 s o l i t a ire ) a n d  t w o  c a m p a ig n  g a m e s  

f o r on e , t w o ,  o r m ore  p la y e rs
— P la y ing T im e  (e a ch  s c e n a r io): 30  m in u t e s  t o  o n e  h o u r
— C o m p l e x i ty  L e v e l: M o d e ra t e  t o  a d v a n c e d  (b a s ic  s c e n a r io : 

In tro d u c t o ry )

P ro d u c e d  u n d e r l ic e n s e  fro m  F ra n z  J o s e p h  D e s ig n s ,  a u th o rs  o f  th e  S T A R  F L E E T T E C H N I C A L  M A N U A L  
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T Y P I C A L  S H I P S  I N C L U D E D  IN T H E  G A M E

F e d e r a t i on H e a vy  Cru i s e r

W h ile  re fle c ting th e  best 
ba lance be tw e en comba t, 
e xp lora tion , and research, th is 
very ba lance makes it an 
expens ive sh ip to bu ild and 
m a in ta in .

K l i n g o n D7 B a t t l e cru i s e r

Designed prim arily as a 
com b a t sh ip , th e  D7 packs 
a trem e ndous punch in its 
d isrup tors , drones and 
phasers; b u t c a nno t absorb 
as much pun ishm e n t as sh ips 
o f o th er races.
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Kz in t i A t t a c k  S h u t t l e  C a rr i e r

V irtu a lly the on ly sh ip to use 
armed shu ttles as prim ary 
we apons; the  A tt a ck  C arrier 
re ta ins fu ll o ffe ns ive  arm am en t 
and o fte n fo l low s the f igh t e r 
group in to d ire c t comb a t.

C opyrigh t 1979 by Task Force G ames, 
A m arillo , Texas. Tradem ark app lied for.


