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

THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:
ROMULAN MAS-ROMULAN MAS-ROMULAN MAS-ROMULAN MAS-ROMULAN MAS-
TER STARSHIPTER STARSHIPTER STARSHIPTER STARSHIPTER STARSHIP
BOOK RELEASEDBOOK RELEASEDBOOK RELEASEDBOOK RELEASEDBOOK RELEASED

The fourth volume in the long-anticipated Master
Starship Book series is now available. It includes every
Romulan ship in Star Fleet Battles, including X-ships, Y-
ships, and R1 units that are specific to the Romulan Star
Empire. Romulans are especially challenging because
of the history of the
various great houses
insisting on a particu-
lar design, the vari-
ous stages of early
versions of what
would become the
cloaking device, and
the addition to their
fleet of converted
Klingon ships. This
book even includes
some new units that
won’t be printed until
Captain’s Log #52.

Every ship is il-
lustrated. All updates,
corrections, and errata have been added. The ships are
in order (regardless of the product they came from) with
the enhanced format listing detailed information in a con-
sistent manner. This book contains the descriptions of
the ships, but no SSDs.

Want it as a PDF? You have several choices.
Warehouse 23:

http://www.warehouse23.com/products/ADB5434
DriveThru RPG:

http://www.drivethrurpg.com/product/197434/
Wargame Vault:

http://www.wargamevault.com/product/197434/
It is also in print directly from ADB.

THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:THE BIG NEWS:
NEW SHIP CARDNEW SHIP CARDNEW SHIP CARDNEW SHIP CARDNEW SHIP CARD
PACKS FOR FCPACKS FOR FCPACKS FOR FCPACKS FOR FCPACKS FOR FC

A series of new ship card packs for Federation Com-
mander are being released.

Federation Ship Card Pack #4 includes the Medium
Cruiser, Improved Dreadnought, War Destroyer Escort,
Old Heavy Cruiser, New Scout Cruiser, and New Com-
mando Transport.

Klingon Ship Card Pack #4 includes the D6L Com-
mand Cruiser, E4C Command Corvette, E4D Light Drone
Corvette, E5 Battle Corvette, E7D Drone Cruiser, F5L
Frigate Leader, RKL Light Cruiser, and the D7D.

Klingon Ship Card Pack #5 includes the E3 Corvette,
D6K Heavy Cruiser, HF5 Heavy War Destroyer, D5G
Commando Cruiser, C9 Dreadnought, and D7Z
Battlecruiser.

Romulan Ship Card Pack #4 includes the SkyHawk-
E escort, the SkyHawk-F scout, the SkyHawk-H trans-
port, SkyHawk-L leader, SkyHawk-G commando ship,
and the SparrowHawk-L leader.

The first two packs are available already as a PDFs,
and the other two will appear shortly.
Warehouse 23:

http://www.warehouse23.com/products/ADB4828
http://www.warehouse23.com/products/ADB4829

DriveThru RPG:
http://www.drivethrurpg.com/product/194732/
http://www.drivethrurpg.com/product/1971044/

Wargame Vault:
http://www.wargamevault.com/product/194732/
http://www.wargamevault.com/product/1971044/
Each pack is also available in print directly from ADB.
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Scenario 8CM111 Assault on the Invincible.
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nario 8CM112 Dance of the Damned.
• Communique #126: Romulan SkyHawk-B Mobile

Carrier, Scenario 8CM113 Raider’s Ball.
• Communique #127: Kzinti Mobile Carrier, Sce-

nario 8CM114 Clash of the Giants.
• Communique #128: Gorn Mobile Carrier, Scenario

8CM115 Betrayal, prototype fighter rules.
• Communique #129: Paravian Mobile Carrier,

Paravian DWE, Scenario 8CM116 Race to Doomsday.
• Communique #130: Carnivon Mobile Carrier,

Carnivon DW Escort, Scenario 8CM117 First Arrest.
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. Report your 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 one of our most active
battle groups: Battlegroup Murfreesboro. They are
homeported in Murfreesboro, Tennessee with Tony L.
Thomas as their group commander. They actively
playtest A Call to Arms: Star Fleet and Federation Com-
mander; any of the other games are played and demoed
upon request. Do you live in the area? Find out how to
contact them here: http://www.starfleetgames.com/
battlegroup/battlegroup_murfreesboro.shtml

Be sure to report your activities here:
http://www.starfleetgames.com/battlegroup/report.shtml

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
Be sure to read Hailing Frequencies to catch up on any
demos and conventions near you.
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NEWS FLASHES:NEWS FLASHES:NEWS FLASHES:NEWS FLASHES:NEWS FLASHES:
THE  SFB PLATINUM TOURNAMENT
       The sixth annual Star Fleet Battles Platinum Hat
tournament is now underway. Five of the second-round
games have been played; one third-round game has
been played. Paul Scott is the judge for this tournament;
Steven Petrick is the Tournament Marshal.

THE SEARCH FOR A SHIP
We found two play aid cards in the file and sched-

uled them for this issue. We should have checked more
closely because we had already printed them in Com-
munique #51. That meant that we suddenly needed a
new ship but it was too late to do one. Fortunately, we
had just done a new Klingon ship (the D6K) for use in
the future Klingon ePack #5 and decided that since that
pack would have three new ships we could afford to give
one away in this issue. That does explain, however, why
it has an “e” number instead of a “c” number.

Funny thing, we accidentally included two ships from
Klingon Pack #3 in Klingon Pack #4 so we’re adding two
extra ships and re-uploading it.

WE CAN’T DO EVERYTHING
Someone recently tried to order Starline 2500 Fed

CAs, noticed they were not on the cart, and asked when
they would return. Normally Leanna would handle such
queries but she was out of the office that day and rather
than leave the customer waiting I looked into the matter
myself with the help of Warehouse Manager Mike Sparks.
The answer seemed interesting enough that I repeated it
here for you all to see.

We have a lot of items in the inventory, some of which
(including all of the miniatures) we get from outside ven-
dors. All of those miniatures are handled in this way.

Mike checks the inventory on any given ship when-
ever he pulls some for an order, and checks the entire
inventory every week. Once a week, he orders a restock
of anything we are low on. Normally, the restock arrives
before we sell the last of the stock, but sometimes there
is a surge of sales of one item and sometimes the casting
house takes longer to produce and ship our orders.

If any item runs out of stock, the company policy is to
deactivate it on the shopping cart because we do not take
orders for things we don’t have. (Books ship to the whole-
salers a week before mail orders ship so we have the
books in stock when we take pre-orders for them. In some
cases we might be out of a print-on-demand book but
since we can print new copies in an hour we do not de-
activated those on the cart.) This is what happened when
we sold out of 2500 Fed CAs; we deactivated it even
though we had already ordered more. As it happened,
the customer inquiry came in on the same day as the
new shipment but it took a day to quality inspect the ships
and reactivate them on the cart.
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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

(8CM118) BETRAYAL
AT OXVIND V

In 2582, after the devastation of Remus by the Fed-
eration, forces inside the Romulan government began
to approach the Federation with a peace offering. An
opening round of negotiations was to be held at Oxvind
V, near the original Neutral Zone. One ship from each
empire was to meet at the arranged time—the Federa-
tion Battlecruiser Nathan Bedford Forrest, and the
Romulan King Eagle Gloriosus.

The Klingons, fearful that the Romulans would ne-
gotiate a separate peace with the Federation, arranged
for several ships operating in Romulan space to disrupt
the negotiations and imply (to the Federation) that the
Romulans had used the overture of peace to trap and
destroy another command ship.

The naïve Federation commodore in overall com-
mand of the Forrest, desperate to prevent another di-
saster like the one at Olsen’s Reach eight years earlier,
made sure the Forrest was waiting under friendly condi-
tions, leaving it completely unprepared for the Klingon
attack force.

(8CM118a) NUMBER OF PLAYERS
Two: The Federation player and the Klingon player.

The Romulan ship is controlled by one of these players.

(8CM118b) INITIAL SETUP
Map: Set up the map with 3 panels across and 2

panels high if using small hexes (4 wide and 3 high if
using large hexes). Place a gas giant planet (5 hexes
across) in the middle of the map.

The map is a “location map”; any ship which ends
the turn more than 25 hexes from the planet has disen-
gaged and cannot return. Federation ships may only dis-
engage from the top edge of the map.

Federation: Set up BCF Forrest in any hex next to
the planet in direction A/B/F, facing direction C. The
Forrest has been caught unprepared for combat and may
not preload its photon torpedoes (4C2c), its plasma tor-
pedoes are not armed (4J2e), and it must select baseline
speed of Zero for the first turn.

Klingon: Set up the D7 Merciless and the F5 Fire
Angel in any two hexes that are 15 hexes away from the
planet in direction D, facing direction A.

Romulan: At the start of Turn #10, set up the King
Eagle Gloriosus 25 hexes from the planet in direction D.

(8CM118c) OBJECTIVE
Mission-Federation: Survive and drive off the

Klingons so you can negotiate with the Romulans.
Mission-Klingon: Destroy the Forrest to prevent the

Romulans from negotiating.
Time Limit: The scenario continues until all ships

belonging to one player have been captured or destroyed,
or have disengaged.

Victory: The Federation player wins if the Romulan
ship joins his side (see special rules) and the Forrest is
not destroyed. The Klingon player wins if the Romulan
ship joins his side or the Forrest is destroyed. Any other
result is a draw.

(8CM118d) SPECIAL RULES
1. Romulan Ship: When their ship arrived, the

Romulans were to enter into peace negotiations with the
Federation. Finding a battle in progress, the commander
weighed his options and took sides. To determine which
side the Romulan ship joins, total the modifiers below:

BCF Forrest is not destroyed: +1
D7 Merciless has been crippled: +1
D7 Merciless is destroyed: +2
F5 Fire Angel is destroyed: +1
BCF Forrest has no internal damage: +10
D7 Merciless has not been destroyed: -1
F5 Fire Angel has not been destroyed: -1
BCF Forrest has been crippled: -2
Any score of zero or higher means the Romulan ship

will be controlled by the Federation player. Otherwise
the Klingon player controls the Romulan ship.

(8CM118e) 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 BCF with a BCG
or BCJ, the D7 with a D7C, or the F5 with an F5W.

2. Kzinti Front: Replace the BCF with a Kzinti BCH
and the King Eagle with a Lyran CA.

3. Faster Scenario: To finish this scenario in a
shorter time, replace the BCF with an NCA and remove
the F5.

4. Rex Revisited (It’s A Trap!): The Romulans are
planning a trap for the Forrest. Replace the D7 and F5
with a KRC and a K5R. Remove the King Eagle. The
Romulans must destroy the Forrest, and the Forrest must
disengage.

(8CM118f) DESIGNER’S NOTES
This scenario was originally designed for Star Fleet

Battles by Gregg Dieckhaus and was published as SL143
in Captain’s Log #15 for the fiction in Captain’s Log #14.
It was converted to Federation Commander by Paul
Cordeiro.
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WHY IT TAKES A FULL DAY TO RELEASE A BOOK
When we completed the Romulan Master Starship

Book, I noted this on MY DAY and people immediately
started asking why it wasn’t on the PDF stores for sale.
Here is the answer.

When the design team types the last character of the
book (which is what I reported), fixes the last correction,
and inserts the last art, getting it on sale still takes a bit of
work. Call it “post-production” or “distribution” if you like.

First, we have to actually make the PDF. It’s a big
book, and “print to PDF” takes a few minutes. Then, we
print a copy and check it. Rarely, there are font problems
or other issues, but these are easily spotted and fixed
(requiring another round of PDF and print). There are no
end of “settings” in the PDF software, and all of these
have to be exactly right, and that never happens the first
try, even running a comprehensive checklist. So we look
at the first printing, figure out what settings are wrong, fix
them, and do the book over, killing an hour. (Remember
that various steps are done by various people, each of
whom has more to do than this. The “settings” step has to
be done by Leanna, and if she’s busy getting mail orders
shipped out, things may be delayed an hour or two.)

Mostly, there are format flow issues. What the PDF
software creates is not always what we typed or (more
importantly) where we typed it. Sometimes a paragraph
is a line shorter or longer, which means that all of our
efforts to make things break and flow properly are wasted.
Paragraphs, charts, and art often “break” in ugly spaces,
putting part of it on one page and part on another. If a
piece of art three inches high ends up 2.9 inches from the
bottom of the page, it kicks to the next column and leaves
a big white spot so we have to go back and make the art
a little smaller. Sometimes one word of a paragraph ends
up on the next page and we do various things to pull it
back onto the proper page. Sometimes a sub-heading or
the heading of a chart or table is on one page and the
chart or table is on the next. We have to force the head-
ing to go to the next page. There are ways to make that
automatic, but sometimes the automatic layout is uglier
than the manual one. When you set it for automatic (i.e.,
no matter what, you stupid computer, keep these lines
together!) sometimes you get a layout that leaves some
big empty spots. We have been known to manually break
a chart, put in a second header bar, and re-flow the entire
book. The charts need to be accessible and look good.

The problem is that every “bad break” we fix cascades
all the way to the end of the book. Pulling a line back or
pushing a heading forward changes the flow of every page
from that point on. So every time we change one thing,
we have to go back and re-PDF and re-print the entire
book and go to the point of the fix and start checking all
over again. When things are really intense we just print a
few pages at a time so that we don’t waste so much pa-
per. The Romulan Master Starship Book was 178 pages
long, so imagine that we print a copy, find and fix a prob-

lem on page 22, then have to reprint the book before we
can check page 23. That looks good, but moving on we
find a problem on page 32 and have to do the book over
again from that point. In a book of this size, it’s not un-
usual to “go do everything over” 10 or 12 times, each time
taking up to an hour.

Sooner or later, we have pounded all the way through
the book and have a clean PDF. Somewhere along the
line, Simone created the color cover, walked it around the
building to get everyone’s approval, and provided it in PDF
format. (She also does small jpgs for the cart.) This al-
lows us to do the minor step of inserting the cover (a sepa-
rate PDF) into the stack. If we don’t miss any obscure
settings, this just takes a few minutes.

Then we have to upload the book to Warehouse 23,
Wargame Vault, and DriveThru RPG. Assuming nothing
goes wrong, this can easily take an hour or two, not just
for upload time, but to click all of the right boxes their
software requires (which is not automatic). In the case of
the Romulan MSSB, the upload to one store failed three
times for unknown reasons, meaning it took hours to do
what everyone assumes takes only a few seconds.

Once the book is uploaded, each store has to release
it. This depends on how busy they are and how many
people are on duty. This should take minutes but can take
a day, and on a holiday weekend or if someone is out sick
or if a lot of companies are uploading a lot of books that
day, it can take until the next business day.

Jean wrote the press release (from the product de-
scription) earlier and walked it around the building to get
everyone’s approval. Once the press release is approved,
Jean checks to see if the book was released. (She can
only do the press release once, and we have to have an
actual link to every store, which means the press release
waits for every store to release it.) In theory on a holiday
weekend it might be on one store for a day or two before
all of the stores have released it and we can do the press
release. Once all of that happens, Jean goes to a dozen
websites and posts the press release about the new prod-
uct. Every one of these sites has its own (different) rules
about what can be said, by whom, how often, and in what
sections of their site. It can easily take Jean an entire day
to jump through all of these hoops, cross all of these “T’s”
and dot all of these “I’s” to make sure everyone knows
that the book is out. This includes the email that one store
sends to everyone who bought a similar product.

And of course, once that happens, we start getting
feedback. People notice things that they don’t understand,
or minor typos, questions, clarifications, and whatever.
Nobody ever released a perfect book, but in the miracle
age of PDFs, we can fix anything and everything and re-
upload it. In some cases, we have reuploaded a new book
every week for a month, in others (such as this one) we’ll
just do one final-fix re-upload when we’re ready to start
selling hard copy books. Just remember that the re-up-
load also goes through every one of the above steps.


