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* This rulebook.
¢ Four copies of Countersheet M, which was originally
used in Marine Assault. Indeed, these counters in In Combined Operations, several new “special’” symbols
Combined Operations will say “Marine Assault” for are used on some of the counters.
many years as we use up existing inventory.

¢ One copy each of countersheets H, K, and L (originally B = A single ship qualified to be a carrier escort.
from Special Operations). A = This indicates an extra “half” of a fighter factor.
* One copy of countersheet T+U, a new sheet of special This is ignored unless two ships with this symbol
play-aid counters created for Combined Operations. are in the same Battle Force, in which case the
* Maps for Sectors A and D, which are printed on covers two “half” factors add up to one “whole” factor.
for the two original products. This is used on some Klingon carrier pods and
* Four new Fleet Charts with Set Up charts for one of the on Romulan WHs.

new scenarios on the back of each chart.

(107.2) NEW FLEET CHARTS

C = Indicates that the ship is equipped with a cloaking
- S
Four new Fleet Charts are provided: A
G

device. This is used for Orion ships.
= Ship is subject to shock (311.2).

. e . = Indicates that the ship has a Stasis Field
#1: Six Federation (Battle Fleet, Carrier Fleet One, Generator (312.0).

Expeditionary Fleet, Reserve Fleet, Task Force Indicates that the ship has a ground combat force

Kosnett, Task Force Stocker), Alliance Fleet One, on board (521.21).

Alliance Fleet Two.
#2: Four Kzinti (Olympus Fleet, Titan Fleet, Expeditionary (107.5) COUNTERS

Fleet, Constable’s Fieet), Four Gorn (5th Fleet, 7th Five “EW Status” counters are provided on Sheet H,
Fleet, Expeditionary Fleet, Vengeance Fieet) designated +2, +1, 0, -1, and -2. These can be used to record
#3: Six Klingon (Northwest, Northeast, Southwest, the current status of EW (313.0) in a given battle.
Southeast, Imperial Reserve, Blue Fleet), two Alternatively, several EW counters are provided on Sheet
Coalition (Combined Fleet, Joint Fleet) T+U. These can be used to mark scouts (particularly as some
#4: Four Romulan (Fleet of Rolandus, Fleet of Tiercellus, of them have several options for EW strength).
Tholian Border Squadron, Fleet of The East), Four Markers are provided for the special Federation fighter
Lyran (Golden Fang, Bloody Claw, Night Roar, Dark squadrons, HDW and Tug missions, cloaked movement
Storm) stacks, SIDs steps, marine battalion coins, out of supply, PF

These charts are used in the same manner as those in the coins, battle hexes, and other self-explanatory uses.
basic F&E game, although of course they have two races per
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Counters are provided for police ships, FRDs with fighter
modules, Plantary ground bases, fighter modules, that wierd
Hydran supply tug, heavy fighters, and other things.

(107.6) SET UP CHARTS

Federation & Empire is a HUGE game, and simply
setting it up can take hours. The charts provided for the
scenarios will make light work of that chore by eliminating the
major problem (having to look up the ships you need one at a
time in the rulebook) and by reversing the process. Instead of
noting the need for three CWs in the rulebook and sorting
through counters until you find them, simply pick up any
counter at random and scan across the set-up charts until you
find a place to put it. Then pick up another. You will find (as
our playtesters did) that it takes far less time to find the letters
“CW” on the chart than it did to find a CW counter in the box.
If you don’t see a place for a particular counter, put it aside for
the moment, and look at it again when you have done all of
the other counters. When all of the boxes are full, the
scenario is set up and ready to play!

Combined Operations includes one set of such charts for
one of the two sector scenarios provided. These are printed
on the back of the new Fleet Charts.

Note that while most boxes are separate, many are
grouped in adjoining sets of three. You can fill these with
three single-ship counters, or you can place one three-ship
counter in the center box. We recommend that you turn such
a “triple” counter at a 45° angle so that you'll know that the
other two boxes are already “filled.” Don't hesitate to put
single-ship counters in the three boxes, but if you come upon
a “triple,” you might want to exchange it and use the singles
elsewhere.

(107.7) NOTE ON BALANCE

The rules in Combined Operations are designed to be
used as a set to maintain game balance. If you wish to delete
or ignore some rules to simplify the game, you will need to
adjust the game to maintain balance. The simplest way is to
delete rules of equal effect on both sides.

The Klingon 77th and Kzinti 23rd Flotillas are equivalent
in their effect on game balance.

The use of auxiliary carriers and SFGs are, roughly,
balanced with each other in their effect on the outcome.

The pod and LTT rules are, effectively, neutral.
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(300.0) COMBAT

Combined Operations introduces several combat rules.

(311.0) ADVANCED COMBAT RULES

(311.1) ADVANCED COMBAT TABLE

In order to more accurately portray the results of combat,
and to provide for meaningful results of a die roll or Battle
Intensity shift, players can use the Advanced Combat
Coefficient Table. The Advanced Table should either be used
in every battle or in none of them. Do not go back and forth
between tables during the course of a game. The decision to
use or not use this chart is dependent on the mutual
agreement of the players (but it is highly recommended).

DIE 1 2 3 4 5 6
BIR=0] 10% [12.5% | 15% |17.5% | 20% [22.5%
2 15% [17.5% | 20% |22.5% | 25% |27.5%
4 20% |22.5% | 25% [27.5% | 30% |32.5%
° o, o 0o o,
30% 35%

6 25%

10 35%

37.5% | 40% |42.5% | 45% | 50%

(311.2) SHOCK FOR NON-MAULERS

Certain counters have an “S” in the special functions
position on the counter. These reflect ships subject to “shock”
damage, literally having their hulls and systems shaken apart
by the physical shock of firing too many weapons at any one
time. Note that maulers are subject to their own version of the
shock rules (308.42) and are not covered under these rules.

(311.21) BASIC SHOCK RULE: Whenever a ship subject to
shock uses its full attack rating, the owner must roll two dice
(at the end of the battle round) to see if it has suffered from
shock damage. A result of 12 means that the ship is crippled.
A resuft of 11 or less indicates no damage. Unless otherwise
noted in the rules, if the ship uses a lower attack rating
provided in the Ship Information Table, it will not be subject to
shock. Ships crippled voluntarily or by Directed Damage do
not roll for shock.

(311.22) SHIPS SUBJECT TO SHOCK: Those ships subject
to shock, and the lower attack ratings which will avoid that
effect, are listed in the Ship Information Table.

(311.3) EXPANDED COMBAT ROUND SEQUENCE

The addition of many new rules and procedures in this
product has resulted in the addition of several new steps in
the Combat Procedure. The original (302.0) procedure is
summarized here, with the new steps noted:

(302.1) STEP 1: WITHDRAWAL BEFORE COMBAT
1A: Detender announces if he will withdraw.
1B: Attacker announces if he will oppose withdrawal. The
defender's cloaked ships can try to evade (306.1).
(302.2) STEP 2: ACTION WITH BASES
2A: APPROACH BATTLE: Attacker offers approach
battle (mandatory on first round); Defender accepts

or rejects; Battle (if any) is fought. See (306.3) if
Attacker is using cloaked ships.
2B: BASE BATTLE: If battle is to be fought at the base,
conduct it there.
(302.3) STEP 3: BATTLE FORCE DETERMINATION
3A: Organization of Available Forces.
3B: Flagship Selection and Command Rating
Determination. Use command points to increase
command limits (announce in 3D).
3C: Selection of units to be in Battle Force, including
drone bombardment ships. This selection is
announced simultaneously in 3D.
3D: Battle Force Deployed. Designate unit receiving
Formation Bonus (308.7) and Scout Bonus (308.53).
Reveal use of Command Points and Drone
Bombardment. All done simultaneously.
(302.3X) STEP 3X: BATTLE INTENSITY
3X1: Each player selects a Battle Intensity Rating
(304.1).
3X2: Offensive use of Cloaks (306.2) is resolved.
3X3: Intensity may be modified by (304.3) if that rule is in
use.
(302.4) STEP 4: DAMAGE DETERMINATION
4A1: Assign SWAC missions (518.4).
4A2:; Secretly make choices for TEW ships, SBs, and
BATS, and reveal these simultaneously. Calculate
the EW shift [(313.21) or (308.51)).
4A3: SFGs attempt to freeze enemy units (312.23) or
friendly units (312.28). If a unit producing EW points
is frozen, the EW shift is recalculated.
4A4: Shock ships (other than maulers) announce factors
they will use (311.2).
4A5: Calculation of Combat Potential. Note possible
effect of SWACs on drone bombardment.
4B: Roll die to determine Damage Coefficient.
4C: Determine Combat Damage Result based on BIR,
die roll, and any shifts (e.g., EW, Wild SWAC).
4D: Adjustment for Minus points (308.2).
4E: Roll for SWAC survival (518.33).
4F: Determine if Attacker did sufficient damage in an
Approach Battle to proceed to base (308.3).
(302.5) STEP 5: DIRECTED DAMAGE
5A: Attacker may select one Defender unit for Directed
Damage and resolve this.
5B: Defender may select one Attacker unit for Directed
Damage and resolve this.
Exceptions to one-target limit: Pursuing player (307.4);
Stasis Field Generators (312.212).
5C: Plus points are added (308.2).
(302.6) STEP 6: DAMAGE ALLOCATION
6A: Resolve general (non-directed) damage.
6G: Conduct Ground Assaults.
6S: Resolve shock for maulers (308.41) and non-maulers
(311.21).
6X: Resolve Captured Ships.
(302.7) STEP 7: RETREAT
7A: Determine who will retreat (either or both may).
7B: Analyze available retreat paths.
7C: Conduct retreat in accordance with the rules.
(302.8) STEP 8: PURSUIT
8A: Determine pursuit Battle Force (307.2).
8B: Set up retreating Battle Force (307.3).
8C: Conduct pursuit battle (effectively repeating Steps 3X

through 6).
(311.4) USE OF CALCULATORS

Some playing groups use calculators to resolve the
calculations of (302.4) and round fractions to one or two
decimal places when doing intermediate calculations such as
those required by (518.43). This is allowed if all players freely
and mutually consent without duress or pressure.
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(312.0) STASIS FIELD GENERATORS

The Klingons (and only the Klingons) can build ships
equipped with stasis field generators, known as SFG units.
SFGs, as is well known to players of Star Fleet Battles, can
stop time in localized areas, effectively (if temporarily)
“freezing” enemy (or friendly) units. This can protect friendly
units and allow Klingon ships to get into firing position on
enemy units.

312.1) PRODUCTION

Ships and starbases can be equipped with SFGs.

(312.11) SHIPS: One SFG is completed in the Spring turn of
each year starting in Y169. (The one D7A “at start” was the
prototype.} This SFG can be installed in a ship (or base, see
below) as a “conversion” on that turn or any subsequent turn.
This costs 3 EPs and can be done at any starbase. This can
be done during construction, but is done as a conversion-
during-construction and is not a substitution. See (312.3) for
the available conversions.

(312.111) There is no provision to remove an SFG from a unit
for use by another unit once it is installed, except (312.47).
SFGs can be installed on overbuilt ships.

(312.112) No more than two SFG conversions (including
bases) can be completed in any given turn, even using saved
SFGs (312.13). Installing two SFGs on one B10 (or B8) or SB
counts as two conversions.

(312.12) STARBASES: Instead of fitting a ship with an SFG,
the Klingons can refit a starbase to use an SFG. Each SFG
installed requires a tug or one LTT (the installation is treated
as a base upgrade) and the payment of 3 EPs. [if the tug is
destroyed while installing the SFG, the SFG and the 3 EPs
are lost. If the tug retreats out of the hex, it takes the SFG
with it, but the 3 EPs are lost.] SFG conversions are under the
limits of (312.112); the SFG is “produced” at the time that the
tug/LTT is assigned the mission. A starbase with an SFG
installed is treated, for these rules, as an “SFG unit” even
though it is not a “ship” for other purposes, and certain
exceptions are noted in (312.26). (BATS cannot have SFGs.)
(312.121) The offensive combat potential, defensive combat
potential, and EW factors of a starbase using an SFG are
NOT reduced. The penalties of (312.24) do not apply to
starbases.

(312.122) If the Attacker's battle intensity is less than 4, the
SFG on the starbase cannot be used offensively. If there are
no mobile defending units, and the Attacker picks both num-
bers (304.4), the SFG can be used if the combined total is 5
or more. Involuntary reduction of intensity by (304.3) does not
prevent SFG use; involuntary increases by (304.3) might
allow SFG use (if the attacker picks both numbers and the
total reaches 5). See (312.262) for battle intensity
requirements for non-base use of SFGs.

(312.123) In an approach battle (302.22) (which is fought at a
distance from the base), the base cannot use its SFG.
(312.124) A starbase can have one or two SFGs. They can
be installed at the same or different times. Each functions
independently of the other. Players will have to keep careful
records on the Base Status Form of their folio of which
starbases have one or two SFGs installed.

(312.125) If there are four SIDS (308.82) scored on an SB, it
cannot use its SFG. If the SB has two SFGs, one becomes
non-functional after four SIDS and the other after 8. When the
SIDS are repaired, SFG function is restored.

(312.126) An SBA cannot freeze an SAF targeted on PDUs.

(312.13) UNUSED SFGs can be saved and installed on later
turns (even on a Fall turn), but no more than two SFG

conversions can be completed in any given turn (312.11).
Ships produced from recovered booms (312.47) count under
this limit.

(312.14) NO USE BY NON-KLINGONS: Non-Klingons
cannot use SFGs. The Klingons cannot voluntarily sell or
transfer the technology. If an SFG unit is captured, its SFG
cannot be used and the capturing power does not acquire the
ability to.produce SFGs, but the Klingon Empire loses 10 EPs
(paid immediately, even by deficit spending) to reflect the
panic over such a loss and the wholesale execution of the
entire chain of command up to theater level for their obvious
incompetence. (No one receives the 10 EPs; they simply
vanish. If two or more SFG ships are captured, the Klingons
lose 10 EPs for each.} A captured SFG ship is treated by the
capturing player as a standard ship of that hull type. The
capturing player might even sell the ship back to the Klingons.
(312.141) Non-Historical Option: Players may, if all (including
the Klingon player) agree, assume that production of SFGs is
possible after capturing a Klingon SFG unit or after the
Klingons transfer the technology. (Such transfer requires
delivery of one “SFG conversion kit” by a tug or LTT using the
rules for delivering EPs; the tug cannot deliver anything else
simultaneously, and this reduces the number of “kits”
available to the Klingons.) Races which have acquired the
technology (and paid 5 EPs to analyze it) can produce SFGs
at the Klingon rate and mount them on heavy cruisers
(reducing the Attack Factor by 2) or starbases (no change in
attack factor). Historically, no race except the Klingons was
able to produce or use SFGs, even with captured examples.

NOTE: The rules are written with the assumption that
only the Klingon player will have SFGs. If this non-historical
option is used, many uses of the term “Klingon player” will
have to be interpreted as “SFG-using player” for the rules to
function.

(312.20) SEQUENCE OF PLAY: The use of SFGs is con-
ducted in Step 4A3 in the Combat Round Sequence. In most
cases there is only one SFG unit involved, and the procedure
is rather simple. In cases where more than one SFG unit is
involved, there are additional functions to be performed. A
ship out of supply can still use its SFG normally.

(312.201) SUB-STEP #1: Having already included an SFG
unit in the Battle Force and having determined that the Battle
Intensity [(312.122) for bases, (312.262) for ships] meets the
requirements to use the SFG, the owning player of each SFG
unit announces how many targets it will attempt to freeze and
the identity of these targets. (If there are SFG units on
opposing sides, this announcement is recorded secretly and
in writing and the written records are revealed
simuitaneously.)

(312.202) SUB-STEP #2: Roll for each target ship under
(312.231), with ships frozen treated as per (312.21).

If there are SFG-armed units on both sides, any attempts
by two SFG-armed units to freeze each other (312.29) are
resolved first.

If there are any attempts to freeze friendly units, these
are then resolved.

The remaining attempts are then resolved one at a time
in any order selected by the attempting player. [If the result is
a randomly-selected ship, the procedure in (312.232) is
resolved immediately.] If there are SFG units on both sides,
each player then alternates (Attacker first) resolving one of
the remaining attempts. If only one player has SFGs (or
unresolved attempts), then these are resolved sequentially. If
a given target is frozen by more than one SFG [or, through
(312.231), by more than one attempt by the same unit], the
subsequent successes are ignored, although the SFG unit
remains under the penalties for having made the attempt. If
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the designated target of a subsequent (as yet unresolved)
attempt is frozen by an earlier attempt, the subsequent
attempt must be resolved normally, with a -1 die roll modifier
for (321.222); only if this results in a random or enemy
selection will a different ship be targeted.

(312.21) FREEZING ENEMY SHIPS: Each uncrippled SFG
unit in a Battle Force can attempt to “freeze” one (or more)
ship(s) [or other suitable targets] in the enemy Battle Force
during each Combat Round. The target is selected, and the
procedures of (312.23) are resolved in Step 4A3 of the
Combat Procedure (311.3).
(312.211) The frozen ship cannot be counted in the combat
potential of the owning force, but is counted for command
rating purposes (as the Battle Force will already have been
selected at that point). If the flagship is frozen, there is no
effect on command limits. If a unit with special abilities (e.g., a
mauler) is frozen, those abilities cannot be used during the
current Combat Round. For example, if a scout is frozen, its
EW rating is used in Step 4A2, but the EW situation must be
recalculated if the ship is frozen (as the EW would not
function then). If a mauler is frozen, its ability to use Directed
Damage more efficiently is lost. Functions which take place
after the Combat Phase but which require a unit to survive the
Combat Phase (e.g., a tug performing a base upgrade) are
not affected if the unit in question is frozen during one or more
Combat Rounds.
(312.212) The frozen ship can be attacked by Directed
Damage at full effect (rather than half effect) and loses all
other Directed Damage benefits (such as being a carrier
escort). All frozen ships can be attacked by Directed Damage;
these collective attacks count as the one allowed attack by
that method per round. The owner can give up a frozen ship
to resolve damage; this might reflect abandoning the ship
during a tactical retreat. See (312.41) for mauler effects.

EXAMPLE: A Kiingon B10A freezes a Federation CC
and CA. The Klingon player then uses the 28 points of
damage he scored as follows: 14 to destroy the CC with
Directed Damage and 12 to destroy the CA with Directed
Damage, leaving the Federation player to resolve the 2
remaining points.
(312.213) Note that as “rounds” in F&E can be days or weeks
apart, there is no connection between SFG use during one
round and subsequent use in a later round.
(312.214) An SFG unit cannot freeze a base, convoy, planet,
or PDU. Other units (to be added to the game later) may be
designated in their rules as being immune to stasis attacks.
See (312.218) for several special cases. A tug or LTT setting
up or upgrading a base could be frozen but the base could
not. Construction would proceed unless the Tug or LTT was
destroyed, captured, or retreated.
(312.215) An SFG unit cannot freeze a unit protected by the
formation bonus, a free scout, or a unit (such as a carrier or
drone ship) which is not actually in the Battle Force but is
contributing to it in some way. See (312.27) when trying to
freeze a member of a group.
(312.216) The fighters and/or PFs of the frozen ship operate
normally. After the battle round, fighters can transfer to a
carrier which was frozen during that battle round.
(312.217) Individual fighter factors and PFs (not “ship
equivalents”) can be frozen as “ships.” Drone bombardment
points cannot be frozen.
(312.218) Special cases (some are in future products):

Military convoys and Swarms are treated as convoys.

Special Attack Forces are treated as unbreakable groups
(312.272) of three ships. While they contain many more,
freezing three will disrupt their formation. They cannot be
protected by defensive freezing.

Monitors, Auxiliaries, FRDs, and Police Ships are treated
as ships.

The Klingon 77th and Kzinti 23rd PF units are treated as
unbreakable groups (312.272) for purposes of SFGs.

See (312.4) for special interactions: Mauler, 1SC
Echelons, webs, EW, and single combat.
(312.219) In the event that the die roll in (305.1) indicates a
ship has been captured, any ships which were frozen and
then destroyed in the current Combat Round are assigned
two numbers for purposes of the die roll to select which ship
was captured.

(312.22) FREEZING TARGETS: An SFG unit can attempt to
freeze one, two, or three ships (or other eligible units) in a
single Combat Round. A ship with two SFGs can make up to
six attempts. All attempts must be declared before any are
executed.

(312.221) Consult the chart and find the section of the chart
for the ship mounting the SFGs. Note that the smaller SFG
ships have a lower chance of freezing muiltiple targets.
(312.222) Roll each attempt on its own line, e.g., a D7A
making three attempts would roli the first on D7A-1 (where 1-
2 would freeze the intended target), its second on D7A-2, and
its third on D7A-3 (where a “6” is a “Total Disaster!”). A B10A
making its sixth attempt in a given combat round would use
the B10A-6 line (where a “6” is a “Total Disaster!”).

STASIS SUCCESS TABLE

Ship | Target |Random | Defender [Nothing]| Total
Type |Frozen| Frozen | Selects | Frozen | Disaster!
D5A-1 1 2-3 4-5 6 7+
D5A-2 1 2 34 5 6+
D5A-3 — 1 2-3 4 5+
D7A-1 1-2 3-4 5 6 7+
D7A-2 1 2-3 4-5 6 7+
D7A-3 1 2-3 4 5 6+
C7A-1 1-2 3-4 5 6 7+
C7A-2 1-2 3 4-5 6 7+
C7A-3 1 2-3 4 5 6+
C5A-1

C9A-1 1-3 4 5 6 7+
C10A-1

C5A-2

C9A-2 1-2 3-4 5 6 7+
C10A-2

C5A-3

C9A-3 1 2-3 4 5-6 7+
C10A-3
B10A-1

BBA-1 1-3 4-5 6 7 8+
B10A-2

BBA-2 1-3 4 5 6 7+
B10A-3

B8A-3 1-2 3-4 5 6 7+
B10A-4

B8A-4 1-2 3 4-5 6 7+
B10A-5

B8A-5 1 2-3 4-5 6 7+
B10A-6

BBA-6 1 2 34 5 6+
SBA-1 1 2-3 4-5 6+ —
SBA-2 1 2 3-4 5+ —
SBA-3 1 2 3 4+ —
SBA-4 — 1-2 3 4+ —
SBA-5 — 1 2-3 4+ —
SBA-6 — 1 2 3+ —

(312.223) In the event of a “Total Disaster!”, the following
effects are imposed on the SFG ship: no ships are frozen by
that SFG ship in that round (even if previous die rolls said
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otherwise) and the SFG ship has an attack factor of zero for
that combat round.

(312.224) No more than one attempt can be made on each
target by each SFG unit/starbase. However, the effects of
(312.231) could result in a target being missed by one attempt
and accidentally targeted by another; see (312.202) and
(312.29). Also, two SFG-armed units could select the same
target.

(312.23) TARGET SELECTION: it is not always possible to
achieve a position from which the desired target can be
placed in stasis.

(312.231) To reflect this, whenever a ship is designated as
the target of a stasis attack, there is a possibility (see the
chart) that some other ship, or no ship, will be frozen.
(312.232) The procedure for selecting a randomly-frozen ship
is as follows. The Klingon player (or SFG-using player)
selects three enemy ships (or other eligible targets),
designating them #1, #2, and #3; the enemy player
designates three of his own ships #4, #5, and #6. Roll one die
after the ships are designated, and the result determines
which ship is frozen. See the following rules for additional
conditions.

(312.233) The Defender cannot select (312.232) the same
targets as the Attacker unless all valid targets have been
given a number. If there are fewer than six eligible ships,
there may be some overlap in the lists created by the two
players. If there are fewer than three, some ships must be
given more than one number, but every valid target must
have a number (or more than one). The Defender cannot
select fighter factors or PFs (312.216). Neither player can
select the original target of that attempt or a ship already
frozen by another attempt.

(312.234) Neither player may (as part of this random system)
select (312.232) an unbreakable group (312.272). If the
unbreakable group is the only eligible target, there is no die
roll and the attempt fails. Carrier groups are not unbreakable
(see Carrier War).

(312.235) The Attacker may select (312.232) only one ship
from a carrier group (312.271). The Defender may select only
one ship from a carrier group. Note that because of (312.233),
if the Attacker selects the smallest unfrozen escort (the only
ship from the carrier group he can select), the Defender can
only select the next smallest escort (or the carrier itself if there
are no more escorts). if the attacker did not select a ship from
the carrier group for the random selection pool, the Defender
could only select the smaliest escort.

(312.236) Individual fighter factors and PFs are not con-
sidered targets for purposes of (312.232) unless the Attacker
selects them. Exception: SWACs on a mission may be as-
signed a number by the Defender (312.46).

(312.237) The SFG could target the “ieader’ unit created by
(303.5). The owner must designate which ship is the leader.

(312.24) VULNERABILITY OF SFG UNITS: In any Combat
Round in which the SFG unit uses its generator (even if no
ship was frozen), the SFG unit can be attacked by Directed
Damage at full effect (rather than the normal 2-to—1 ratio) to
cripple and/or kill the unit; this does not count against the limit
of one Directed-Damage attack (302.51). This is in addition to
any penalties under (312.223). This penality does not apply to
a starbase (312.121). Maulers cannot use their special
abilities against an SFG ship that used its SFG that round.

EXAMPLE: A D7A has a defense factor of 8. It requires
16 damage points to cripple with Directed Damage if it does
not use the SFG, 8 damage points to cripple if it does.

(312.25) LIMIT ON SFG UNITS USED: No more than two
SFG-equipped units can use their SFGs in any Battle Force
and Combat Round. Note that B10As and starbases can carry

two SFGs, so it is possible to have an absolute maximum of
four SFGs on one side of a given battle.

(312.26) RESTRICTIONS ON SFG UNITS: An SFG unit is
not required to use its SFG, in which case it would be treated
as a normal unit.

(312.261) An SFG unit cannot use its SFG unless there are
two other ships in the Battle Force (not counting any ships
using SFGs or maulers). If two SFG units are using their
SFGs, there must be four other ships in the Battle Force (not
counting any ships using SFGs or maulers). These
“accompanying” ships do not lose any of their combat factors
or abilities. The same ships cannot “accompany” both a
mauler (308.43) and an SFG unit. Ships which are part of
groups can “accompany” either maulers or SFG-ships.

Ships which “escort” a Ground Combat Ship cannot also
“accompany” mauler or SFG ships. Ship equivalents of
fighters (501.9) and PFs (502.48) can replace a ship. Crippled
ships count as half of a ship for this purpose.

SFG SBs do not require accompanying ships.

(312.262) An SFG unit cannot use its SFG unless the Battle
Force it is part of selected a Battle Intensity of at least 3.
Involuntary reduction of intensity by (304.3) does not prevent
SFG use; involuntary increases by (304.3) might allow SFG
use (by increasing intensity). (If the variable die roll produces
a plus-modifier to BIR, the SFG player gets the benefit of it.) If
the SFG user is in a position to select both BIRs (304.4), both
must be 3 or 4. (Involuntary increases that push the total to
six or beyond allow SFG use. These count only once even
though the player is selecting both BIRs.) If the enemy is
selecting both BIRs, this restriction is ignored. Starbases are
under separate restrictions (312.122) from “ships” equipped
with SFGs.

(312.263) An SFG unit cannot use its SFG if it is crippled or
using the formation bonus. Starbases see (312.125).
(312.264) SFGs cannot be used by the pursuing force in
pursuit battles except when pursing “slow” units (302.742). If
used by the pursued force, the SFG unit (and all friendly
frozen ships) will be automatically destroyed at the end of the
Combat Round (if not already destroyed in it) if any uncrippled
pursuing ship survives the Combat Round. [The SFG ship
could be given up to resolve damage, or targeted by Directed
Damage. As it is destroyed, it would be subject to a capture
attempt.] SFGs cannot be used by either force in a fighting
retreat (302.77).

(312.265) If an SFG unit is part of a “group” (e.g., B10V), it
can be attacked as an individual ship when using the SFG,
and the full penalties of (312.24) and (312.22) apply.

(312.27) GROUPS

(312.271) When freezing ships of a carrier group, only the
smallest (in terms of current defense factor) unfrozen escort
can be targeted (312.23) or selected by the attacker for
random targeting. The defender can only select the smallest
unselected ship. Unfrozen ships of a carrier group with frozen
escorts cannot be targeted by Directed Damage in addition to
the frozen ships because of the limits on the number of
attacks and which escort can be attacked. (Any ship of a
friendly carrier group can be defensively frozen, but the
resulting group is treated as above, i.e., as if the ship was not
part of the group.)

(312.272) When freezing ships of an “unbreakable” group
(e.g., a Tholian CPC group), the entire group must be frozen,
but each as an individual ship. Note that as some
unbreakable groups consist of two or three ships, the group
will count as a like number of targets under (312.22), and no
other targets can be frozen. In this case, only one die roll is .
made under (312.231) for the entire group (using the “two
target” row), and if this attempt fails, only one other random
(312.232) target may be frozen. Remember that carrier
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groups are NOT unbreakable groups. When a future product
provides individual ship counters for these truly “unbreakable”
groups (e.g., CPC, FE), the ships can be individually frozen.
Note that a “Total Disaster!” result could yield additional
penalties and problems for the stasis ship.

(312.28) DEFENSIVE USE: An SFG unit can freeze one or
more eligible friendly units. An SFG unit using multiple
targeting (312.22) can freeze a maximum total of three units
(total friendly and enemy). All restrictions of (312.21) as to
units which can and cannot be frozen apply to the selection of
a friendly ship to be frozen. An SFG unit cannot freeze itself,
and a frozen SFG unit cannot freeze anything else.

(312.281) Defensive freezing of friendly units is always
successful; there is no die roll as per (312.231). No specific
BIR is required by the freezing player.

(312.282) The frozen friendly ship cannot be attacked at all,
by any means. its Combat Potential is not added to the Battie
Force, and all of its special abilities (EW, drone, etc.) are non-
functional for that Combat Round. If the frozen ship was a tug
or LTT performing a repair or upgrade function, this function is
not interrupted by being placed in stasis. The fighters and PFs
of a frozen unit function normally except for those on an FRD,
which do not. The frozen ship can be voluntarily crippled or
destroyed to resolve damage. A frozen special unit (scout,
commando ship, whatever) could not perform its combat
mission on the combat round it is frozen but (if it survives)
could do so on a future combat round (if not frozen then).
(312.283) The SFG unit is subject to the penalties of (312.24)
and (312.22).

(312.284) If an SFG is used to defensively freeze (and
thereby protect) the smallest escort of a carrier group, that
escort is then ignored for purposes of (312.271) attacks on
the group.

(312.29) SIMULTANEOUS USE: While there is no provision
in historical F&E for non-Klingons to acquire or use an SFG,
should such an event occur (312.141), it is possible that two
SFG units could try to freeze the same target (or each other)
simultaneously. It is also possible for two SFG units on the
same side (312.224) to try to freeze the same unit.

(312.291) If two SFG units try to freeze each other, and/or
successfully select each other under (312.23), each rolls a
die. (Roll again if there is a tie.) The SFG unit with the higher
die roll has frozen the other and is not, itself, frozen.

(312.292) If two SFG units (not part of the same alliance) try
to freeze the same target, after the effects of (312.23), use
the procedure in (312.291) to determine if the target is
“offensively” or “defensively” frozen. In either case, both SFG
units are deemed to have used an SFG and are under the
various penalties and restrictions.

(312.293) If an SFG unit is frozen, it cannot freeze any other
unit, and any units it has frozen are released. If attacked, it is
treated as a frozen non-SFG unit.

(312.3) AVAILABLE VARIANTS

(312.31) VARIANTS: There are several variants available
with SFGs in Combined Operations. They are marked with an
“A” in the special functions position on the counter. (The
installation of an SFG on a ship or base is public knowledge.)
These variants include:

B10A: Converted from B10; see (312.321).

C9A: Converted from C8.

C7A: Converted from C7.

D7A: Converted from D7.

D5A: Converted from D5.

SBs can also be equipped with SFGs.

Romulan conversions of these units cannot have SFGs.

Conversions of SFG units lose the SFG.

Crippled SFG units lose all ability to operate SFGs even
if they previously had two of them.
Additional SFG units are in Advanced Operations, including
the C5A. The B8 and C10 in AO can be converted into stasis
variants but no counter is provided.

(312.32) B10 BATTLESHIP: While the B10 was designed to
carry SFGs, these were not necessarily installed when the
ships were first completed.

(312.321) The B10A can carry one or two SFGs. To install
two SFGs at the same time, you must have saved an
uninstalled SFG kit from a previous turn. It costs 3 EPs to
install an SFG on a B10A (or B8A in Advanced Operations),
or six EPs to install two of them (but this is treated as a single
minor conversion). If one SFG is installed, the second could
be installed on a later turn (or never).

(312.322) If a B10A is built with only one SFG, players will
have to keep careful records of this so as not to confuse it
with another B10A that has two SFGs.

(312.323) The B10V and B10S, and the B8, can carry one or
two SFGs, installed in the same manner as a B10A.

312.4) INTERACTIONS

The rules for SFGs are complex, and their interactions
with other rules are more so.

(312.41) MAULER INTERACTION: Mauler and SFG effects
are cumulative, effectively allowing a mauler to score two
points of damage for each actual damage point, up to the limit
of its attack factor. [See also (312.261) for interaction of the
requirements for accompanying ships. Note that (308.44) is
still in force, limiting one mauler attack per round.]

EXAMPLE: A Klingon D5A freezes a Kzinti DN (no
formation bonus), and an MD5 is available to fire. It would
normally take 24 damage points to cripple the DN (36 to
destroy it outright), but because it has been frozen, this is
reduced to 12 (and 18 to destroy it). The availability of the 7-
point MD5 mauler, however, makes it possible to score
(effectively) 14 points from the MD5 alone (using 7 actual
points), enough to cripple the DN and (with 4 points from
other ships) destroy it outright (using only 11 total damage
points).

(312.42) ECHELON INTERACTION: Core ships of an I1SC
echeion cannot be frozen unless all non-core ships are
frozen.

(312.43) WEB INTERACTION: SFG ships not “in the web”
(512.3) cannot use their SFGs against Tholian ships
defending a webbed base or planet. In the case of an SFG
ship in the web, the Tholian player would select ships #2-#6
in (312.232). Ships in the web can be frozen, but a frozen
ship could not be pulled out of the web.

(312.44) EW INTERACTION: Combat Electronic Warfare
(313.0): The die roll shift in (313.231) is calculated. If the shift
is in favor of the Kiingons, it is ignored. If it is in favor of the
enemy, it is added to the die roll.

(312.45) SINGLE COMBAT: An SFG can be used in single
combat (310.0). In such a case, the SFG ship rolls one die. If
the result is a 1-2, the enemy ship is frozen and the die roll in
(310.1) is shifted by 2 in favor of the Kl