
STAR TREK Fleet Battle Game

 1. Sequence of Play 

Place a chit representing each squadron in a cup. Draw the chits randomly. When 
drawn, the associated squadron performs movement followed by shield adjustment 
and firing. When all chits have been drawn, repeat the process. See Section 8 for 
alternate activation sequences.

 2. Movement

 2.1. Movement Rates 

Each class of starship has a low speed and a full speed (e.g., 3/8) indicating the 
maximum number of hexes which can be moved in a movement phase at that speed. 

 2.2. Turn Radius 

Starships may turn one hexside after each hex moved forward at low speed and one 
hexside after each two hexes moved forward at full speed.  Starships which do not 
move may turn to face any hexside. 

 2.3. Stacking 

Starships may freely pass through others but may not end the movement phase 
stacked with another. 

 2.4. Squadron Organization 

Starships are organized into squadrons of 2-5.  Starships must end the movement 
phase within 2 hexes of another in the same squadron unless crippled. 

 3. Shields 

Starships have a number of shields depending on class.  These shields may be up or 
down as designated on the starship's log (e.g., 3/0 indicates 3 shields up, 1/2 indicates 
1 up and 2 down).  If moving at full speed, at most 1 shield may be up.  Shields which 
are down may be put up only if moving at low speed and only if weapons are not fired.  
Only 1 down shield may be put up in a fire/shield phase.
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 4. Weapons

 4.1. Weapon Firing 

Fire is resolved using the Weapon Firing Chart.  Class specific modifiers may apply as 
noted on the Class Data Table.  Unless specified otherwise, successful rolls cause 1 
hit.  

Designate all fire against a target in a firing phase before resolving any fire on that 
target. No more than three ships may fire on the same target.

Reduce the die roll by one for each destroyed shield on the firing starship.

Forward and rear arcs are defined by Figure 1 on page 6. 

 4.2. Weapon Hits 

Hits on a target are applied in this order: 

1.   Shields up are put down. 
2.   Shields down are destroyed. 
3.   Starship is crippled. 
4.   Starship is destroyed.

Example shield/damage log for a DN:

3/0 2/1 1/2 0/3 Fire mod
2/0 1/1 0/2    -1

1/0 0/1    -2
0/0 Crippled Destroyed    -3

Destroyed shields may not be put up thereafter. This also represents other damage, 
thus firing die rolls are reduced (Section 4.1). For example, a DN with one destroyed 
shield has a -1 firing penalty and can only have one of the following shield 
configurations: 2/0 1/1 0/2

To use the shield/damage log (for a DN in this example) the first three hits would take 
the ship from 3/0 to 0/3. The next hit would take it down a row to 0/2. Putting a shield 
up after those hits would take it left to 1/1, not back up to 0/3. The top line of the log will
never be used again, and the -1 firing penalty can never be removed.

Crippled starships may not move, turn or fire. 

Destroyed starships explode causing 1 hit to every starship in an adjacent hex. 
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 4.3. Self-Destruct 

Crippled starships may voluntarily self-destruct, exploding as in 'Destroyed' (Section
4.2).  Klingon starships do this at the discretion of the player.  Federation starships may
make one attempt and must roll 5 or 6 on a D6. Self-destruction may only occur 
immediately after the starship has been crippled. 

 5. Setup 

Unless specified by the scenario, set up secretly on opposite map sides out of weapon 
range. 

 6. Designer's Notes 

The purpose of the Star Trek Fleet Battle Game is to allow players to command large 
numbers of starships in a fast, simple game emphasizing fleet tactics.  

The Federation starship classes were based on the Star Fleet Technical Manual by 
Franz Joseph. The Klingon classes were developed from the Original Series D7 to 
provide a mix of classes with various strengths and weaknesses. 

 7. Components 

The following equipment is required: 
A hexgrid, preferably black with a star-field. 
Starship counters or miniatures, identifiable individually and by class. 
A six sided die (D6). 
A chit or marker for each squadron.
Paper and writing tools for keeping starships logs. 

 8. Alternate Activation Sequences

1. Draw squadron chits from separate cups for each side, ramdomly choosing the 
starting side.

2. If more than two chits in a row from the same side are drawn, replace that chit and 
draw again until a chit from the opposite side is drawn. 
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WEAPON FIRING CHART

Range in hexes

D6 roll to hit if: 0 to 3 4 to 6 7 to 9 10 to 12 13 to 15

DN forward arc, * 2 hits on 5-6 1-6 * 2-6 * 3-6 4-6 5-6

DN not forward arc 
CA forward arc, * 2 hits on 6
DD forward arc

2-6 * 3-6 * 4-6 5-6 6

CA not forward arc 
DD not forward arc

3-6 4-6 5-6 6

SC, Tug 4-6 5-6 6

D6 roll to hit if: 0 to 3 4 to 6 7 to 9 10 to 12 13 to 15

C9 not rear arc, * 2 hits on 5-6
C7 not rear arc, * 2 hits on 6

2-6 * 3-6 * 3-6 4-6 4-6

C9, C7 rear arc
D7 not rear arc

3-6 4-6 4-6 5-6 5-6

D7 rear arc
F5 not rear arc

4-6 4-6 5-6 5-6

F5 rear arc 4-6 5-6 6
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CLASS DATA TABLE 

Class Speed
Low/Full

Shields

Federation Dreadnought DN 3/8 3

Federation Heavy Cruiser CA 3/8 2

Federation Destroyer DD 4/8 1

Federation Scout SC 4/8 1

Federation Tug 2/8 2

Klingon Dreadnought C9 3/8 3

Klingon Light Dreadnought C7 3/8 3

Klingon Battlecruiser D7 4/8 2 Add 1 hit if hit in rear arc

Klingon Frigate F5 5/8 1 Add 1 hit if hit in rear arc
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Figure 1
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