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THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:
OUR FIRSTOUR FIRSTOUR FIRSTOUR FIRSTOUR FIRST
KINDLE BOOK:KINDLE BOOK:KINDLE BOOK:KINDLE BOOK:KINDLE BOOK:
FOR THE GLORYFOR THE GLORYFOR THE GLORYFOR THE GLORYFOR THE GLORY
OF THE EMPIREOF THE EMPIREOF THE EMPIREOF THE EMPIREOF THE EMPIRE

We have just uploaded our first book to Kindle, that
being the Klingon short story anthology For the Glory of
the Empire. You can find this ebook on Amazon:
http://www.amazon.com/dp/B01BMWHPL6

This book has been loaded as a PDF to all of the
usual download websites at a new lower price:

Warehouse 23 (PDF):
http://www.warehouse23.com/products/ADB2201

DriveThru RPG (PDF):
http://www.drivethrurpg.com/product/173765/

Wargame Vault (PDF):
http://www.wargamevault.com/product/173765/

DriveThru Fiction (PDF):
http://www.drivethrufiction.com/product/173765/

You can buy this book in paper from ADB:
h t t p : / / s t o r e . s t a r f l e e t s t o r e . c o m / m e r c h a n t 2 /
merchant.mvc?Screen=PROD&Store_Code=S&
Product_Code=2201&Category_Code=

It also includes scenarios for Federation Commander
and one for Star Fleet Battles. However, you do not need
to own or play the games to enjoy the fiction in this book.

The anthology includes the stories “For the Good of
the Empire,” “The Threads of War,” “Flotilla Commander,”
“A Plague on Their Houses,” and “Fight Fire with Fire.”

Yes, this is the same book we have sold for years as
a PDF and trade paperback, but distribution was low as
it was a labor of love and priced for wargame market
production, not for paperback book stores. (The new
edition is priced for the book trade, which is why it is at a
much lower price reflecting a broader market.)

To go into Kindle meant turning Jean loose on the
book with the Purple Pen of Proofreading™ and locking
Steve Cole in the closet while she fixed everything that
today’s readers expect to see done properly, for example,
a consistent spelling for the word “killikam.”

PUBLISHER’S INFORMATIONPUBLISHER’S INFORMATIONPUBLISHER’S INFORMATIONPUBLISHER’S INFORMATIONPUBLISHER’S INFORMATION
FEDERATION COMMANDER: COMMUNIQUE #122 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.

NEWS FLASH:NEWS FLASH:NEWS FLASH:NEWS FLASH:NEWS FLASH:
Through a NewThrough a NewThrough a NewThrough a NewThrough a New
Year’s scannerYear’s scannerYear’s scannerYear’s scannerYear’s scanner

We’re starting to get some progress made on the
many projects delayed by the recent problems.

The Kindle version of the fiction anthology For the
Glory of the Empire has been uploaded. The new ver-
sion in the new format is also available in hard copy from
our store and as a PDF from the usual download sites.

We have uploaded the new Feb 2016 version of F&E
Fighter Ops 2015. We think this will be the final version
but we will let it sit for a week or two before we make a
decision on the hard copy version.

Steven Petrick is updating SFB Module C2 and con-
tinues to work on various Master Starship books. With
Steve Cole back at his desk, every day sees more of the
missing art created for the Romulan Master Starship
Book so that should appear soon.

After that, Captain’s Log #51 will be released this
spring. All of that complaining about a lack of fiction pro-
duced several submissions, of which at least two are
excellent, and one of those will be in this issue.

Next after that, Steve Cole will work on F&E Minor
Empires, which will bring the Vudar, LDR, and Seltorians
into that game system. That will be done in steps with
non-F&E time between each step.

The long-awaited Federation Admiral campaign sys-
tem will follow. Much of that work has been done.

The fall of 2016 will be built around four sheets of
single-sided counters. These will include SFB Module
X2, a new Federation Commander module, the out-of-
stock countersheet for F&E: Planetary Operations, and
another project we will tell you about later.
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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.
The Index for 2015 is in Communique #120.

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.

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

stration Teams, sent Rangers their
long-overdue rewards, and is recruit-
ing 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
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NEWS FLASHES:NEWS FLASHES:NEWS FLASHES:NEWS FLASHES:NEWS FLASHES:
THE  SFB PLATINUM TOURNAMENT

This tournament is well under way. The 2015 event
(which will end sometime in 2016) is being judged by
Fleet Captain Peter Bakija (winner in 2014) and super-
vised by Tournament Marshal Steven P. Petrick.

NEVER LET THE ROMANCE STOP
For couples who have been together for a long time,

romance often becomes an unspoken understanding
(which means it no longer happens). Presents are not
as big a deal when they have become written line items
in the family budget. You’ve said “I love you” so many
times that it seems pointless to repeat it one more time.
That special snack item you sometimes picked up for
your partner now comes in a bag of a dozen you buy at
the grocery store out of force of habit. You’ve been ev-
erywhere you ever wanted to go so taking the weekend
off to travel to some special somewhere is so boring you’d
rather just stay home and be bored. You’ve been out to
special dinners at every restaurant in town and it just
seems silly to spend the money again to eat the same
boring food again in the same tired place again.

So don’t let “same old thing” turn into “no thing.” Try
something new, just because you once liked trying new
things with your partner back when your partnership was
new and exciting. Or maybe you could go to someplace
you long ago got tired of, just to see what changed.
Maybe you could trade some of your chores just to see
how the other half lives. Maybe you could spend a little
of the money the budget gives you for your own special
treats on something your partner would like to have.
Maybe you could try to do a little more for your partner.
When your partner does something you like, say “That’s
why I’m still in love with you after all these years.”

THE SEARCH FOR A SHIP
We take a pause this month in the Mobile Carrier

Project to produce a special event ship, the Valentian
Light Cruiser. Jean Sexton suggested this as a light-
hearted (ok, ok) way to celebrate a holiday that is impor-
tant to everyone.

REMINDERS OF PREVIOUS
NEWS FLASHES

SFBOL-2G SFB SHIPS began to be removed from
the SFBOL system at the end of January. If you are us-
ing 2G ships contact Paul Franz to get them added to
the priority list for conversion.

CADET SFB ON VASSAL: You can get more infor-
mation on this project at:

http://www.vassalengine.org/wiki/
Module:Star_Fleet_Battles_

Cadet_Training_Manual#Comments

RULES QUESTIONSRULES QUESTIONSRULES QUESTIONSRULES QUESTIONSRULES QUESTIONS
Q: Now that Steve Cole is back at work, when can

we expect to see new products appear?
A: You’re already seeing some things happen (such

as the updated version of Fighter Operations) and Steve
is reporting daily progress on the art for the Romulan
Master Starship Book. That’s not bad for someone still
working only 3/4 time with many doctor appointments.

Q: Now that Jean Sexton is back at work, when can
we expect to see Traveller Prime Directive?

A: Please remember that while Jean is back at her
desk, at least a few hours most days, she’s not back to
full time, has many doctor appointments, and has a con-
siderable backlog. Her first priority was to get the PDF
upload schedule back on track, and her second was to
get the first Kindle Book uploaded. Mongoose just up-
loaded the preliminary PDF of the new Traveller 2.0 sys-
tem. As might be expected, they are updating the book
every couple of days with changes and fixes and addi-
tions. Some of these are minor typos, others are more
substantive. We really cannot even start designing Trav-
eller Prime Directive until the book stabilizes. (Otherwise,
we’d be revising our playtest draft every two or three
days.) In theory the hard copy book will be released in
April, by which time the book should be finished and
stable. Once it is stable, it will still take us two or three
months to complete the conversion and have it tested.
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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

(8CM109) BIG THINGS,(8CM109) BIG THINGS,(8CM109) BIG THINGS,(8CM109) BIG THINGS,(8CM109) BIG THINGS,
SMALL PACKAGESSMALL PACKAGESSMALL PACKAGESSMALL PACKAGESSMALL PACKAGES

An important Federation diplomat has crashed in a
damaged ship in the middle of an asteroid field. He was
on an ill-fated mission to drive a wedge between the Klin-
gons and the Lyrans by offering the Lyrans a non-ag-
gression pact and trade deal. But as long as the Federa-
tion remained friends with the Kzintis, this was doomed
to fail. (The Lyrans really, really hate the Kzintis despite
their biological similarities.) A distress call was sent for
any available ship to tractor his ship and tow him out of
the asteroid field. The Lyran empire feared that the Kzintis
or even a rebellious Lyran faction might attempt to make
an incident out of this which could lead to direct conflict
with the Federation as right now it was more of an “en-
emy of my friend” situation. The only ship available and
capable of handling any Kzinti raiders that might inter-
cept this mission was a newly converted DWV mobile
carrier. Unfortunately the Federation had already re-
quested that the nearer Kzinti fleet mount a rescue mis-
sion to the last known location of the distress call, fear-
ing Lyran duplicity. Perhaps ironically, the Klingons had
once suffered such a fate at the hands of the Kzintis,
during a similar diplomatic mission.

Long-range sensors detected a Lyran war destroyer
so they only dispatched a war destroyer and a FFK to
intercept the Lyran ship. The subsequent launch of eight
fighters from the Lyran vessel resulted in shock among
the crews of the two ships — but a mission is a mission
and they would never back down from the hated Lyrans.

(8CM108a) NUMBER OF PLAYERS
Two: The Lyran player and the Kzinti (acting on be-

half of the Federation).

(8CM108b) INITIAL SETUP
Map: Set up the map with three panels across and

two panels high if using small hexes (four wide and three
high if using large hexes). The middle panels could be
asteroid panels or if these are not available each player
could place upside down counters in four random hexes
anywhere near the middle of the playing area, as aster-
oid hexes, for a total of eight asteroid hexes. The map is
“fixed” and does not float.

Lyran: Place a DWV in any hex no closer than 26
hexes from the center of the asteroid field, in direction
E/F. If the fighters are launched, each flight must be within
two hexes of the others and the DWV.

Kzintis: Place a DW and an FFK in any hex, no
closer than 26 hexes from the center of the asteroid field,
in directions B/C, within two hexes of each other.

(8CM108c) OBJECTIVE
Mission-Kzinti: Find the Federation ship and tow it

off the map in direction B/C.
Mission-Lyran: Find the Federation ship and es-

cape with it off the map in direction E/F.
Time Limit: The scenario continues until either the

Kzintis or Lyrans leave the map with the Federation ship
in tow.

Victory: The player who fulfills his victory condition
wins the scenario. The player who does not achieve their
objective, loses the scenario.

(8CM108d) Special Rules
1. Rules of Engagement: No ship may fire on the

other side until the Federation ship has been completely
towed from the asteroid field by one side or the other.
No ship may ever fire on the Federation ship.

2. Federation ship: The Federation ship is an old
light cruiser (CL), and all weapons and other systems
have failed with only enough power for life support and
shields. Crew casualties are too high for repairs to be
enacted during the time of the scenario.

3. Asteroids: There are eight asteroids large enough
to hold the Federation ship. If using the asteroid map
panels, each player will select four asteroid hexes to be
scanned by either side. Each asteroid must be scanned
by labs until at least 35 points of data is gathered. Once
that is accomplished, that player can roll three dice in a
row, and the first player to come up with a total of 11 or
more has found the ship. If there is a dispute over who
found the ship first, simply roll a die and the highest num-
ber goes first. That player may then tractor the ship and
tow it off the asteroid. If all eight hexes are scanned and
no one reaches 11 on the die rolls, the hex with the high-
est total on the dice rolls is the hex with the Federation
ship. The first ship(s) to escape off the same side they
came from, with the Federation ship, wins the scenario.

(8CM108e) FORCE DYNAMICS
The scenario can be played again under different

conditions by making one or more of the following
changes:

1. Alternative Ships: Replace the Lyran DWV or
Kzinti ships with equivalent ships with a total point value
no greater than the original force.

2. Balance: The balance of the scenario could be
adjusted by replacing any ship with the next larger or
smaller size, or by adding a small ship to one side.

(8CM108f) DESIGNER’S NOTES
This scenario was written new for Federation Com-

mander and the Mobile Carrier Project by Art Trotman.



Communique #122; Copyright © 2016 Amarillo Design Bureau, Inc.

DISR-FX

PH-1-FX

BRDG

IMP

SHUTTLE

R WARP

C HULL

PH-1PH-1

REAC

EMER

TRANDRN

LS RS

VALENTIAN
LIGHT CRUISER
FLEET SCALE

PROBES

DRONE RACK Z

DRONES

MARINES

FRAME DAMAGE

POWER
TRACK

#3

#2

#5

#6

1

2

FEDERATION COMMANDER: COMMUNIQUE #122
FLEET SCALE SHIP CARD #C122
Copyright © 2016 Amarillo Design Bureau, Inc.

C122

BTTY

LAB

SHIELD #1

A

B

3 4

1

17

16

15

14

13

12

11

10

9

8

7

6

5

4

3

2

1

0

1212

12

1212

15

VSS
Name

1 2

WEAPONS USED

3 4 Z

3

2

360°
PH-3

TRAC

COUNTER    CL

POINT VALUE: 65

DAMAGE CONTROL: 2

3

4

6

L WARP

3

6

C HULL

AUX

Z

3

4

A B

C HULL

TURN MODE C
MOVE COST 3/8

BASE SPEED 8
TURN MODE 2
SPEED COST 3

BASE SPEED 16
TURN MODE 3
SPEED COST 6

BASE SPEED 24
TURN MODE 5
SPEED COST 9

ACCELERATION
COST 3/8

DECELERATION
COST 3/8

HIGH ENERGY
TURN COST
1+7/8

EVASIVE
MANEUVER
COST 2+1/4

FRACTIONAL POWER
0      1/8      1/4      3/8      1/2      5/8      3/4      7/8



Communique #122; Copyright © 2016 Amarillo Design Bureau, Inc.

DISR-FX

PH-1-FX

BRDG

IMP

SHUTTLE

R WARP

C HULL

PH-1PH-1

REAC

EMER

TRANDRN

LS RS

VALENTIAN
LIGHT CRUISER
SQUADRON SCALE

PROBES

DRONE RACK Z

DRONES

MARINES

FRAME DAMAGE

POWER
TRACK

#3

#2

#5

#6

1

2

TURN MODE C
MOVE COST 3/4

BASE SPEED 8
TURN MODE 2
SPEED COST 6

BASE SPEED 16
TURN MODE 3
SPEED COST 12

BASE SPEED 24
TURN MODE 5
SPEED COST 18

ACCELERATION
COST 3/4

DECELERATION
COST 3/4

HIGH ENERGY
TURN COST
3+3/4

EVASIVE
MANEUVER
COST 4+1/2

FEDERATION COMMANDER: COMMUNIQUE #122
SQUADRON SCALE SHIP CARD #C122
Copyright © 2016 Amarillo Design Bureau, Inc.

C122

BTTY

LAB

TRAC

PRB

SHIELD #4

SHIELD #1

A

B C D

5

6

7

8

1 2

+30

+20

+10

9

8

7

6

5

4

3

2

1

0

2424

24

2424

30

VSS
Name

1

6

2

7

WEAPONS USED

3

85

4

Z

4

Power when
undamaged:

32 + 2.

43

RS
PH-3

LS
PH-3

TRAC

FRACTIONAL POWER
0       1/4       1/2       3/4

COUNTER    CL

POINT VALUE: 125

DAMAGE CONTROL: 4

6

4

8

8

12

L WARP

4

8

12

C HULL

AUX

Z

3

4

A B C D


