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THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:
POUND O’SHIPS:POUND O’SHIPS:POUND O’SHIPS:POUND O’SHIPS:POUND O’SHIPS:

Every year, we take the Starline 2400 ships that didn’t
quite make it past quality control and sort them into ran-
dom one-pound bags. Each has a full 16 ounces of pew-
ter comprising at least 20 starships from several em-
pires. Every bag is different, but we did spot Federation
NCLs and DWs, Klingon D7s and C7s, Gorn DDs, Hy-
drans, Andros, Romulans, Kzinti CMs and DWs, Lyrans,
freighters, and one or two each of two dozen more ships.
These are on the shopping cart as Stock #0040 at a
bargain price of $49.95.

Remember that these are factory seconds. All of the
parts will be there (except maybe a sensor dish on the
bottom of a few ships). There will be missing phaser
bumps, missing or faint details, cracks, pinholes, and
other minor defects that you can correct with a little ef-
fort and some paint, putty, or glue.

PUBLISHER’S INFORMATIONPUBLISHER’S INFORMATIONPUBLISHER’S INFORMATIONPUBLISHER’S INFORMATIONPUBLISHER’S INFORMATION
FEDERATION COMMANDER: COMMUNIQUE #127 is

published and copyright © 2016 by Amarillo Design Bureau,
Inc., www.StarFleetGames.com, PO Box 8759, Amarillo TX
79114.

Elements of the Star Fleet Universe are the property of
Paramount Pictures Corporation and are used with their per-
mission.

Situation report:Situation report:Situation report:Situation report:Situation report:
Through aThrough aThrough aThrough aThrough a
PURPLE scannerPURPLE scannerPURPLE scannerPURPLE scannerPURPLE scanner

We’re continuing to show progress on many projects.
Work has resumed on the long-awaited Federation

Admiral campaign system. We’re now working on the
final chapter (annexes) although much work needs to
be done to finalize the earlier chapters. This book will
work with any of the four tactical games, but also has its
own battle resolution system. You can even resolve
battles with the F&E rules if you want to.

Steven Petrick is updating SFB Module C2 and con-
tinues to work on two Master Starship books (Romulans
and Lyrans). Steve Cole is working on the final art for
the Romulan Master Starship Book.

Captain’s Log #51, A Call to Arms: Star Fleet De-
luxe Edition, and F&E Minor Empires were released on
23 May.

Production has moved ahead on two new ships for
Starline 2425, two new ships for Starline 2450, and one
new ship for Starline 2500.

Jean Sexton is busy selecting fiction for the second
and third Kindle books (fiction anthologies) and is work-
ing on a supplement to add the “missing” species that
were left out of the original PD20M.

The fall of 2016 will focus on four sheets of single-
sided counters. These will include SFB Module X2, a
new Federation Commander module, the out-of-stock
counters for F&E: Planetary Operations (along with an
updated rulebook that finally fixes a problematic rule),
and another project. (No, not “Phasers of Shannara” but
that would be a fun title to play with.)

When we finished making the 16 one-pound bags,
we looked at what was left and created a few “half-pound
bags of parts.” These are not complete ships, but ran-
dom saucers, hulls, engines, and other bits. These are
on sale as stock #0045 for $24.95 per bag. No two bags
are the same, but you will find more than enough parts
to build your very own Fralli Franken-Frigate!



Communique #127; Copyright © 2016 Amarillo Design Bureau, Inc.

Index FOR 2016Index FOR 2016Index FOR 2016Index FOR 2016Index FOR 2016
• Communique #121: Seltorian DDV, Scenario

8CM108 Save the Atlantean Doria.
• Communique #122: Valentian CL, Scenario

8CM109 Big Things, Small Packages.
• Communique #123: ISC Mobile Carrier, Scenario

8CM110 Snakes And Crossbones.
• Communique #124: Federation Mobile Carrier,

Scenario 8CM111 Assault on the Invincible.
• Communique #125: Klingon Mobile Carrier, Sce-

nario 8CM112 Dance of the Damned.
• Communique #126: Romulan SkyHawk-B Mobile

Carrier, Scenario 8CM113 Raider’s Ball.
• Communique #126: Kzinti Mobile Carrier, Sce-

nario 8CM114 Clash of the Giants

RULES QUESTIONSRULES QUESTIONSRULES QUESTIONSRULES QUESTIONSRULES QUESTIONS
Q: Why are there no questions in this issue?
A: Because nobody asked one.

BATTLE GROUP REPORT
by Jean Sexton, Battle Group Facilitator

We are already getting reports from battle groups
and registrations of new battlegroups. See the special
web page at StarFleetGames.com/battlegroup.shtml for
more information. Once your group starts holding regu-
lar events, you can report your exciting activities (demos,
playtests, conventions) to us for posting on that page.

Each month we shine a spotlight on one of our battle
groups. This month it is Battle Group Indianapolis. This
group, homeported in Indianapolis, is forming according
to its CO, Ranger Cody Jones. Their group has only two
members and wants to grow. Do you live in the area?
Find out how to contact them here:

http://www.starfleetgames.com/battlegroup/
battlegroup_Indianapolis.shtml

Do you have a battle group? Be sure to report your
activities here:
http://www.starfleetgames.com/battlegroup/report.shtml

Maybe next month, your group will get the spotlight.

RANGERS LEAD THE WAY
Jean Sexton has reorganized the Ranger Demon-

stration Teams, sent Rangers their long-overdue rewards,
and is recruiting new Rangers. The
Rangers recruit and train new players
by means of demos conducted in
game stores and at conventions. See
the Ranger page for more info:
http://www.StarFleetGames.com/
rangers/index.shtml
Be sure to read Hailing Frequencies
to catch up on any demos and conventions near you.
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SFB PLATINUMSFB PLATINUMSFB PLATINUMSFB PLATINUMSFB PLATINUM
TOURNAMENT:TOURNAMENT:TOURNAMENT:TOURNAMENT:TOURNAMENT:

Our sixth Internet SFB International Championship
Tournament will be open for registration as of July 8,
2016. Registration will close midnight (Pacific Daylight
Time) on August 12, 2016. This is a single-elimination
tournament using a standard tree. This tournament will
be conducted through SFBOL and you will need to be a
member of that service to participate.

We will have at least 32 seats, and up to 64 if there
is demand. There will be no entry fee; ADB will provide
the prizes. The winner will receive $100 and a plaque
(once the “Platinum Victory” article is approved; the win-
ner is paid for this article). The second place winner will
receive $50. Third and fourth place winners will get $25
in credit; fifth through eighth place will get $5 credit.

After we know the number of entries, we will lock in
the format (i.e., decide if there are 32 or 64 seats, de-
cide how many seats will be reserved for re-entries, seed
the aces, and assign byes). Aces will be “seeded” ac-
cording to the total number of ace pins and SFB Gold/
Platinum hats (total) each player has in his lifetime record.
Other players (and perhaps lower-rated aces) will be dis-
tributed randomly in a way to avoid same-ship duels as
much as possible. Depending on the size of the tree and
the number of active players, we may give some first-
round byes to the highest rated players, and we may
reserve some seats for re-entries. Re-entry seats will go
to eliminated players in the order they ask for them.

Fleet Captain Paul Scott (winner of the 2015 tour-
nament) is the judge for this tournament. As we did in
Platinum Hat 2015, Tournament Marshal Steven P.
Petrick will also “ride herd” on the tournament to ensure
that games are played on schedule and the event does
not drag. There will, inevitably, be some delays near the
end when re-entries have to “catch up” to the initial en-
tries. A firm hand on the helm will ensure that these are
as minor as possible. People who do not get their next
game completed in a set number of days will be dis-
qualified and the player they beat (or a wildcard selected
by the judges) replaces them. Deadlines may be adjusted
by the Judge or Marshal to allow for a player’s serious
real life unexpected problem or issue.

The winner must send in his Platinum Victory article
(which must meet the standards of previous articles)
within 90 days of the end of the event or be disqualified
(in which case he will get no prize and there will be no
winner named). Assistance will be available if the win-
ner would like help writing his article.

THE SEARCH FOR A SHIP
The plan is to complete the deployment of “mobile”

carriers (based on war destroyer hulls). This issue, the
Kzintis get theirs. Next time, the Gorns will.
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CUSTOMER SUPPORTCUSTOMER SUPPORTCUSTOMER SUPPORTCUSTOMER SUPPORTCUSTOMER SUPPORT

We do as much as we can to help our customers enjoy
our products, and are always seeking new ways and open to
new ideas to do so. Here is a general summary of the kind of
things we can do. (Sorry for the small type, it does show just
how much customer support stuff we have!)

Just Ask Us
You can contact the game designer at:

design@StarFleetGames.com
You can contact our customer support person at:

support@StarFleetGames.com
You can contact our sales department at:

sales@StarFleetGames.com
Try asking a question, and we’ll answer as best we can.

For that matter, you can always just call the office at 806-351-
1950 during business hours (10-6 Central Time, M-F), and tell
whoever answers (we take turns) what you need, and you will
be sent to the right person to get your answer.

Websites
Our site at www.FederationCommander.com has a lot of

stuff for you to use, and the Commander’s Circle (found at
http://www.starfleetgames.com/federation/

Commanders%20Circle/index.shtml)
has lots of free downloads and other things. You can even
download a demo copy of the game to give a friend.

The StarBlog on FederationCommander.com includes
daily posts of what’s going on, and the forum on that site pro-
vides access to the Federation Commander community of play-
ers and to the game designers and customer-support people.

Need an Opponent?
There are a lot of ways to find one. Post a note in your

game store. Go to the FederationCommander.com Forum and
post a note in the Local Groups & Retailers section. Attend a
local convention (if there is one). Go to the Commander’s Circle
and look at the player database (and post your information
there so that the next person to check the list can find you).

Go to our primary BBS at www.StarFleetGames.com/dis-
cus and look for the Seeking Opponents section and post a
note there.

Go to www.StarFleetGames.com/sitemap.html and look
for the red Find Opponents button. Enter your data and in a
few days you’ll get an email from us with a list of gamers near
you. We’re working to improve that list.

Federation Commander Play-by-Email
Playing Federation Commander by email is an alternative

to playing face-to-face. While there are a few differences (i.e.,
your opponent isn’t sitting across the table from you), it is the
same game.

The basic gist of the Federation Commander play-by-email
(PBEM) system is that you and your opponent submit your
orders for the turn to a moderator via email. The moderator
then processes them, and sends a “SitRep” (Situation Report)
to the players via email. You receive the results, write up your
next set of orders, and then submit your orders once again.
The process is repeated until the game is completed. Sounds
simple? That’s because it IS! It’ll take a little getting used to
(after all, what doesn’t?), but once you’ve got the hang of it,
you’ll be lobbing photon torpedoes (or whatever your weapon
of choice is) at opponents from all over the world.

Every Federation Commander PBEM game has at least
three participants: two or more players and one moderator.
The moderator’s purpose is to accept orders from the players

and carry them out, reporting the results of those orders to all
players. While he is not a player, the moderator fulfills a very
important role in the game. Good moderators and good play-
ers make for a good, enjoyable game of Federation Com-
mander. Moderating a Federation Commander PBEM game is
also an excellent way to learn more about the Federation Com-
mander rules.

While there are some disadvantages to PBEM (it does
take longer to finish a game), there are advantages as well.
You can play against people in other parts of the world (how
often do you get to Australia, anyway?), you can play multiple
games at once, and you can have large multi-player games
(without worrying about running out of chips and soda).

For more information about playing Federation Com-
mander PBEM, please visit the play-by-email section at
www.StarFleetGames.com/pbemgames soon or check the
PBEM section of either the Forum or the BBS.

Federation Commander Online Gaming
Many people do not know that you can play Federation

Commander online in real time against live opponents, any
time you want, 24 hours a day.

A decade ago, www.SFBonline.com was created to pro-
vide players of Star Fleet Battles with an online gaming expe-
rience. It was a smash hit as hundreds of gamers joined the
battles. Tournaments and other competitions, plus general open
gaming, have gone on around-the-clock since then. This suc-
cessful operation has been expanded to include Federation
Commander! Now you can play with real live human oppo-
nents all over the world in real time 24 hours a day, seven days
a week! The computer automates many functions and acts as
a friendly assistant for mundane chores.

For a modest subscription fee of less than $6 a month,
you have access to most of the ships in the Federation Com-
mander game system as well as new ships still in playtest and
development. The Java Runtime system is compatible with Win-
dows, Macintosh, and other systems.

Never worry about a lack of opponents. Never worry about
opponents who don’t show up for game day because of silly
reasons like family reunions or their own weddings. Don’t be
cut off from your regular gaming group while on vacations or
business trips.

Even better, you can join in online tournaments and cam-
paigns, and your victories will add up to a higher and higher
average score!

The system also allows you to chat with friends, taunt your
enemies, and watch other players fight their own savage battles.
(Why learn from your own mistakes when you can learn from
someone else’s?) This “observer” system allows players of ei-
ther game (or those who have yet to join either) to learn the ins
and outs of the other game before deciding to invest time and
money in it.

So come to www.SFBonline.com right away. You can even
fly the Federation CA or Klingon D7 as a free trial, or watch
any game in play. Legendary SFB aces and new Federation
Commander aces strut their stuff in combat arenas all the time,
and you can learn from the best.

Hailing Frequencies
We publish a newsletter covering all of our products with

information about the games. It’s free. Try it for a few issues
and see if you like it. Subscribe at:

www.StarFleetGames.com/newsletter.shtml

We Welcome Your Ideas
Really! We do! If you have an idea of a way we can make

life easier for our players, just let us know and we will at least
see if we can make it happen.
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 FEDERATION COMMANDER SCENARIOFEDERATION COMMANDER SCENARIOFEDERATION COMMANDER SCENARIOFEDERATION COMMANDER SCENARIOFEDERATION COMMANDER SCENARIO

(8CM114) Clash of
the Giants

At the beginning of the Andromedan Invasion, the
Andromedans had little to fear from most of the Galactic em-
pires. Exhausted after the devastation of the General War and
the ordeal of the ISC Pacification Campaign, few empires had
the resources to spare to deal with the Andromedan menace.

The ISC, however, were a different matter. Possessed of
a large fleet of modern, well-designed warships, and effectively
in control of large regions of the galaxy, they were considered
a real threat by the Andromedans, especially when they dis-
covered that the ISC were building a battleship. The
Andromedans began gathering detailed data on this important
and powerful unit by every means available, including a listen-
ing post set at the edge of the shipyard system.

Learning from captured ISC personnel that the battleship
was nearly ready for active service, the Andromedans decided
that the time was ripe to destroy this unit. The Andromedans
sent a powerful force of warships to destroy the battleship be-
fore it could be completed. However, they were not aware that
the battleship was in fact combat-ready.

(8CM114a) NUMBER OF PLAYERS
Two: The ISC player and the Andromedan player.

(8CM114b) INITIAL SETUP
Map: Set up the map as described below. Place a Class-

M planet near the center of a map panel and place a small
moon 10 hexes away from it in direction A. Place another small
moon 12 hexes from the planet in direction E. Set up the other
map panels once the Andromedan Player has decided on his
approach direction.

The map is a “location map”; any ship which ends the turn
more than 45 hexes from the planet has disengaged and can-
not return.

ISC: Set up the ISC battleship Pacification, the light cruiser
Thunderball, and the destroyers Splendid and Superior in any
hexes adjacent to the planet, heading at owner’s discretion.

Andromedan: Set up an Andromedan Dominator in any
hex that is 45 hexes away from the planet, heading at owner’s
discretion. The Dominator is carrying a Python, two Mambas
and a medium Energy Module. This is the first time these ships
have been seen by Galactic forces, so they do not yet have
codenames assigned. Players should feel free to name them
as they see fit!

(8CM114c) OBJECTIVE
Mission-ISC: Preserve the vital battleship and prevent

the Andromedans from achieving their mission. If you can cap-
ture an Andromedan ship, that would definitely help with the
intelligence effort.

Mission-Andromedans: Recover the data from the lis-
tening station and disengage. Destroying the battleship or cap-
turing another ISC ship would be a major achievement.

Time Limit: The scenario continues until all ships belong-
ing to one player have been captured or destroyed, or have
disengaged.

Victory: If the Andromedans disengage with the data and
at least one captured ISC ship, or just destroy the battleship
irrespective of the status of the data, the Andromedan player
wins a Decisive Victory. If it is the battleship that the Androm-
edan player captures and disengages, he wins an Astounding

Victory irrespective of the status of the data. (Destruction or
capture of the battleship would render the data superfluous).

If the Andromedans disengage with the data and destroy
at least one ISC ship other than the battleship, the Androm-
edan player wins a Strategic Victory.

If the Andromedans disengage with the data alone, the
Andromedan player wins a Tactical Victory.

If the Andromedans do not disengage with the data and
the battleship is not captured or destroyed, the ISC player wins
a Strategic Victory.

If the Andromedans do not disengage with the data and
the Dominator is destroyed, the ISC player wins a Decisive
Victory.

If the Andromedans do not disengage with the data and
the Dominator is captured, the ISC player wins an Astounding
Victory.

If the ISC player holds a captured Andromedan ship at the
end of the game, he wins an Intelligence Coup no matter what
the other results are.

If the Andromedans do not disengage with the data but
disengage a captured ISC ship other than the battleship, the
Andromedan player wins an Intelligence Coup.

An Intelligence Coup may simply be a consolation prize
or it may be the difference between defeat and a draw, who
knows?

(8CM114d) SPECIAL RULES
Data Recovery: One of the moons holds the secret An-

dromedan listening post, from which the data needs to be re-
covered. Before the game begins, the Andromedan player se-
cretly records which moon the listening post is on. In order to
recover the data from the listening post, the Andromedan player
must obtain 250 points of laboratory information about the moon
(125 in Fleet Scale). [What is actually happening is that the
data is being downloaded from the listening post which is hid-
den on the moon.] Satellite ships may also obtain data, using
their control spaces as labs as in rule (5B1). Data obtained
from probes does not count for this purpose. To conceal which
moon holds the listening post, the Andromedan Player writes
down the information points total for each moon, each turn.
Each Andromedan ship can only scan one moon during a turn.

All of the data is copied by all Andromedan ships. Any
Andromedan ship that disengages has the data, but a cap-
tured ISC ship does not count for this purpose.

(8CM114e) FORCE DYNAMICS
The scenario can be played again under different condi-

tions by making one or more of the following changes:
1. Alternative Ships: Use a battleship and some escort

ships from an empire other than the ISC.
2. Balance: The balance of the scenario could be adjusted

by adding or removing satellite ships on the Andromedan side,
or a destroyer or frigate on the ISC side; alternatively adjust
any ship to the next size up or down.

3. Faster Scenario: To finish this scenario in a shorter
time, delete one Mamba and an ISC destroyer.

4. Historical: The ISC actually never built a battleship (a
point that Federation Commander ignores) so you could use
an ISC dreadnought (although by this point in time the ISC
had a dozen of those and one more was nothing special.)

(8CM114f) DESIGNER’S NOTES
This scenario was written new for Federation Commander

by Tony Cutcliffe of Battlegroup Exeter, UK. It is somewhat
similar to SFB Scenario (SG11.0) The First of it’s Kind.
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STAR FLEET ALERT
9 JULY 2016

RECENT RELEASEsRECENT RELEASEsRECENT RELEASEsRECENT RELEASEsRECENT RELEASEs

F&E FIGHTER OPERATIONS 2016
This is an expansion module for the Federation & Empire game system, and
is an updated and expanded version of the 2004 product. The 2016 edition has a
rulebook updated to F&E2010 standards with improved rules and many additional
playing pieces. Questions have been answered, many examples added, and it is
reformatted for easier use by players.
Format 8.5x11 SKU 3203 Retail  $34.95

SFB MODULE C1 (NEW WORLDS I)
This is an expansion for the Star Fleet Battles game system adding new empires.
Updated and expanded version from the 2000 product of the same name, the 2015
edition has been improved and updated to Master Rulebook standards.
Questions have been answered and new art has been added. The SSD book has
been updated with many improvements on every page.
Format 8.5x11 SKU 5601 Retail  $20.95

FOR THE GLORY OF THE EMPIRE (Star Fleet Journal #1)
This is a fiction anthology with five major stories about the Klingon Empire. The book
was designed to reach non-gaming audiences, but it will also introduce them to our
game products via scenarios for Federation Commander and Star Fleet Battles.
Available for Kindle on Amazon and as a PDF on DriveThru and Warehouse 23.
Several more volumes of Star Fleet Journal are in preparation.
Format 8.5x11 SKU 2201 Retail  $6.95

2016 Edition

available E-RULEBOOKavailable E-RULEBOOKavailable E-RULEBOOKavailable E-RULEBOOKavailable E-RULEBOOK

F&E MINOR EMPIRES 2016
This is an expansion module for the Federation & Empire game system that adds
three new empires to the universe with hundreds of counters and eight scenarios.
★  Seltorians are here with their hive ships and web breakers to kill Tholians.
★  Vudar rebels broke away from the Klingon Empire to set up their own Enclave.
★  Lyran Democratic Republic broke free of the Lyran Empire to find their destiny.
Counters are available as spare parts. The hard-copy product will be released in
June when all questions from players reading the PDF have been answered.
Format 8.5x11 SKU 3214R Rulebook PDF on DriveThru/W23 $9.95
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STAR FLEET ALERT
31 MAY 2016

NEW SHOPPING CARTNEW SHOPPING CARTNEW SHOPPING CARTNEW SHOPPING CARTNEW SHOPPING CART

CONTACT
Amarillo Design Bureau, Inc. PO Box 8759, Amarillo TX 79114 PH: (806)-351-1950
To order products, contact Sales@StarFleetGames.com
To receive these Alerts, contact Marketing@StarFleetGames.com
See our updated website: www.StarFleetGames.com

Amarillo Design Bureau is excited to announce a new online store is now available. It can be found at

www.starfleetstore.com.
This updates the look and feel of the old cart and will give you a better shopping experience.

New features include the ability to review our titles. We hope that you do that so as to build up a good
information base for new and returning players.

From this point forward, the cart will remember what you have ordered.

Your information was not transferred to the new card. You will have to re-register with your first order.
We are sorry for the inconvenience, but your online security is of utmost priority with us.

We hope that you find the experience to be enjoyable. We know that not everything is perfect yet, so
you can either use the “Contact Us” link on the cart or email us at

marketing@starfleetgames.com.

We wanted to make your experience on our websites
www.StarFleetGames.com and www.FederationCommander.com

as easy as possible, but there are lots of links to the old shopping cart. We are working diligently to
change those to the new shopping cart, but it may take a while. The work starts on the evening of
May 31, 2016 and will continue until we find them all. You can report broken links to

marketing@starfleetgames.com.

Let us know what you think, good or bad. We’ll try to mitigate the bad and reinforce the good things.
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CONTACT
Amarillo Design Bureau, Inc. PO Box 8759, Amarillo TX 79114 PH: (806)-351-1950
To order products, contact Sales@StarFleetGames.com
To receive these Alerts, contact Marketing@StarFleetGames.com
See our updated website: www.StarFleetGames.com

CAPTAIN’S LOG #51CAPTAIN’S LOG #51CAPTAIN’S LOG #51CAPTAIN’S LOG #51CAPTAIN’S LOG #51
The next installment in our best-selling product series:
Night Hounds: An Orion Crime Team on the Romulan border.
SFB: 14 new ships, four new scenarios.
Omega: Two new command cruisers, Operation Renaissance
FedComm: A new empire (Borak) with four ships.
F&E: Carnivon rules and scenario.
A Call to Arms: Star Fleet: Scenario and five new ships.
Starmada: New drone and shield rules, four new ships.
And all of the usual features: monsters, Anarchist, battle groups, and more.

SKU 5751, Retail price $24.95 UPC: 6-78554-05751-3

F&E MINOR EMPIRES 2016
This is an expansion module for the Federation & Empire game system that adds
three new empires to the universe with hundreds of counters and eight scenarios.
★  Seltorians are here with their hive ships and web breakers to kill Tholians.
★  Vudar rebels broke away from the Klingon Empire to set up their own Enclave.
★  Lyran Democratic Republic broke free of the Lyran Empire to find their destiny.
SKU 3214, Retail Price $36.95 UPC: 6-78554-03214-5

A CALL TO ARMS: STAR FLEET — DELUXE EDITION
Players around the world are waiting for this Revision-1.2 edition.
★  Completely updated and revised from the original release.
★  Fast play with minimal record keeping, fight a major battle in one evening.
★  Designed for use with Starline 2400 or Starline 2500 miniatures.
SKU M30001, Retail Price $29.95 UPC: 6-78554-30001-5


