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The First Ones

The story of the final Shadow War begins millions upon mil-
lions of years ago, at the dawn of creation. It was at this time,
when the galaxy was young, that the Universe gave birth to the
First Ones. These early races were powerful beyond the dreams
of modern life. They were, for all infents and purposes, gods: im-
mortal beings with fremendous powers. Even in the beginning the
First Ones existed in small numbers and birth rates were incred-
ibly low by our standards. As fime wore on they ceased to procre-
ate at all. The Universe, it seemed, had changed its mind: our
galaxy was not to be an eternal playground for immortals. With
the turning of millennia the newer generations and species were
born mortal, and gradually their powers diminished to those lev-
els which prevail today.

Most of the First Ones, after a thousand lifetimes spent ex-
ploring and experiencing life in this galaxy, grew weary of it. They
watched the younger races grow and die, and found they could
not relate fo them. Times had changed and this was no place for
immortals. Thus, they left, passing on beyond the galactic rim to
see what else the universe had to offer. A few, however, found
their own place among the younger races. Some were confent
with their lives and sought secluded existence within this galaxy.
Two races of the First Ones decided to take a more active role:
the Vorlons and the race we would come to know as the Shad-
OWS.

The Vorlons and Shadows took it upon themselves to become
the protectors and teachers of the younger races. They would
impart the wisdom of the ages onto these stripling sentients, guid-
ing them along the path of evolution and development. Likewise
they would presumably prevent them from making any cata-
strophic mistakes.

From the beginning there was a rivalry between the two an-
cient races. Vorlon and Shadow philosophies of “child-rearing”

turned out to be remarkably different, o fact that was apparent
from the moment their tenure as shepherds began. In fact, this
conflict of ideclogies predates the departure of the rest of the First
Ones, the two having had “disagreements” for thousands of years
previous. Some have even suggested that the Vorlons remained
only because the Shadows chose to stay (or vice versa).

The Vorlons believed that all good things come from order,
fradition, and respect. They sought to instill this philosophy in the
younger races, encouraging these tendencies at every level, from
families, fo governments, fo religions. They spread the word of
success through organization across the galaxy. Even as they did
so, their rivals the Shadows spread a diametrically opposed phi-
losophy of evolution through chaos. The Shadows felt that strength
comes from overcoming obstacles, from facing great challenges
and surviving them. The survivors would be stronger for the expe-
rience, the weak (and therefore undesirable) would perish. For
most of history the two philosophies competed, but it was nothing
more than that: a competition of ideas. Both sides had agreed
from the beginning that they would not directly interfere in the
affairs of the younger races.

Eventually, however, these rules of engagement began to break
down. The Vorlons found that the Shadow propensity for conflict
and competitive evolution was proving more popular than their
own, more staid beliefs. Since the weight of their ideas alone was
not carrying their message effectively, the Vorlons decided they
would bend the rules. Always when the Vorlons would appear be-
fore the younger races they would engender certain feelings of
awe. They decided that they would heighten this process and thus
heighten the strength of their message. They began to actively
manipulate the DNA and psychic make-up of many of the younger
races. They instilled in these races an increased sense of awe in
the presence of a Vorlon. When one of these manipulated races
now beheld a Vorlon in all its glory they would see it as a powerful
and revered figure from their own culture. The Vorlons meshed
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¢/ their appearance with the local religions and traditions of the vari-

ous races. They became gods to all who beheld them.

So subtle was the manipulation, so understated the effect,
that for a long time the Shadows had no idea that their code of
conflict had been broken. They simply assumed that the Vorlons
were doing a better job of propagating their ideas. Order began
to enforce itself on the galaxy. The Shadow-inspired wars became
less and less popular over the millennia. Then Vorlon engineering
was brought to another level. Having cast themselves in the roles
of gods, they now began to enforce genetic and psychic biases
against the Shadows themselves. They created from the Shadows
a race of devils, strengthening the popularity of their own position
in the process.

Although the Shadows eventually realized that the Vorlons were
employing powerful propaganda against them, they did not know
that the Vorlons were actually physically and psychically manipu-
lating the younger races. Nor could they understand why their
own efforts and besmirching the Vorlon image met with sa litile
success. Eventually, however, the Shadows realized that they had
all but lost the galaxy to the Vorlon way. In the face of final defeat
they took a long hard look at what had brought them to this point.

In the course of their investigation, they uncovered the Vorlon
perfidy and were naturally enraged. How could their rivals stoop
to such levels? Now that the rules had been broken, the Shadows
had no compunctions about breaking them as well. However, it
would take thousands upon thousands of years to undo the
changes wrought be the Vorlons on nearly every sentient race in
the galaxy. The Shadows would have to find a different way. They
decided that they too would become directly involved in the affairs
of the younger races, albeit in @ manner less subtle than the
Vorlons. They would no longer simply promote the idea of conflict.
They would now create conflict wherever they could.

Shadow ships came together from across the galaxy to plot
and prepare for their new scheme. On a certain planet fowards
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the galactic rim there dwelt the very first of the First Ones, a being
older and more powerful than any of the Shadows or Vorlons. The
Shadows felt that by basing their new campaign from this being’s
home they would in some way legitimize their position. The An-
cient One, for its part, ignored them entirely. On a planet that we
know as Z'ha’dum they built their first great base of operations
and began to prepare for the long dreamed-of age of conflict
they would bring to the galaxy.

The Cycle Begins

The Shadows spent a long time on Z'ha’dum, gathering their
forces and creating new weapons of war. As much as the Shad-
ows hoped and prayed for war among others, they themselves
had not had any first hand experience with warfare for a very, very
long time. However, the technology was there for them and they
created a fleet of ships more powerful than anything yet seen in
the galaxy. These would be the tools by which chaos would spread.
First, however, the way had to be made clear for the ships to be
used, and used properly. After all, random attacks without pur-
pose would only strengthen their Vorlon-inspired appearance as
demons or devils to be hated and feared.

There were still a few of the younger races who believed in the
Shadow philosophy, who had not fallen prey to Vorlon propa-
ganda. These became agents of the Shadows, races who gave
the Shadows their loyalty in return for advanced technology and
temporal power. The Shadows sent these agents out among the
Vorlon influenced worlds with the single question: “What do you
wante”

The Shadows had empowered their agents to grant whatever
someone wished for, as long as it would encourage conflict and
strife among the younger races. The agents did just that. They
found those individuals who chafed under Vorlon inspired hierar-
chies and traditions, beings who were willing o shake things up



for their own gain. The Shadow agents promised to help these key
individuals realize their dreams of conquest.

Soon wars began to break out in the region of space near
Z'ha'dum. The Vorlons at first showed little concern. Their phi-
losophy dominated the galaxy, but wars had not been completely
abolished by any means. The Vorlon paradigm simply meant that
wars were often short-lived and futile, with the organized races
joining fogether fo quickly defeat the troublemaker. This time, how-
ever, the problem did not go away. This time the troublemakers
were backed by Shadow vessels which turned any opposition fo
dust. The Shadow puppets were becoming a force to be reckoned
with.

This first great war eventually drew the enfire galaxy info the
fighting. Of course the Vorlons realized what the Shadows were
doing, but they would not at first stoop to the level of their ancient
foes. They believed that they had the moral high ground in this
conflict and they were not willing fo give it up. Nevertheless, they
did become personally involved when it came to organizing the
resistance to the Shadow fleet. The Vorlons formed a coalition of
races to fight the Shadows and even provided them with some
technology to use against the Shadow vessels. In the end it can be
sald that neither side could claim a true victory. The Shadows were
driven back and forced into hiding, while the Vorlon zeitgeist lived
on. However, the Shadows had managed fo create their great
conflict, and many races were either destroyed or changed for-
ever in the war.

This first conflict, thousands of years ago, began a cycle of
violence that would continue up until this last great Shadow War
where everything would change forever. Time and again the Shad-
ows would come to Z'ha’dum, build up their forces, and lash out
at the galaxy, sending it spinning into chaos for a brief moment—
a moment which inevitably changed the face of the galaxy for the
next thousand years. Sometimes the Shadows would win, and the
whole galaxy would plunge into chaos and strife while the Vorlons

fought to restare order. Other times the Shadows would be all but
destroyed and would go into hiding, scattering their remaining
ships in secret caches around the galaxy. Always the loser was
given a chance to recover. Always the war would come again.

The Penultimate War

The last war was a thousand years ago. It came at a time
when the conflict between the Vorlons and Shadows was pretfty
much evenly matched. Both sides had been having problems with
the war, but it seemed that finally the Vorlons were going to get the
upper hand.

The Vorlons at this time were operating through the young
Minbari race. The Minbari showed a great deal of potential, but
the Vorlons were having a hard time uniting them to properly de-
feat the Shadows. The Minbari were more than willing to fight for
their own space, but did not have the drive to push the battle all
the way to the Shadow bases. Still, the Minbari had taken well to
Vorlon manipulation and they revered the Vorlons so much that
they were beginning to come around.

The Vorlons had helped the Minbari to build a large space
station from which they could base their assaults against Shadow-
occupied territory. The station was an important supply nexus and
the only conceivable staging ground for any significant offensive
action against the Shadows. Unfortunately, before the combined
Minbari fleet could gather there, the Shadows managed to de-
stroy the station. This seemed the end of any hope of driving the
Shadows out. At best the war would end in a stalemate, the Shad-
ows holed up in their strongholds.

Then, miraculously, a new space station appeared out of no-
where. The station was none other than Babylon 4, which would,
a thousand years later, mysteriously disappear shortly after its
completion. When the Minbari boarded the deserted station they
found on board a Minbari named Valen, accompanied by two
Vorlons in all their glory. Valen and the station became the rallying
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point for a new offensive against the Shadows. Valen, backed as
he was by the Vorlons, was able to unify the Minbari into a single
cohesive fighting force. At the behest of the Vorlons, he created
the Grey Council fo bring order and stability to the Minbari people.
He also created the Rangers, a group of Minbari (and later other
races) devoted to keeping the darkness (that is, the Shadows and
their minions) at bay.

Led by Valen and the Vorlons, the Minbari and their allies
launched their assaults on the Shadow strongholds. The ensuing
war was truly one of the bloodiest and nastiest in the history of the
galaxy, but eventually the Shadows were driven to ground once
again. They were forced to abandon all of their principal bases,
including Z’ha’dum, and withdrew into hiding. Across the galaxy
they hid their remaining ships on uninhabited worlds, waiting for
the time when the galaxy could again be caught unprepared.

The Time Between

Once again the galaxy settled into a condition of relative peace
and continuity. There were still wars, but nothing that threatened
to engulf the galaxy in its entirety. The newly empowered Minbari
grew to prominence, the new caste structure created by Valen
served them well, and all internal strife within Minbari society came
to an end. A sociely that had once been plagued by civil war and
strife now became a culture where no Minbari would even con-
sider killing another of their own.

Elsewhere in space, other young races were coming out of
their infancy. The Centauri Republic reached for the stars and
sent its colonists and fleets to nearby star systems. Although the
Vorlons were not pleased with this development, they made no
move to directly inhibit the Centauri. In fact, they did not realize
that their genetic and psychic manipulation had not been suc-
cessful with the Centauri, who did not have the inborn respect
and awe others felt for the Vorlons. Their empire grew to become
one of the largest in known space (rivaled only by the Minbari).
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Still, the Centauri were no fools, and when they found that their
ships never returned from Vorlon space they decided to leave well
enough alone and turn their attention elsewhere.

It was also during this time that the Vorlons began to prepare
for the next war against the Shadows. The last battle had been foo
close for comfort, and the Vorlons did not relish the thought of
their influence being eclipsed once again. They felt that the young
races needed another weapon for use against the Shadows when
the time came. To this end, they turned once again to their ancient
tactic of genetic manipulation. They began to move about the
galaxy, and through their agents they started adding a new ge-
netic factor into the population. The Vorlons knew that the Shadow
ships were highly sensitive to disruption from telepaths. Unfortu-
nately, aside from the Vorlons themselves, there were very few
telepaths in the galaxy powerful enough to pull the frick off. Thus
the Vorlons introduced heightened telepathic abilities to many of
the races in the few hundred years that preceded the final war.
Thus, for example, on Earth we have the sudden appearance of
telepathic powers just a couple of hundred years ago (shortly fol-
lowed by the Psi Corps, an institution the Vorlons heartily approved
of at the time).

Eventually, as the Vorlons predicted, the Centauri empire
reached a critical mass and began to crumble. They began to
lose control of their outer holdings as the center became corrupt
and decadent. The old desires for conquest and excellence had
faded, replaced by complacency and apathy. Even as the Centauri
faded the humans were venturing out into space, creating their
own galactic empire. When the Centauri lost the Narn homeworld,
the Narns also stepped out info space, becoming a significant
power in their own right. The Earth-Minbari War showed that the
Minbari were no longer unbeatable (although why they lost re-
mained a mystery).

From their hiding places the Shadows noticed this turn of events
and began to take note. All but forgotten by everyone but the




Vorlons and Minbari, the Shadows began to awaken.

The Shadow vessels began to awaken from their hiding places
and make their way back to Z'ha’dum. The process began slowly,
the Shadows wanted to be careful not arouse any suspicions.
Unfortunately, one of the ships was discovered before it had awak-
ened. On Mars, archeologists came across a Shadow vessel bur-
ied deep under the Martian soil. If immediately sent out a signal
alerting the other Shadows of its fate. The human scientists, under
the direction of Psi Corps, removed part of the ship for future
study and secretly placed a homing device on the vessel. Another
Shadow ship came a few days later to rescue its frapped cousin.
The two ships departed unmolested, unaware of the tracking de-
vice, heading straight for Z'ha’dum.

In 2256 the Earth survey ship lcarus arrived on Z'ha’dum
where the Shadows were waiting for them. It was simple for the
Shadows to disable the lcarus and capture their crew. The Shad-
ows gave the humans a simple choice: serve or be forced to serve.
Many refused to serve and they were fransformed against their
will info pilots for the Shadow ships. Those who were more willing
(ond agreed with Shadow doctrine) became agents of the Shad-
ows. They revealed to the Shadows all they knew of Earth, includ-
ing the existence and purpose of the Psi Corps. The Shadows im-
mediately realized what the Vorlons had been up fo and what kind
of threat the Psi Corps represented. They took steps to remedy the
situation as quickly as possible.

Shadow agents made the trip to Earth and made contact with
the more ambitious members of the Earth Alliance government.
The Shadows found in Earth a perfect breeding ground for their
philosophy. There were those in EarthGov who were ambitious
beyond the confines of normal politics. Both the Psi Corps and a
secret cabal known as Bureau 13 were readily accepting of Shadow
influence. In exchange for Shadow technology and support, these
groups willingly allied with the Shadows. From the earliest mo-
ments of the coming war, the Shadows would have neutralized

any threat from Earth and its powertful, highly organized telepaths.
They felt that they were already well along on the road to victory.

Even as the Shadows began reaching into the depths of
EarthGov conspiracies, the Vorlons and Minbari became aware
that the Shadows were active once again. The Minbari, and the
Rangers, were well prepared for war, but the Vorlons knew that
they would need more than the Minbari to defeat the Shadows
this time. At this point, remembering the importance of Babylon 4
in winning the last war, the Vorlons took a special interest in Babylon
5. They knew that it could serve much the same purpose in this
newest war: a rallying point for the forces opposed to the Shad-
ows. Through an important Minbari named Delenn, the Vorlons
hoped to exert significant influence over Babylon 5. Delenn, a
member of the Grey Council, was not only widely respected among
the Minbari, but she was also of the Religious Caste, that section
of Minbari most susceptible to Vorlon influence.

As the time of the war grew closer, the Vorlons offered one
final piece of aid to the Minbari religious caste. They gave the
Minbari Vorlon technology to help in the creation of a new class
of ships for use by the Rangers. The Rangers had remained active
since the last war, but now the Vorlons deemed it necessary fo
increase their numbers and powers. The Minbari started recruit-
ing Rangers from other races besides the Minbari, indoctrinating
them with the Vorlon-inspired hatred of the Shadows. The new
ships, the White Stars, contained the best of Minbari technology,
heightened by Vorlon additions. Despite their small size, they were
a match for much larger ships. Between the telepaths and the
White Stars, the Vorlons felt confident that they would once again
prevail over the Shadows as they so often had before.

In 2258 the stage was set for the coming war. It would start
slowly, but eventually the Shadows and Vorlons would draw the
entire galaxy into their swirling conflict. What follows are the rules,
ships, and scenarios you need to recreate this world-shattering
war in all its brutal glory.
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NEW RULES
AND SYSTEMS

Many of the systems used by the First Ones are different from
those employed by the Younger Races. For the most part, these
are represented as closely as possible in familiar terms, using icons
similar to those in the basic game rules. Although their actual
form might be different, they carry out the same functions. For
example, Vorlon engines are nothing like those used by the Earth
Alliance or even the Minbari, but still exist fo provide thrust, no
matter how much larger or advanced they may be.

However, some systems are new, using highly advanced tech-
nologies for purposes as yet undreamed of by the Younger Races.
Others are extremely enhanced versions of more familiar devices.
These items, common to most or all of the First Ones, are listed in
this chapter.

Advanced Armor

Advanced armor is a ferm used to describe the armor em-
ployed by Vorlons, Shadows, and other First Ones. This type of
armor provides a number of special abilities as listed hereafter.
Note, however, that these abilities work only against the weapons
employed by Younger Races. Weapons fired by other First Ones
ignore all of these advantages. Weapons on hybrid ships (such as
the White Star or Shadow Omega) are treated as Younger Race
technology for this purpose. Nofe that such hybrids do not them-
selves possess advanced armor unless the ship’s rules or control
sheet specifically indicates it is present (thus, the White Star would
not benefit from this type of armor, while the Shadow Omega
does). If a ship has advanced armor, this fact will be listed in the
“Special Notes” box on the control sheet.

Advanced armor has the following advantages:

Plasma weapons do not ignore half the value of advanced
armeor, but are affected by its full strength.

Matter weapons treat advanced armor as though it were
two points less than listed (they do not ignore it completely). In the
case of systems with two or less points of armor, they are consid-
ered to have a zero value.

Weapons which damage or destroy armor (e.g., molecu-
lar disruptors or plasma streams) do not use these abilities against
advanced armor.

Electromagnetic weapons which cause effects other than
damage (e.g., reducing a ship’s power, lowering sensors, reduc-
ing initiative, deactivating systems, or forcing drop-out) do not
affect a ship or fighter protected by advanced armor. EM weap-
ons which cause damage still score this damage normally, but if
they are listed as ignoring armor, they ignore only half of advanced
armor (round fractions up, so an EM weapon doing 10 damage
to a system with 5 points of advanced armor would score 7 hits).

Advanced armor can adjust and shift its surface’s nature,
preventing bredching pods and docking clamps from aftaching.
Tractor beams, gravitic shifters, and the like will still function nor-
mally.

Advanced armor can anticipate ballistic weapons due to
their slower rate of approach. lis value is considered 2 points
higher versus any ballistic device (missile, torpedo, energy mine,
efc.).

Self-Repair Systems
Most First Ones ships are equipped with self-
repair systems capable of removing some amount
of damage their ships have suffered during a sce-
nario. Each such system is displayed on the con-
trol sheet in a hexagon-shaped icon.

TM & © 2000 Warner Bros.
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Each turn of the scenario, during the Adjust Ship Systems step
of the Combat Sequence, a self-repair system can repair a num-
ber of destroyed boxes equal to the repair rate shown in the self-
repair icon. It can only repair damage that occurred on a previ-
ous turn (not the current turn), cannot repair self-repair boxes,
armor, or shuttles/fighters, cannot replace structure on blocks which
were completely destroyed (or anything attached to such blocks),
and cannot recreate fighters or shuttles that have been lost. Vorlon
ships can temporarily double their repair rate by deactivating all
their ship’s weapons and shields, but other races cannot do this.

Self-repair systems can work on as many different systems as
they wish, limited only by damage and their repair rates. If there
are two or more self-repair systems on the same ship, each does
its work separately, and can combine their efforts if desired. The
use of self-repair is never required or forced upon the player, but is
always employed at his option.

Critical hits can be repaired with self-repair systems. These
count as one “box” being repaired, except for C&C criticals, which
count as four “boxes.” Note that systems which have suffered
multiple critical hits must repair each of them separately. A critical
which tells you to apply the effects of two or more other criticals
counts as multiple crits for this purpose, not a single one.

Self-repair systems can make repairs to a device that has been
completely destroyed by damage (except an enfire structure block
or anything aftached to such a block). However, that system will
not be functional again until it has been totally repaired. If even
one destroyed box remains on it, it will not work at all. Even if fully
repaired and restored to functionality, it will retain any critical hits
it had suffered before its destruction, unless those are also re-
paired.

Self-repair systems are limited to a maximum number of boxes’
worth of repairs during a scenario. This limit is equal fo ten times
the number of undestroyed boxes on the self-repair system itself.
Thus, a self-repair system with 15 boxes could repair at most 150
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boxes (or their equivalent—critical hits count as one or more
“boxes” as described above) during a scenario. If a box is de-
stroyed, repaired, and destroyed again, repairing it a second fime
counts as a second repair against this limit.

If the self-repair system is damaged or destroyed, recalculate
the maximum limit immediately, although any previously completed
repairs are not lost. Repairs in progress which would push the
self-repair system over the new limit will not be completed.

Critical Hits: On a critical hit roll of 19 or greater on a d20,
the repadir rate is cut in half.

Advanced Sensors

The First Ones operate sensors in the same way as ships of
the younger races, but theirs are more advanced. A ship which
uses advanced sensors will have this fact listed in the “special
notes” box on its control sheet. Advanced sensors have the fol-
lowing advantoges:



They are immune fo the effects of “masking” technology,
including Minbari jammers, Centauri chameleon sensor suites,
stealth technology, and similar items. ltems with similar abilities
operated by First Ones will still function.

They ignore all defensive ELINT capabilities (blanket pro-
tection or single ship protection) and cannot be disrupted by ELINT.
Enemy ELINT ships may still use their offensive aid function nor-
mally. ELINT ships operated by other First One ships ignore this
rule and can use all their abilities normally.

Advanced sensors cut through any non-First One protec-
tive systems which lower a ship’s defense rafing with the exception
of defensive weapons fire and defensive EW generated by the tar-
get. EA energy webs, for example, would not lower their ship’s
defense rating against an advanced sensor, but the interceptor
could still be used defensively. Similarly, Abbai particle impeders
cannot use their EW abilities, but could still fire in defensive mode.
As a final example, a gravitic or EM shield would not get its de-
fense rating bonus against an advanced sensor, but would still
lower the damage caused by incoming weapons in the usual way.

Note that advanced sensors are not immune to defensive EW,
though they do ignore defensive ELINT functions.

Effect of Terrain

First Ones are adept at moving through various terrains and
through hyperspace, as befits their great experience surviving
within the Galaxy. This provides them with a number of benefits,
as listed below.

Atmosphere: First Ones ignore the first thickness point of
atmosphere. For example, in a gas giant of thickness 2, they would
treat thisas a 1.

Gravity: First Ones treat gravity sources as 1 point less
than they actually are. Thus, for example, a source of strength 3
would be treated as a 2.

Asteroids: First Ones subtract 2 from their speed when
rolling for asteroid damage.

Dust: First Ones reduce dust damage by 25%, applied
before fractions are dropped. For example, a ship moving speed
11 would normally take 5.5 damage (5 points after dropping
fractions). A First One would take 5.5 - 25% or 4.125 damage,
or 4 points after dropping fractions.

Nebuloe: First Ones ignore the effects on thrusters and
iinking, but all other items apply as listed.

Meteor Swarms: First Ones subtract 2 from their die roll.

Electromagnetic Storms: Subtract 1 from all effect rolls,
except that First Once do not temporarily lose power, and are
immune fo the “attacks” generated by the storm.

Dark Matter Clouds: Ping range is doubled (e.g., 1 point
of sensors reaches out 10 hexes) but only reveals the First One at
the normal range (e.g., 1 point of sensors reveals the ship to units
within 5 hexes). First Ones with jammer-like benefits do not can-
cel these bonuses if they issue a ping.

Hyperspace Travel: First Ones ignore or avoid many of

the effects on the Hyperspace Table in the Core Rules. Treat any
roll of 14-15 as no effect. On a 16-17, First Ones ignore any roll
of 6-10 or 16-20 on the subsequent shift check. On an 18-19,
speeds are reduced by 10%, not 20%. On a 20, use both of the
preceding effects as usual.

Hyperspace Whirlpools: First Ones subtract 4 from the
die, cumulative with any other bonuses.

Hyperspoce Wavetorms: First Ones treat themselves as
one size category smaller for calculating waveform damage (e.g.,
a capital ship would be considered a heavy combat vessel, while a
light fighter would take no damage).

Hyperspoce Rapids: First Ones treat the rapids as 2 levels
lower than listed. They can voluntarily forego this benefit (or treat
it as 1 level lower) but must announce this decision before the
start of the scenario and cannot change it during that scenario.

M & © 2000 Warner Bros.

11



12 TM & © 2000 Warner Bros.




THE VORLONS

The Vorlons are ‘rhe_mosi-gé&"é‘_ﬁi-i&ad and most stable faction
involved in the Great War. They'have fetained a region of space’

for themselves for hundreds of 1housonds‘:"§£;~y§qr_s_;_,} callc&wmg no .

oufsiders to cr&sﬂﬁheir borders. ; _
Despite this powerful base of operations, the Vorlons are o
dying race. Like all First Ones, theyiho longer reproduce in appre-
ciable numbers (if afall). This makes them loathto risk themselves
in battle. They grec’r‘}y_gt%‘l%r to work'through intermedidries and
loyal servants. The Vorlons Eﬂ"éfer not fo venture beyond the safety

that all other races should look up to them with reverence and
awe. Of course, they have heightened this impression by geneti-
cally and telepathically manipulating the younger races info see-
ing_them as divine or semi-divine figures. Having assumed the
mantle ef leadership @mong the races, the Vorlons feel little need
for pleasantries or well-mannered conversation. They assume that
what they ask for will be done“and that they will be treated with
respect. Unfortunately for the younger races who deal with them,
the Vorlons see no reason why they should give similar respect to
others.

_In general, the Vorlons do not like to éﬁﬁg_gﬂy interfere in the
affairsiof the younger races, a tendency that no doubt dates back

of their territory, but will do“so when occcs:i.ii_'_ns demand. Thus,« to.the time.when, neither the Shadows nor the Vétlons actually

because of the perceived importance of Babylon5:in,the coming
conflict, they sent Ambassador Kosh t6the station.

Most of the fime, however, the Vorlons choose o operate
through agents. There'are two basic kinds of beings working for
the Vorlons: servants c?ﬁ‘-'d-,.ﬂ_vesse!-s. Servants are those indi-
viduals who serve the Vo_rlon's“bkgerforming missions, acting as
emissaries, spies, ship crews, or evenuwarriors. Vessels perform
many of the same tasks servants do, but withian important addi-
tion: they are powerful telepaths capable of uc‘rud'TW%hsggrﬂng
a Vorlon inside their minds.

Vorlons have the abilityto separate a part of themselves from
the main form and hide that piece within another. Telepaths seem
to make the best hosts, allowingithe Vorlon fo see and hear every-
thing that the vessel experiences as well as communicating with
and even controlling the vessel. B{z"%h\i_-s means the Vorlons can
travel around the galaxy in secret, revealing their frue presence to
no one. Naturally this is an ability the Vé?hq_\ihove kept quite
secret from all outsiders. W

The Vorlons demand complete loyalty and obedience. Their
position is that they are the height of evolution in the gulo‘f@‘ﬂ@g

interfered wifh&ével@ping_ civilizations. Equally important is the
fact that the Vorlons do'not much care what the younger races do
fo each other as long as it doesinot endanger the Vorlon schemes
for defeating the Shadows in the next war (there is always a next
war to get ready for). When they do interfere, it is not often with
actual ships or soldiers. Instead, they use more subtle means.
For example, at the end of the Earth-Minbari War, the Minbari
discovered that Minbari souls were being reborn inside human
bodies, in particular the future commander of Babylon 5, Jeffery
Sinclair. In fact, Sinclair (in his future, but in the galaxy's past)
would become the great Valen who united the MTﬁbarE against
the Shadows, all under Vorlon influence. Thus, human soUls started
to join with Minbari a thousand years ago when Sinclair became
a “Minbari not born of Minbari.” The Vorlons knew that this con-
nection between the two races would come out during the war,
and even took steps fo ensure that it did. When Delenn and the
Grey Council made this discovery—under the all-too-subitle influ-
ence of Kosh—the war ended and both races came to an uneasy
peace. Both the humans (with their powerful telepaths, created by
Vorlons) and the Minbari (long-time Vorlon puppets) survived the

~encounter strong enough to be of use in the future battle with the

™ & © 2000 Warner Bros.
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’ Shadows. Order was preserved without risking a single Vorlon
ship, all because the Vorlons had planned ahead.

This exa mple also serves fo illustrate another principle of Vorlon
philosophy: lay the proper foundation, and the bunfdmg&wrﬂnbugm
itself. The Vorlons, stewards of order, feelaio need tor di the ™
growth of that order at every turn. Théy ,préfer to lay a few
seeds and let nature take its ccu[ae ,They have been doing this for
tens of thousands of years, apd| know just when to give a culture a
nudge without ever showmg their hand. They will use their vessels
to secretly infiltrate a_society only occasionally, sometimes even
becoming importantiteligious figures themselves in order to foster
centuries of ord 2{11 ereafter. A Vorlon who spends a fewsy
a culture’s mes: Fﬂﬁm
the foundation for a rehglon that could Io§tffwg or three thousand
years. Another visit, a “second com1gg;"f and the followers of that
religion will be ready to join the fight against the Shadows.

This great skill of subtle manipulation is also the Vorlon’s weak
spot. As long as events proceeded along the usual courses, the
Vorlon plans inevitably come fo fruition. However, should some-
thing unexpected arise, the Vorlons are often slow to react. They
will deliberate, plot, and plan because they are used to taking
their time. When they do finally act, however, the action is seldom
#would expect. Vorlons, the masters of subtlety,
ek in the seemingly strangest ways. Only later, when
it is oo lafe, does the enemy realize what has been done to them:
a crucial supply is unavailable, a long-time ally turns out to be an
enemy, that one weakness in the foe's defenses is now its stron-
gest point—and thus the war is lost. Sometimes, though, the re-
action is too little, too late. The Vorlons have lost to the Shadows
many times in the past. Likewise, they have had many a Pyrrhic
victory: the Shadows driven off but much of the galaxy left in chaos.
They are not by any means invincible.

Nor are they defenseless. Just because the Vorlons prefer not
to get involved directly in the fighting (as the Shadows do) does

14 TM & © 2000 Warner Bros.
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ISHCISE
siah, performing “miracles” cnd%@,@ﬂh‘m.da wj‘émgle ship hc:

not mean they are incapable of combat. As you might expect,
Vorlon weapons Technoioggsjar in advance of anyone else in the
galoxy (with the possible

fcr_,gtion)af the Shadows themselves,

and of course the few rer@ommg’;ﬁjnqanfs)
i’l..

Voﬁon ships are based on a kind of; Qfﬁ';uc technology. The
ships themselves are part macﬁﬁ‘.\e, pmr‘l ||V|ng creature. They form
@ symbioﬂc “relationship with the) Ver%%; Jcontrols them. Pilot
and ship“have. a_telepgthicbond, and e ship requires no
controls of any kind. It simply obeys thewill of its master. Normally
ifot it, & lthough larger capital
shipsHave fullie suc||y made up of Vorlon, agents. The ships
are fully cupubFe of g ‘and maintaining’themselves, just
like -any living organismy, u!’rhg gh critical age may require
extensive “healing time” af a base. Mt‘lon needs fo do is
provide a brain to give the craff direcion

The crec:‘rure s skln or hull, |ike all Vorlon technology, adapts
itself in. Thus, once it has been ex-
lasers, plasma, and so forth), it
fes ifs own structure and makeup to become more
resilient to damage from that source. Depending on the situation,
the ship can even alfer its resiliency within the course of a smgie
battle, customizing itself to the varigus foes it is facing. On the
offensive side, the Vorlons empleyc. number of powerful electro-
magnetic weapons capable of ripping less powerful ships to shreds
in short order.

gle Vorlon to

Adaptive A
Vorlon ships also use the same adaptive armor found on the
White Star (though usually more powerful). See the Core Rules for

/ﬁ;wrls on this system. The combination of adaptive and perma-



nent segments are collectively treated as “advanced” (so, for ex-
ample, you would not add'2 fo bof @Iues versus ballistic weap-
ons), and the lack of either daes no’r redlce oreliminate advanced
armor abilifies. ﬂaa

Vorlon jump drives do not require a specific maintenance cost.
Instead, they are held ready to operate at any time using built-in
bioelectrical energy sources. When they are activated, the required

Fgggmhﬁﬁ;’ema;rgg shown in the power dicmond must be drawn

* .
Vorlon ships, with their voﬂwpeneﬂte over the ages, olwa;gs' rom’mﬁ;@qmamrt ‘geseihe descmphon of the power capacitor for
have some memory of |usta Ut any weap®n, type 1h§§3‘ﬂ"ﬁ\f ever .more information. R

encountered. fh s reason, they.can begin ‘afiy scenario with
some of their adapfive armor points* pre- -assigned. If they wish,
they can wait fo do this until they hive learned the nature of their
apponents (if the sqenario ¢
enemy units). The dam
shown on the ship coftrol sh&et in the a

aphve arrmor datacard;

lis-for an unknown deployment ofi
of ";@m&gﬁ?d points_available is

Vorlons in a jump ponm“also J]cwe a chance of escaping from
a Shadow voriex disrupior attacks see the description of that
weapon in the Shadow chapter for the specifics.

mited Autonomy

Theliving,ships used by the Vorlons are cop e of flying them-

Remember that weapo‘whlch ignore_or. damage Grﬁer‘ wlue&wﬁheﬁhd{t@@hon from an actual Vorlon captain. This would

would apply such effects only ""gcnns‘r Th pe‘f'm nent segment
of adaptive armox. The adaptive segr jould eperate normally
and would not be offected by cnﬁ@r-dan';n‘ogmg weapons. For ex-
ample, this would medathat the a aptive segment of such armor
is capable of fully blockingumatter weapons and molecular slicer

beams if set to defend again wupon classes.

Electrnmagnetic./Shie'l“ﬂs;

The Vorlons use an electromagnetic shield sys- b
tem, or EM shield. This system is identical to that '
seen on the Whiie Star, but is usually more power- E

ful. See the Core Rules for details on shields.

h
Advanced Jump Drives
Vorlons use jump drives similar %o’ those employed by the

younger races, except theirs are more advanced, The jump costs
and delay times are usually very low as a result. In addition, the
jump point can be formed up to 12 hexes away fromghe ship (it is
not limited fo a mere 4 hexes), and can be held open m&e{&miely

“«

apply if a true Vorlon | is not piloting the ship himself (in a special
scenario), or if the ship’s C&C is destroyed. Under these circum-
stances, the ship suffers the fo””owmg penalties:

Reduce initiative bonuses b?{ 2

Lower free thrust by 25%, dropping-all fractions.

Lower all shield ratings by 1.

Lower sensors by 2.

Lower the capacitor recharge rate by 20%, dropping all
fractions. -

Self-repair systems operate at half their nermal rotes.

The ship may only hold a jump point operifor a single
turn. .

All hangar bay activities require twice as long to com-
plefe.

These penalties apply because the ship creature is required to
devote some of its limited cognifive power away from conirolling
these operations and into driving the vessel. Note that all C&C
criticals continue to apply even if the ship is not piloted by a Vorlon
(they are assumed fo affect the ship directly).

™ & © 2000 Warner Bros.
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Note that it is very unusual for a cruiser-sized or larger Vorlon
to use these rules (except as a result of damage), but smaller ves-
sels—especially fransports—do so frequently.

built-in power capacitor sys‘rem.rmsfeud This ca-
pacitor is biological in natureé, and is part of the
living ship’s body. The electrical energy produced
by this life form fills thefcapacitor over time, and it
is from this sources Jh the ship draws power for
its weapons, jumiper and extra thrust.

ip engines, :

All ccpocﬁors can hold at most one point Bf
power per box, and the destruction of a'bex both lowers their
capacity and destroys any power con’tcin“ed in that box. (The re-
lease of such energy will not affeet the ship, as it simply bleeds off
into space.) Capacitors also recharge a certain amount of power
each turn automatically—this amount is shown as a number within
the capacitor icon. Recharging occurs just before movement, as
shown in the Combat Sequence.

Each time the Vorlon ship uses a system which requires power,
or purchases exfﬁ‘;f thrust, it must draw energy from the capacitor.
(Weapons on '_‘yﬁdon ships are not automatically powered each
turn, but usethe capacitor for this purpose.) If the capacitor runs
out, the ship can do nothing more until the next turn, when more
energy is restored into the system. Fortunately, most Vorlon ves-
sels have large enough capacitors fo operate at peak efficiency
indefinitely. The real advantage of the capacitor system comes
when the ship is required to make a series of intense maneuvers,
or fire its heavy weapons as frequently as possible.

To account for the energy used, simply keep a running total of
the capacitor’s energy level (either on the control sheet or a nearby
sheet of paper). Points are subtracted in the following cases:

b

16 TM & © 2000 Warner Bros.

Each time a weapon is fired, subtract its energy cost from
the capacitor’s Toioi._--'Forﬁwple, a weapon with a “4” in the
power diamond would cost4 points of energy from the capacitor.

g PP T e, Note that there is no reasgp to.deticiivate weapons for extra power
Ship Power l:apal:iturs“' e e . “on.a Vorlon ship. Verlon W@apomqr} be fired as often as power
Vorlon ships do not use reactors, but"have a T can ’ﬁ%d’n@wn from the capacitors o supply them.. 24

. E‘a@#g., fhrust (beyond the basic free fhr amount pro-
vided With the engine) is pmchosed by dgmﬁng energy from the
capacitor. For example, if a ship with @n engine efficiency of 4/1
reqmres an exfra point of thrust; subi{ad 4 dnergy from the ca-
= ‘pacitor. Note that the engine.can oper n@‘rmally if the capaci-
tor is desh’oyed but cannot purc?ﬁ‘s”’ew rcit thrust.
Sensors opergte normally wi wgﬁ'ut any expenditure of power
(they do n 4?" wer dla_' for this reason). If is possible
to buy more EW using the'normal rules, expending capacitor en-
ergy for this purpose, oﬁhough this is som t expensive.
When a Vorlon ship opens a ju p'?;m’f the amount of
energy shown in the jump drive’s pow‘gv"?on must be drawn from
the capacitor. The jump pomﬁ;gm"ﬁe held open indefinitely as
long as this amount of energy'is paid each turn.

Finally, the Vorlem“ship can double the rate of capacitor re-
charge. by\‘x@!ﬁ'}crily shutting down all its weapons and shields.
This option must be chosen and announced at the beginning of
the turn in the appropriate step of the Combat Sequence. The
doubled power recharge occurs immediately thereafter. For ex-
ample, if the ship would normally regenerate 8 power, it would
instead receive 16 power. On fhe same furn in which this is done,
all repair rates of self-repair systems are also doubled, though this
will not take effect unill)h/;end of the turn, at the appropriate
point in the Combaf Sequence.

- = -

Critical Hitss WRoll 1d20 and consult the following chart:
1-17% Nﬁypﬂecf
L,18°22: -1 to recharge rate.




23-27: -2 to recharge rate and the capacitor loses one-half
(drop fractions) of the enetgy it is cufi@ntly holding.

28+: -4 to recharge "raig- and fheé capécitor is completely
emptied. -

Note that the capacitor cd]wa% expkade or go critical, a sjg»f‘ }gor exam
Ash'f)"f could fire the of'n‘er,?wia individually, combine them into an-

nificant deap‘r&ge over the r%actors used Bw,lyounger rﬂc'és

Lightning ‘Cannon . ; 4
The lightning cannoniis the' primary
weapon employed by Vorlon capital ships. It
is an e!edromugne’ﬂc g whwgua“yhgp-
pears as a huge prong” that extends from
the front of the vessel, hrpquﬂy arranged i -
groups of four. The prongs are e ich seporof, .
weapons, but can combine their effecis 1o |
produce spectacular amounts qf cfmmq/ge
The following chomes“*ﬁq{e available:

If & beam is fwed"‘lm,g:lwldually, it is o comparatively weak
weapon, scoring litle damage‘and with a rather limited range. It
is, however, very good ogamsTM and requires little power.
This is referred to as a “light” shof, and scores. damoge in stan-
dard mode. -

Two lightning cannons can be combined, firing a medium-
strength beam which is effective at the middle ranges. The power
requirement is significant, however, as it is greater than fwo indi-
vidual shots added together. It scores damage in raking (10) mode.

Three cannons can also werk together, producing a heavy
shot with some serious damage potential. This is very power-hun-
ary, however, and will quickly drain the capacitor if used frequently.
It scores damage in raking (15) mode.

Finally, four prongs can fire as one, %ducmg a smgle
beam of incredible power and range. However, this “mega” shot
will drain the capacitor system on all but the largest Vorlon ships.

The mega shot scores damage in raking (20) mode. (It is not

o plercin:

possible o combine more than four prongs info a single shot,
even if a ship has more than four guns available.)

Note that in all but the last case, the actions taken by some of
the_prongs donot impac! what the others do on that same furn.
ple; everwté’r’ which combined two beams into a single

other medium-strength becﬂ'ﬂ, or leave them unfired, depending
on the whim and need of the Vo‘rlqn player.

The ship control sheet lists the firing'data for each type of shot
(light, medium, heavy, or mega) seporo‘rely ote that a combined

‘Qlos’r is befter than the sum of its parts, but is| iﬁés efficient (in total
‘power over. 11me) Nofe also that heavy and | shots can use
, While light and medium ones m o+ Due to the
nature of the CCIpG‘IGlfGr system, sustained mode |s not available.

If any of the individual “guns suffer a critical hit, they apply that
critical to any larger shot they'are a part of. If several guns have
criticals, only the worst one is used: For example, if four lightning
cannons fire a mega shot, and two of them have suffered “dam-
age reduced” crificals, this would count as only one such critical
against the mega shot’s damage. The “worst” critical is the one
scored by the highest critical die roll, and if ’rhls was a “multiple
effects” critical, both such criticals take effect. u\

Lightning cannons are huge, and take up %\iﬁcorﬁ space
on the ship. They are considered part of both the fomward section
as well as the side they are mounted on. This means that if one of
the two appropriate structure blocks is destroyed, the weapon will
not be automatically destroyed as well. Instead, both the front
and side blocks must be destroyed for this to occur. Of course,
the weapon can be destroyed by direct damage in the usual way,
and can be hit by called shots from either the front or the appro-
priate side.

Special Notes: This is an electromagnetic weapon which scores
damage in raking or piercing mode as defined above. It is non-

.interceptable
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Discharge Gun
This weapon is used as secondary armament on
Vorlon ships of all sizes. Its main advantage is that it
is extremely flexible. It can fire up to four times.a turfi )
and each shot can be boosted in s1reng§h‘ Of) totwo ©
levels. ,#3'

The damage listed assumes. “F}&Weapon is being fired at the
listed power level. If, howeyer, it is armed with extra energy, the
base damage can be inereased. If the listed power is doubled,
1d10+1 damage is added on a successful hit, and if the power is
tripled, a further 1ddi041 is Gdded (a total of2d10+2 ex’rro _o_u

puﬁmg into ‘rhe weopon before he rolls to- hﬁ,,aﬁg
choice after his die roll. Bonuses highgrﬁf’baﬁ ?dTO+2 are not
possible. Exira power added also |mp:ﬁ'pvés the intercept rating of
the weapon by 1 point to @ rnux[ml'.tm ‘of 2 points of improvement.

The discharge gun can also fire multiple shots per turn. It can
fire up to four times, ||m1te’d onl\,r by available power. Each shot
costs the listed amount, and these shots can be improved in
strength as described in the preceding paragraph. Each shot is
completely independent of any other shot, so if two such shots
were used to defénd against an incoming weapon (for example),
the second weauld suffer the usual degradation.

Specacf Notes: This is an electromagnetic weapon which scores
damage in raking mode.

Light Discharge Gun

This is a light version of the discharge gun which appears only
on fighters and small vessels. It can fire two shots per turn, or can
combine both shots into a longer-ranged blast which scores dam-
age in a single volley. While the two individual shots can cause
more destruction than the combined blast, especially against lightly

armored targets, longer range and lessened vulnerability to ar-
s
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farget and no roll fo hit—if ih"
«is in.arc and-in range, the-weapos

ltehhmv"“"l:

mor makes the single shot quite useful.
Special Notes: This is aﬁ romagnehc weapon which scores
damage in smndcrd‘ mod :

<iller shif;s. It has -@ﬂy one A
use: fotal cmmhdehon There i RO

“hits au*remmhcallyi

he firing crcd  the
d:redﬂr in frontof +  fro
fo 4 hexes out not mu‘\
firing vessel’s hex. Any ship, meg
planet, or other object in one of these hexes’is destroyed. No dam-
age needs to be rolled—destruction#s automatic. The beam is
capable of cracking planets aslarge as Jupiter, though it will have
no appreciable effect on stelldr bodies (even brown dwarfs or black
holes, which are tee*massive to be broken apart by the weapon).
Jhe,pﬁfé){?r; annihilation beam does not use the capacitor
system (it is self-powered, and damage to the capacitor will not
affect it). It has a recharge rate of 1,0’0(5 turns, meaning it will fire
only once in most scenarios (we hopel). Typically, the scenario
rules will specify how many turnsiare left before the beam is ready
to fire. For example, the Sefu'rules may state that the planet-
cracker cannot fire before fu n 10, giving the defending forces
chance to eliminate the weapon or somehow divert the ship from
its destructive cour.




Special Notes: Called shot volleys may not be used against
the planet-cracker weapon: It is si Foo~ much a part of the
main structure to be directl y\{grgeL\ \

e |

Starshlpsﬂﬁ

Vorlon Shl%‘%ﬂﬁl’o”y use oniyq smgle pl (1
have some servants Gs crew), but as individual is an €ne
being, it is not susceptible'to b domage like Shapi‘(’)w pilots
are. Nonetheless, fhe des’rr.x‘gc-ﬁ i ‘F ’fhe ship might well kill the .
Vorlon captain, who canrict surviveilong,in fhe vacyum of space.
Most Vorlons simply do Conmder the poss:bL[ify Thd"r They wlT
be defeated in battle, ds they >
selves in harm’s ‘way. . :

Vorlon ships' are designed fo Tta_ My o“‘Technol—
ogy available, and'e nnot use oﬁ‘ilonml ip enhancements-such
as those listed in the Showdowns-1 predud Cruiser-sized ships
and larger—which are big, enough fo employ a small crew of
Vorlon servants—occasionally“hgye ehfe officers or crew, if those
optional rules are in use. The Vorlonic ptain, however, may not
purchase such improvements. 7

i

Dreadnought

These ships were designed well before the immense planet-
killers, and for millennia wereiconsidered the ultimate in firepower.
Even alone, they are easily Théqﬂkh for small fleets of younger
races’ ships. If they are lacking in“anything, it is in fighter support,
for they carry only two flights of fighters for local defense.

Light Cruiser

This is a fairly common Vorlon worshlp, frequently encoun-
tered along their territorial borders. Its has the firepower of the

Battie Destroyer
This fast-moving ship is typically used as a multipurpose hunter-
killer vessel. It is often found haunting the edges of Vorlon fleets
lookirg for enemy yessels trying fo flank the bigger cruisers. With
”I@hffﬁﬁg\cdﬁngns and a discharge gun, and a large
GpGC!TOI‘ capable of cﬂ"nfu}ﬁgi both each turn, it can score signifi-
cant damage at both short an ‘medium ranges.
The battle destroyer hull is a vetsatile one, and can be con-
verted info any of a number of variants, several of which are pro-

vided in this product.

aitle.desiroyer variant is a specialty vessel used only o
provide eledromc%&oﬁ% support fo Vorlon ships in a fleet batile.
As Vorlon fleets are seen hm“requenﬂy, the scout is just as uncom-
mon, since it almost never opé‘rﬂ:;es alone. It has little offensive
firepower, but is capable of defending itself quite well.
Destroyer Escort .

This uncommon battle destroyer variant is a departure from
normal Vorlon ship construction. It has no “tentacles,” and thus
no lightning cannons, but instead is packed withydischarge guns
for anti-fighter work. At close ranges, it should belgreatly feared,
though it is fairly weak at longer distances. W

Light Carrier

This infrequently seen ship is another uncommon variant of
the battle destroyer, and was used to bring fighters to areas where
a squadron, but not a heavy carrier, was required. To support the
fighters, some internal systems had to be removed, significantly
reducing the ship’s capabilities.

heavy cruiser, but lacks the defensive armament, and is oﬂe‘ﬁ\o@d\

as a gunship.

-~
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This tough vessel is a match for any other single warship fielded by
the younger races. It carries only one flight of fighters, and its capacitor
provides enough energy to allow o mega shot from the lightning can-
nons. It is considered to be the odds-on favorite in a showdown against
the basic Shadow cruiser.




Transport

The smallest Vorlon ship, this is their equivalent of a passenger liner.
It is poorly armed, and is generally used only in areas where the Vorlons
expect no trouble at all. They are also used as a gesture of trust, where
sending a warship might imply an unnecessary show of force. Transports
of this sert are small and narrow enough to dock inside large bases,
such as Babylon 5.

In battle fleets the transport is rarely piloted, as the ship is relatively
easy fo destroy (for a Vorlon, anyway). As it is one of the simplest ships to
“grow,” the Vorlons consider unbonded transports expendable, often send-
ing them charging in alongside fighter flights. The single discharge gun
actually makes the ship a fairly decent escort in such situations.
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Heavy Fighter

Vorlon fighters are flown by servants, and sometimes by vessels. Be-
cause of the difficulty the Vorlon carrier captain has in commanding so
many fighters at once, these individuals are usually left fo fly their fighters
as they see fit. These pilots are occasionally experts of some type, and
can use the optional enhancements from Showdowns-1 if those rules
are in use.

Vorlon heavy fighters have one light discharge gun and no other
armament. They are heavily shielded and armored (and even have a
couple of adaptive armor points), and can take considerable punish-
ment before being destroyed. The pilot will always eject successfully (the
fighter is designed for this), affording the Vorlons a chance to recover
their loyal servant at a later time, once the field of battle has been cleared.

Vorlon fighters use adaptive armor skins, just as their ships do. These
skins do not benefit from any “learning” made by their carrier, but do
learn from damage suffered from other fighters in their flight. The entire
flight must assign its armor points the same way. Unlike ships, the adap-
tive armor on fighters cannot begin the scenario in any sort of “ready”
state, and it loses its memory relatively quickly (after several days). In @
campaign, it can be assumed that all memory is lost after each cam-
paign turn,

The fighters have a weak EM shield as noted on their control sheet.
This uses the same rules as a ship’s shield, except that enemy fighter
pilots cannot “fly under” it.

Vorlon fighter pilots are extremely dedicated, and their fighters well
protecied against random damage fluctuations. Thus, they receive a —4
bonus on any dropout roll. They can voluntarily drop out per the normal
rules.
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Planet Killer

Only three of these are known fo have existed. Construction on them
began a thousand years ago, when Babylon 4 appeared. The Vorlons of
that time wondered if perhaps some sort of turning point had been reached
in that not-so-far future, and built these ships fo take advantage of any
opportunity that might be presented. As it happened, the door opened
exactly as they suspected it might.

Planet killers have no armament other than the huge planet-cracker
beam, as it was never expected that they would come under direct at-
tack. They are built to be escorted by huge fleets, not to operate alone,
and the Vorlons simply do not expect them to be attacked or even dam-
aged. Thus, despite their huge size, they are (relatively) easy to destroy.
No Combat Point value is given for this unit. As it has but a single
purpose and is not otherwise armed, it is unlikely that anyone would ever
want to purchase one in any battle where Combat Points have meaning.
Campaign designers will need to develop specific rules stating how (or i)

planet killers are to be employed by the Vorlons. Otherwise, their use is

restricted to specific historical scenarios only, such as several of those
presented |ater in this book.

™ & © 1999 Warner Bros.
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Heavy Carrier

This ship was developed thousands of years ago in response
to the deployment of fighters by the Shadows. In general, one
heavy carrier accompanies a pair of heavy crws:efs,?dfxﬁ ovir
four flights in response to Shadow fighters!’

’,_._.-|...

cruiser, its infernal structure and #ayﬁmf is somewhat different. This
is due to the need fo maintain not only the fighters, but their pilots
and flight crews, all of whbm are loyal Vorlon servants.

ﬂhservatl,ﬂn Post

The Vorlons ﬁrjllf these bases on asteroids or ofhgﬁeb‘ﬁ‘vemeni’ capacitor is repaired

mbi& ’rhen
Although the heavy carrier is the samesize as the Vorlon he;\}\glsa T“i-*’ﬂ'ﬁgfo the e \gf

the forward section and the associated side section. Thus, if the
forward port side is destrofied; all of the port-mounted cannons
will remain in place, but v\?’cﬁ!ld be lost if the forward section was
destroyed (and in sug | a case; four of the cannons would be
not just the two on the pottside). Of course, the same rules
lightning cahnons on the aft side of the
dse, with respeefto that direction. . <l

Ecﬁah secﬁon of the base possesses ifs own capacitor. This
capacitor can share its- energybmﬂw any other section, just as the
reactors on ofler bases can fransfer: thelr power, but if a capaci-

Hor i is desﬁroyed, nothlEgrm ¢t§,§§dlon can be powered unfil the

ch capocﬁor ﬁeger\Ercfes its own energy

rocks, dlsgmsmg them fo appear as normal smﬁce debris.as/best= .independently, so. »‘%h);;,\f’orlon ployer,;'cirould be wise to withdraw

they can. If the need for battle arises, this illusion is cast aside and
gun emplacements come forth, ready fod’es‘rroy any ship or fighter
that comes close. These bases aré. staffed by Vorlon servants, as
Vorlons themselves are rarely p;resent Despite the lack of a Verlon
in charge, they are not required to use the limited autonomy rules.
The observation post is huge, with six sections surrounding a
central core. It can rotate at a speed up to three hex sides per
turn, and can chcpge this by 1 (in any direction) each turn. Any
change in rofatioh speed is announced at the start of the turn at
the same times BW levels are declared. The base can change ifs
rofation dlreeﬁon (from clockwise to counter-clockwise or vice versa)
by slowing to a rotation rate of zero and then, on the following
turn, accelerating to a new rate of 1 in the opposite direction.
The base has sixteen lightning cannons, eight of which are
mounted on the front of the asteroid and eight on the other end.
These do not appear as fentacles, but are built into the inferior of
the rock. Of the forward eight, four are located on the forward
section, two on the forward port structure block, and two on the
forward starboard side. Though this affects which can be dam-
aged by section hits, all eight of them are considered aftached to
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power as eve M pessible in order to maximize its restoration.
The base mcy na’r doubleits pocnor recharge {or repair rates,
for that matter) by shutting dDWn wedapons . apd shields.

The capacitors suffer the same critical hits as normal capaci-
tors do (not at the one-half rate like base-mounted reactors). If o
natural 20 is rolled on the dge-ﬂ the capacifor loses its ability fo
share energy with other segtions on the base.

The self- FEPOIF’,W*he base cah repair any docked Vorlon ships,
but any vessel larger than a transport will block the fire of weap-
ons from the section it is docked to (and the docked vessel may
not use weapons while being repaired). Such repairs count against
the base’s repair limits during a scenmrio, although given a longer
period of time, the base will be able to fix all but the most critical
damage to a VYorlon ship. J

This is the largest Vorlon”base encountered by the Younger
Races, though sketchy _'_;e{ords_ exist suggesting larger stations
existed in Vorlon space before the end of the Shadow War. The
ridiculous qmoy_mf’g{ weapons that must have defended such for-
tresses will b€ left to the reader’s imagination.
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THE SHADOWS

The Shadows are living proof that the Vorlons do not have a
monopoly on subtlety. In the beginning, they and the Vorlons used
basically the same tactics. They would teach, preach, hint, and
cojole every younger race in attempt to win them over to the Shadow
philosophy. However, ‘once the rules of the game changed, the
Shadows chose a different course than the Vorlons, Where the
Vorlons chose long-term, hidden mcmpulahon 1he Shadows were
willing to get involved directly.

The Shadows know with- every-fiber. of 1he|r belng-tthatihelrs is
the right way for the galaxy. Free will, cﬁuﬁﬁf,u@m‘{yol of fﬁé fit-

tesi—these. are. the..caichphrases-of-Shadow; ology. For thou-
sands of years, the Shadows have known that'the on wwéym
ensure the achleveme;}t Qf.fhewgﬁufs is fo-reach out and gra

et o Y
e Spa gt o

them personally.” -
“For the Shadows there is noihmg more important fhiar

o chouce Great discoveries, tremendous advances, 6?1”d dé\?‘csmt- f

ic is fo be \g{orlons : .

ing wars all come from choices. To be orderedand.
as good as dead. One should now pause- 4o ;@r‘rrember that the
Shadows do not want total chaos. Total chaos is just as bad as -
total order—nothing arises from total chaos, either. In be en,
the two, however, lies the region of complexity. Perched behﬁeerl
order and chaos, complexity is where everything exciting hag'pgns
Ordered systems compete with each other in @ landscape of c,gmos
In the process these islands of order change and evolve, grow
stronger. Those that do not are swallowed up by the chat)s This is
the Shadow madel for galactic relations.

For the Shadows, the younger races are the i$|(Jr‘|ds of order
within the chootic galaxy. The order of an individual empire gives
it strength. Order allows it to raise armies, build fleets, plot strate-
gies and wage wars. Without the order of individual societies there
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would be no game for the Shadows and Vorlons to compete in.
The Shadows simply want to pit these islands of order against
each other as often as possible. They foster competition, creating
crucibles in which new, stronger islands of order can be forged.
The result is a galaxy of races better for all the pain they have
gone through. The old purpose of shepherding the young races
to greatness is still embedded in the Shadow psyche, although it
has in many ways become secondary to beating the Vorlons in the
great game the two races play.

This need for victory over the Vorlons has in many ways pol-
luted the purity of the Shadow philosophy. The Shadows now feel
that in order to truly achieve the level of complexity evolution re-
quires, they must do all they can to purge races of the influences
of Vorlon-induced order. As far as the Shadows are concerned,
the Vorlons have ruined the chances of many a young race. This

= giVe’§ ﬂwm the logical excuse to focus their attention on beating

e Vorlons: raiherthﬁ st1er1ng productive conflict among com-
fbx@;‘eceehes ‘Ofcourse, the: Shadows still promote war and con-
lict; but now they da jtas a meonsm f_he end of defeating the

; This is the’ pnmory reo,son “the Shqdows decided to become

tpt=.nrsmu:||ly involved in the'fray. The: genetic and psychic engineer-

ing programs of the Vorlons were too far advanced for the Shad-
ows to combat any other way. They needed to strike out with ev-
erything they had if their philosophy was goingto survive. Even so,
they have not managed to defeat the Vorlons in quite a long fime,
thanks in lorge part to the careful planning and foresight the Vorlons
have shown in laying the foundations of their current: ‘position.
Without the direct influence of Shadow ships, there simply’ would
not be any great, galaxy-spanning chaotic events.

Shadow factics in recent times (recent by First One stundurds)
have generally followed a prefty straightforward course. The Shad-
ows begin by recruiting agents among the younger races. There
are a few races who are more than willing to join the Shadow




cause, mostly because the Shadows offer power and prestige and
a cerlain sense of superiority over lesser races. These become
Shadow agents, and these agents then go out among the other
races and seek to gain more allies for the Shadows. The resulting
“secondary” allies will not know that is the Shadows they are work-
ing for, however. Shadow agents promise the new allies whatever
they want: military aid, money, influence, the destruction of old
enemies, anything. Furthermore, the Shadows make certain that
their agents always deliver on their promises. A few instances of
good faith, a rival killed, an enemy base destroyed, and the new
ally is sucked into the Shadow web.

Through the use of agents and favors, the Shadows build this
web up for as long as they can without being discovered. In gen-
eral, it does not take long for the Vorlons to realize that the Shad-

ows are active again, so the Shadows must work quickly. Once: :
the web is laid, they begin to start conflicts and. wcr@#gﬁ.eﬁly lis' _g_ e

their powerful Shadow ships fo help their allies and: dﬁ; ¥
enemies. The plan is usually fo-escalate the war as qu,lﬁd
possible, draw as many. different sides.in, and get them fighting -

each other. This will,in furn, inevitably:draw the servants of Vorlon

the Verlon fleet staying out-of the actual fighting, they hope to

overrun the Vorlon puppets with their ships and force them into a.
defensive position. They have met with little success of late, but *

there have been instances when this plan succeeds, at least for a
time.

The benuty of the Shadow position is that even if they fail in
their ultimate objective, they can sfill count the war as a success.
Inevitably their actions do bring much of the galaxy info conflict.
They do force changes on the younger races, and many of them
do evolve into stronger forms. Likewise, many disappear forever
into the chaos. Would the Minbari have had a thousand years of
peace and strength had it not been for the unifying threat of the
Shadows? The Shadows would say no. For all their talk of order

and unity, the Vorlons could not have united the Minbari without
the outside threat of the Shadows. The Vorlons would argue oth-
erwise, of course, but who can say which side is righte

Technology

The key to Shadow success when it comes to creating chaos
is their powerful ships. Like those of the Vorlons, Shadow ships are
based on a highly advanced bio-technology. The ships themselves
are living beings coupledWith technological enhancements. The
ships have a rudimentary intelligence, but require a pilot to oper-
ate effectively. Long ago. the Shadows piloted their own ships, but
.uﬁﬁ’the first war with- ‘the Vorlon puppets the Shadows quickly

G ﬁ%ﬂh{le :Shadow.numbers have always been greater
1l hey are also more susceptible to physical dam-
S 'ﬁm were'lostin that first war, and Shadow

: .ehtbun those of ofher First Ones: (which is o

V‘*ﬁs ""&ay aﬁ’r‘}@si non-existent). Whﬁa.hckmg their wounds and prepar-

ling 'F@r:he next war, the Shadows decided they needed to find on

" clternativepiloffor their ships.
order info the fray. Since the Shadows can pretty much count an

~ The ships themselves were then simplified and made even more
user-friendly than before. They were redesigned to accommodate
uny kind of life form the Shadows might want fo use. The Shad-

“ows'\can use nearly any sentient species as pilots. First, the poten-

tial pilot must have its brain outfitted with cybernetic implants that
wilhallow him or her fo interface directly with the Shadow machin-
ery. Ineffect, the pilot and ship become one joined entity. These
implants.are so versatile and powerful that they will even allow the
pilot to inferface with non-Shadow technology. The implants will
metamorphose to force an adaptation into any device. The im-
plants also serve to severely retard free thought and disloyal feel-
ing within the subject. The result is a pilot who is entirely subservi-
ent to the Shadow cause and Shadow instructions and yet retains
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the independent initiative and creative thinking useful in pilofing a
starship in combat.

One pilot can handle everything on @ Shadow ship. The ships,
like Vorlon craft, are self-maintaining and self-repairing. The ba-

sic Shadow Cruiser is considered a match for anything in the gal-

axy, with the exception of the other First Ones. The organic crys-
talline hull of the ship is resilient to most forms of atfack, absorb-
ing energy and redirecting it throughout the hull, thus dissipating
the effects of damage. Their carriers are even capable of “spawn-
ing” fighters by separating off a portien of their substance. These
fighters are controlled by the mother ship, although the ship is
capable of issuing orders from a great distance away; even {rom
hyperspace.

Shadow vessels do not employ jump engines: the same way
that other ships do. Instead of forming a jump.gate, the Shadow
ships can slip in and out of hyperspace almost at will. The ship
seems fo just fade from existence as it makes the transifion from

normdl space. This allows the ships great latitude when i cemas-

to entering and leaving battle. All of a sudden everything is qu:el
and then they appear, strike and fade away; all.of thishappening
before the enemy even knows what hit them. Standard Shadow
vessels employ o single beam weapon which'is powerful enough
to slice through a heavy cruiser with o single shot. The fighters
employ smaller weapons that project pulses of destructive energy.

The main weakness of Shadow vessels is the pilofs. The young
races used as pilots are very capable warriors, but they have the
one flaw that almost every one of the younger races has: their
minds. Shadow vessels and pilots are, in effect, one united being.
This means that the hull of the ship is really just on extension of the
pilot's body. In most cases this is an advantage. However, telepaths
need to be able o see their target in order to use their mental
powers. Since Shadow ships and pilots are one boedy, the whole
ship is exposed lo telepathic assauli. A skilled telepath can render
an entire Shadow ship immaobile using psionic aftacks. They can
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also impair the ship’s maneuverability (which is normally consid-
erable) and even interfere with the hull's damage dispersion net-
work (thus making it more vulnerable to domage). It is because of
this weakness that the Vorlons began to foster telepaths omong
many of the younger races.

Shadow Ship Layout

Most Shadow vessels have no front, rear, or side structures at
all (though they do have front/rear and port/starboard defense
rafings). Thus, eny damage they take is automatically a Primary
hit. Piercing mode weapons treat Shadows as medium ships for
damage purposes.

Systerns on Shadows may not be attacked with colled shots.

Bio-Drives

~ Shadow: ships do not move using any sort of conventional
drive ‘systems. Instead of thrust, they redirect bio-energy using
advanced technologies noteven dreamed of by the younger races.

Shadow ships have a series of small “bio-drives” or ” bio-thrusi-
ers” that preduce all their ship’s thrust. These are considered to
face any direction desired at the time the thrust is needed, al-
though an individual bio-drive may enly apply thrust in one direc-
tion (forward, port, aft, or starboard) during any turn. A bio-drive's
location on the control sheet does not affect this choice (o drive
systern on the port side could be designated a: starboard thruster
if needed, for example).

Although Shadow ships do not have engines on their control
sheets, they still have an engine efficiency rating which determines
how much power is needed to produce an exira point of free
thrust.

Bio-drives can overthrust, and accept eritical hits like any other
thruster would. They share the same icon as normal thrusters,
although “Bio-Drive System” will be noted in the Special Notes box
as a reminder that these are freated differently.




Energy Diffuser Tendrils

Each leg, or tendril, of a Shadow ship is attached to a dam-
age distribution system known as an energy diffuser. Damage
which hits the ship can be absorbed instead into o fendril, pre-
venting actual boxes from being marked off. The stored damage
peints can then be bled off into space safely, without harming the
Shadow vessel. This is why Shadows are capable of absorbing so
much punishment without being destroyed. However, there is a
limit o the absorption ability of the tendrils. Once this has been
exceeded, the Shadow ship is rapidly and easily eradicated.

The diffuser system appears as a concen-
fric circle icon with @ number of lines affached
to various tendrils on one side of the ship. The
tendrils on a side can be used only against shots
coming in from that side (the typical Shadow
vessel has two diffusers, one on either side,
though there may be excepfions fo this rule).

Indeterminate shots are resolved in the same way as wifh cmy..
‘again hits. the ‘slicer. Since the slicer has already used its armor

“against this v:aﬂeg the full 10 points would be applied against it.

other weapons fire: The Shadow player chooses which side is hif,
but must select the same side for all shots coming from the same
_uniton that turn.

When any volley orsub-volley hits a Shadow vessel, roll for hit

location normally and subtract armor in the usual way (and apply
special effects, such as matter or plasma armeor interactions, or
effects that weaken or destroy armor, if necessary—remember,
Shadows possess advanced armor that may nullify such abilities).
The Shadow player may now choose to either mark the remaining
damage from the volley on the listed system, or absorb it into @
tendril. If it is absorbed, simply write the damage amount in one
of the diffuser record boxes provided for this purpose. The total
amount absorbed into any specific tendril cannot exceed that
tendril’s maximum rating (shown in the box)—if it does, the re-

is subdivided ir

maining damage proceeds on to hit the originally domaged sys-
tem (it cannot be absorbed by a different tendril). If a volley or
sub-volley is completely absorbed, and no damage octually pen-
etrates into the targeted system, then no critical hit will be gener-
ated for that system by that volley.

Note that absorption is performed at the sub-volley level, so @
Shadow ship could, for example, choose to accept some sub-
volleys from a single raking shot into diffusers while other sub-
volleys could be taken as actual hits. If a volley later results in
further damage to another system (e.g., through overkill or other
effects), the Shadow player can choose to accept the remaining
domage into a different diffuser at this point, or allow it to dam-
cge;nnmher system using the nofmal rules.
ple: Araking velley.of 40 poins hits a Shadow ship. This

four 10-point sub-volleys per the normalprules

The first sUb—mﬂey rolls hitlecation and hits the slicer beam, which

F‘i"im armor. Rﬁfﬁwdhan let the remaining 5 damage hit the

~wedpon;_he absorbs it into @uendril, writing “5” in that tendril’s
record.boxThe second 10-point sub-volley rolls hit location and

However, the Shadew player again absorbs the sub-volley, this
time into a different tendril (incidentally filling it). By luck, the third
10=point sub-volley hits the slicer beam. As it happens, the only
tendrils on that side which are not already filled with damage hold
5 points already and have a capacity of only 10 points. The Shadow
player absorbs the sub-volley into one of these tendrils, filling it,
and the. remaining 5 points are marked as damage against the
weapon (he cannot apply them to a different tendril as only one
tendril can be used against any sub-volley). The final sub-volley
hits the slicer a fourth time. Cursing, the Shadow player absorbs
5 points info a tendril and 5 points hit the slicer beam, which is
enough to destroy it (it was previously damaged before this ex-
ample), with 1 point of overkill. The Shadow ship can now choose
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to absorb this 1 point into a different tendril (as overkill is permit-
ted to be transferred to another tendril), or let it hit the structure.
He chooses the latter, and the 1 point bounces off the structure’s
armor.

Flash damage is o special case, resolved as follows, First, de-
termine the system hit in the normal way and subtract armor as
required. The Shadow player then selects at most a single tendril
ond absorbs as much damage as it can handle. If extra damage
is left over, resolve it as o completely new volley, exactly as above
(i.e., roll for a new system hit, subtract armor even if that system
was hit in the previous volley, and proceed with tendril absorp-
tion). A different tendril (but only one} can be used with each vol-
ley. Repeat the procedure until the flash weapon damage is all
used up or the Shadow ship is destroyed. Should any domage

penetrate to a system (either because the Shadow ship runs out of'to
tendrils or because the player chooses fo allow it) the system M“ bal"lﬁ (but
absorb damage until it is destroyed, and then d new velley Wﬂlv@e :

~end 6’*4}353 turn, during the Adjust Ship Systems step, the Shadow
-vessﬁ disappears and is removed from play (treat this as disen-

generated as above. e P

At the end of each fum, a drHuser can discharge some of the.
energy in its fendrils by bleeding it off into space. The amount of
energy which can be discharged is shown in the diffuser’s icon.
This @amount can come from one or more tendrils in any combi-
nation desired. Energy absorbed on the current turn can be dis-
charged if the Shadow player so wishes.

The diffuser ifself services all tendrils to which it is attached. If
it is destroyed; those fendrils can no longer absorb or release dam-
age. The Shadow player is, therefore, advised to always absorb
any damage which would hit a diffuser!

Critical Hifs: Roll the usual d20.

1-10: No critical hit.

11-15: No effect to the diffuser. However, one of the aftached
tendrils is destroyed (player’s choice). Mark an X in its box to indi-
cate this. The pilot suffers “pain” (described under “Shadow Pi-
lots” hereafter) on the next turn equal to the tendril’s absorption

capacily (freated as damage, even though no damage points are
actually marked off anywhere in the ship).

16-19: Lose a tendril as described under 11-15, and reduce
the diffuser’s discharge rating by 1.

20-24: Lose a tendril, reduce the discharge rating by 2 and
lower the absorption ratings of oll remaining tendrils by 2.

25+ Lose two tendrils, reduce the discharge rating by 3 and
lower the absorption ratings of all remaining tendrils by 4.

Phasing Drive

Shadow ships use this unique engine fo phase directly into or
out of hyperspace without the need for jump drives or jump gates.
To t&ae"if the ship simply activates the drive during the Announce/

n Jump Points step in #he Combat Sequence. The ship begins
_'o‘fﬂ_{e’iﬁ .ﬁ"_'_*

but -mﬂ'rér%ys?’éms, suchas sensors) are deactivated im-
mﬂrtetéi?%n‘d automatically) to feed power info the drive. Af the

gageme*m fromuthe scenario unless ofherw:se specified by that

scenario’s specific rules).

During the turn-of phasing out, the ship is vulnerable fo fire
from enemy weapons, [fthe phasing drive is damaged—with even

“.one point of domage after armor and diffuser absorption—dur-

ing ‘@ phase-out, the drive overloads and destroys the ship! For
this, reason, the Shadows usually move well away from @ combat
zone'before phasing, or ot least make sure the general area is
clear of.any enemy units.

If o Shadow ship is phasing into @ scenario, it uses the exact
same procedure except that it is not quite as vulnerable. Its weap-
ons do not need to be deactivated (though they cannot fire during
the phase-in, at least they will be ready on the following turn). The
ship is, however, still subject fo destruction if one box of the phas-
ing drive is destroyed.
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The ability to use a phasing drive is built into the hulls of Shadow
ships, and is tied into the energy diffuser tendrils. If even one of
these has been destroyed, or if the phasing drive itself is destroyed,
the ship may not phase into or out of hyperspace. If the drive is
damaged but not destroyed, it can be used, but with the same risk
of overload as damaged jump engines have (see the Core Rules).

If @ Shadow ship cannot phase out for any of the reasons

listed above, another Shadow vessel of the same size or larger
can dock to it and phase them both (assuming it meets the crite-
ria for phasing, of course). The two ships must match speeds and
headings, and be in the same hex, and they must spend one full
tum flying fogether to complete the docking procedure. On the
following turn, they can phase out safely. While: docking, or while
docked, neither can fire weapens, though can use energy
diffusers if needed. They are freated os sey
other purposes. If the main. ship is destroyed
the docked vessel'is also destroyed! -

Half-Phasing -

The maneuver referred to as half-phasing tempomrlly shunts
a Shadow ship pariially into hyperspace, making'enemy weapons
more likely to miss. Half-phasing uses the phasing drive to its lim-

its, so that system must be completely intact to use this maneuver.

As with phasing out, damage to the drive will destroy the Shadow
ship if it is involved in a half-phasing attempt.

To use this procedure, the Shadow player announces during
his step in the movement sequence that he is partially phasing
out. This requires the full use of any two undamaged bio-thrusters
(their thrust is channeled directly into the phasing drive). If two
undamaged thrusters are not available, the maneuver cannot be
executed.

Half-phasing lasts throughout the duration of the turn. While
the maneuver is under way, the following effects occur:
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rate targets for all -
wh‘;}e phdsing wa,

- mal spa

 tself wﬂhouqumogmg oraffecting the obiject it appeared within.

The Shadow ship’s defense rotings are improved by 8
ogainst ballistic weapons (including proximity types) and by 4
against any other kinds of weapons. Note that this applies direcily
to the ship's defense ratings (it is not EW).

The Shadow ship suffers a =10 penalty to any weapons
fire on that turn.

The Shadow ship cannot use vortex disruptors while half-
phasing, nor can it launch or recover fighters.

While half-phasing, the Shadow ship cannot be rammed,
nor may it ram, unless the other unit is itself half-phasing. If the
half-phased ship enters a hex containing a solid object such as an
enormous unit, asteroid, or planetary surface, it passes through
unharmed, so long as it ends the turn in open space (at the end of
the turn it will rematerialize, even if the player intends to continue
half-phasing on the subsequent turn). If it ends up in the same
hex as.a solid object, it is forcibly thrust into hyperspace (or nor-
pace if already in hyperspace) with such force as to destroy

Sy The. ship: may. not phase into or out of hyperspace on a
furn in-which'it is half-phesing (the phasing drive can be used for
only one purpose on any given.turn). Half-phasing does not affect
the jump rate of the Shadow ship.

Half-phasing ¢an be done each turn, though it stops at the
end of that turn and must be restarted onthe following one. It is
normally used when the Shadow ship becomes the target of large
numbers of ballistic weapons, which are otherwise difficult for a
Shadow vessel to defend against, or believes it is ubaui to be the
subject of @ ramming attack. -

Shadow Pilots

A Shadow pilot is one with its ship. Thus, any damage scored
on the ship causes considerable pain to the pilot. For every 10
points of damage or destroyed tendril capacity (not counting en-




ergy blocked by armor or absorbed into the diffusers), dropping
any fraction, the ship suffers a -1 penalty on weapons fire, has a
-1 penalty to initiative, and loses 1 point of free thrust. These pen-
alties apply on the next turn only, ofter which the pilot recovers.
During this “pain turn,” the Shadow ship emits a horrible scream
which can be heard over most communications channels.

It is possible to kill the pilat directly with a lucky: hit to the
precise center of the ship. If all Pilot boxes are destroyed, the ship
is “killed” (it crumples into a wasted shell). If some, but not all,
boxes on the Pilot system are hit, each one is considered a “wound”
(causing the same effects as pain, explained above, except that
they remain for the duration of the scenario, and cannot be re-
paired with self-repair systems). Wound and pain effects are cu-
mulative.

Shadow pilots bring with them any abilities or skills they had.
befare converted to Shadow service. Thus, a lelqhwkﬂ@,mmran -f’

elite officer would retain those abilities: (which, netu
have to be paid for in Combat Peints) shouldﬁhaﬁe opﬂoanrmtg?s,
be in use. Since there is onlyone pilot, howe'oer, he can only [nqgaﬁ
the abilities of one officer, and canneq‘ be conmderad an elite crew
under any. circumstances. %

T distasteful to them. Thus-in, a free-form battle, Vorlon telepathic
\ powers cannot be used, and in-a campaign, their use should be

Telepaths vs. Shadows

The Shadow ship (and its pilot) is vulnerable to telepaths, who
can maoke o devastating psychic attack during o scenario. The
primary means to determine the effect of such attacks is the
telepath’s psi rating, which normally ranges from 1 (weakest) fo
12 (strongest). Some rare cases may exceed these levels, but noth-
ing higher than P15 has ever been recorded.

" Usually, scenario rules will specify which ships have telepaths
(and their levels). In free-form scenarios, players may not buy them
individually, although one may be employed if all sides agree. Due
to their varying effects and the fact that they function only against

Shadows, it is impossible to set a proper point value for them. As
a general rule of thumb, however, assume they cost 50 points per
psi rating level, with a maximum level of P12 available under most
circumstances.

Telepaths can be employed on any ship or fighter. Even the
Narns (who do not have natural telepaths) can use them, pre-
sumably hiring one from outside sources. Historically, most ships
do not include telepaths as part of their normal crew, and before
the Shadow War, even if one was présent he would not know about
his abilities versus the Shadows. Thus, in o scenario set before the
Shadow War, telepoiﬁs‘should not be used (except by the Vorlons).

AII Vorlons are telepaths. of level P15, but cannot use their

ities wﬂl:gagtadmppirfg all control over their own ship. Thus,

Bssai ld l?g_fqrhga\d to.operate autonomously if the Vorlon
'ﬂ'ymg d"_ egan attack, and due to the captain’s need for total

ip would be: fm:gg‘;_l_xio fly in a straight line (no
eu “perm Q% In addition, if s psivattack failed, the
]e’wwpuld sfill be un >rithese restrictions for the rest-of the

1urh;-dur|r‘ﬁg which its opponent wébld be sure to furn the tables

on its would Be. attacker! (Note: Unless the scenario specifically
"alls for this“abilify-to be used, Vorlons will never employ it, as
directly involving Themseives in a mental attack is considerably

severely resfricted.)

Durlng any turn, a telepath can make a psychic aftack on a
Shadow vessel within a number of hexes equal fo the psi rating
times 2y so long as the target ship can be directly seen by the
telepath inquestion (a video image is not sufficient). Nermally, the
telepath is positioned on the bridge (or cockpit of a fighter), and
thus can directly see targets only through the forward 1207 arc
(or the rear arc if located in the navigator’s seat of a two-seat
fighter). In some cases, the felepath will be in another part of the
ship (this option is not available for fighters). If this is the case,
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assume that any location in the primary hull or forward structure
area can see through the forward arc, any location in the port
area sees through the port arc, and so on. If located in a weapon
emplacement, the felepath gains a field of view equal to that
weapon's arc. However, the telepath is considered disabled (but
not killed) if even one box is marked destroyed on the system he
resides in, and is considered killed if that entire system is destroyed.
If disabled, he is unavailable for the rest of the scenario, but could
be used again later in a multi-scenario campaign. If desired, the
telepath (if not disabled) can move toranother part of the ship, but
will be unavailable for two full turns while intransit (only one turn
if the location is in or attached to-the same structural.area).

To make his attack, the telepath rolls a . d20 just o%fenelec-
tronic warfare stafus has been. qnnounced b.'__ e\ll ship
map (i.e., before movement during the turn. he telep
ence and location is revealed.atithis poin *lﬁﬁheﬁfe‘%ﬂ"‘f
or less than his"psi rating, he “locks an” 16 that Shdﬁw
Once lock-on is achieved, the f@dlawmg effects occur: o

The Shadow ship’sspeed is temporarily reduced bymclue
equal to the psi rating (to @ minimum of zero). Thus, a'ship moy='
ing 15 hexes per turn under attack by a P8 would'drop to speed
7, while a ship moving 10 attacked by a P12-would drop fo speed
0. Available free thrust points are reduced by an equal level. Any -
rolls or pivols in progress are temporarily halted. Speed, rotations,
and thrust are restored as socon as the felepathic link is bmken
(picking up where they left off, as applicable). _

The Shadow ship cannot fire weapons or launch/recover
fighters while the telepath is locked on, although its wegpons con-
tinue to charge (if applicable). If the ship operates fighters, which
are semi-autonomous, they can continue to attack, but at a pen-
alty to their initiative equal to one-third the psi rating (drop all
fractions); e.g., a P11 would reduce initiative by 3.

The Shadow vessel cannot aclivate its phasing drive for
any purpose, and other Shadows cannot dock to help it escape.
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Energy diffusers cannot bleed off energy into space.
Note: If the target ship is actually piloted by a telepath—some-
thing the Shadows were trying to arrange during the Shadow
War—subtract the defending ship’s psi rating from the attacker’s
rating before any of the calculations above are made. Thus, a
P12 attacking a Shadow P7 would be considered a P5 for all
purposes herein. If the defender’s rating is equal o or greater
than the attacker’s, then no attack can be made (but the de-
fender gains no other benefit). Since few Shadow ships are known
to have been piloted by telepaths, this can only happen in specific
“what-if" scenarios.
Once a Shadow ship has been locked onto by a telepath, the
lock-on can be cancelled in any of the following ways:
The telepath must roll each turn to confinue holding the

s"- ,Shadow sh|p in hls mental grip. Eoch ’furn after ’rhe ﬁrs’r however,

.’i‘gﬁe.wymmaf ho]d‘mg on.” Thus, a P12 would hava to r0|| al2or
r"" llgss to g‘*b nléhndqw on‘the first try, an 11 or less to hold it on

the second: turn, @ 10 or less the turi affer, and so on. This roll is
made at the same time inthe Combat Sequence that the original
lock-on attempt is made. _

If the attacking telepath can no longer see the target (be-
cause one or the other of them moves. in such o way thot the
attacker’s position no longer “sees” the Shadow, as described
earlier in this section, or if line-of-sight is lost), then the lock-on is
broken. All restrictions against the Shadow are lifted, although
movement-related ones are still in effect for the current turn.

It the systemn containing the telepath takes at least one
point of domage, the aftacking telepath is automatically disabled
(or killed, if the system is destroyed) and lock-on is lost. All restric-
tions against the Shadow ship are lifted at the siart of the next
turn.

Once lock-on is lost (or if the attack fails), the telepath suffers
a kind of psychic exhaustion due to the strain of attacking the




alien Shadow ship. For two turns thereafter, plus the number of
full or partial turns that lock-on was maintained, that telepath
cannot make another attempt on the same or any other Shadow
vessel. Thus, a telepath who locks onto a Shadow ship for 2 turns,
beginning on turn 1 and ending on turn 3, cannot try again until
the start of turn 7 (4 more turns after lock-on is lost). A telepath
who tried and failed could try again two turns later (assuming the
Shadows, now knowing where he is, permit him fo survive long
are more limited, however.

enough fo make the attempt).
Shadow self-repair systems cannot repair strue-

ture at all (whether fotally destroyed-or not). They alse c:;:lr’mm‘

Selif-Repair Systems

Shadow ships have a self-repair system similar
to that used by other First Ones, and use the same
rules except as noted herein. Their repair devices

repair tendrils which have been destroyed duete diffuser enfl(fmis

(though these will regenerate over the course of several weeks).

Molecular Slicer Beam

This is the main weapon on most larger Shadow
ships, such as the ubiguitous Shadow Cruiser. It is used
to literally cut apart enemy vessels. It is a raking
weapon, but scores damage in 15-point volleys, not
10-point volleys like the guns used by the younger races.

Slicer beams are incredibly intense molecular weap-
ons, and are not affected by armor (except adaptive
armor set to molecular defense). This, more than any-
thing, allows them to tear apart the ships of the younger races.
Slicers are affected by shields and other defenses normally (except
for those nullified by the ship’s advanced sensors).

Molecular slicer beams can be fired as often as desired, but
no more than once per turn. However, the longer they go without
firing, the more powerful they become, up to a cerfain maximum.
On the ship control sheet, the Weapons Specs chart lists damage
yields based on the number of turns of arming since the last shot
was taken. If not otherwise specified in a scenario, assume that
Shadow ships begin play with the weapon fully charged.

Molecular slicers can be employed against multiple targets,
“sweeping” the beam through space. The Shadow player does
this by allocating any subsef of his damage dice (before rolling for
damage) to the targets of choice. For example, he could apply
4d10 to.a nearby fighter flight-and the remainder of the damage
fo aiship. Al selected targets must be in‘the weapon’s firing arc, of
courfse, but their ranges can be vastly different. Naturally, the ship
| ' i eﬂ&;rn +c rgei normu”y, and CUI"nUlGhVE penohy of

......

'%@ _ecncv the @reier of targets in whchever way-he:chooses). If he
fired atfour different f1|g|-ﬁs, for.example, the first would be-at no
penalty, theisecond at -1, the third @t-2 and the last af -3.

Slicer beams can be employed against-the individual fighters
in a flight. The ﬂrlng ship is free to specify which specific fighter is
damaged by his shot (ihe defender does not choose, as is the
case with most weapons)=If the slicer is broken up and fired sev-
eral times info the same flight, each extra segment of the shot
suffers the penalties noted in the previous paragraph.

« Finally, slicer beams can operate defensively against incom-
ing weapons. For each 1d10 used for defensive purposes, the
weapon, operates as a weapon with a =2 infercept rating. This
can be combined with as many 1d10s as are available (from the
same weapon) with no degradation, i.e., 2d10 would count as a
—4 infercept rating, 3d10 would be —6, and so on. If desired, 6
points of “constant” damage can be expended as a d10, so
3d10+6 would count as a -8 intercept rating.
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Each defensive use counts as a full “shot” by the weapon for
purposes of multiple firing penalties, and defensive fire must be

considered first for this purpose. Thus, if a slicer beam fired 2d10

against a particle beam, 1d10+6 against a missile, and the rest
of its damage against a nearby ship, both intercept shots would
be at -4 and the offensive fire would be at a -2 penalty.

Special Notes: Molecular slicers are raking (15) weapons, but
can use piercing mode gt higher arming levels. They cannot be
intercepted.

Light Molecular Slicer Beam
This is a weaker version of the-slicer beam. Itis
found on smaller Shadow vessels as well as the: Earth,
Alliance Shadow Omega.- P W
This weapon uses all the rules of the nagmnl al}g;?er '
beem (i.e., i ignores.armor can’t be intercepted, Eﬂ
fire at multlpie fargets, etc.) except thetif 'canno’r:t)e p
operated defensively. lts only other differences are in its’
weaker stafistics. For exarmiple, it does not score dam-

Multiphased Cutter

These weapons are less powerful than molecular
slicer beams, and are employed on smaller vessels.
Their main purpose is destroying enemy fighters,
though they can significantly damage ships by cut-
ting holes in their hull.

Multiphased cutters can fire up to three fimes per -
turn, at the some or different targets. Each of these shots can fire
offensively or defensively, though if more than one is fired at the
same incoming shot, they suffer the usual degradation.

This is a molecular weapon which scores damage in standard
mode.
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Light Multiphased Cutter

This is a basic multiphased cutter without the multiple
firing ability (it can fake only one shot per turn). It ap-
pears on some smaller Shadow ships and the ships of
Shadow servants, including the EA's Shadow Omego.

Vortex Disruptor
This is a special weapon which was originally

developed solely for the purpose of destroying

Vorlon ships (which employ jump drive technology :

only slightly more advanced than that used by the ‘41&}
younger races). The Shadow theory was that if they

could ever convince the Vorlons to actually engage

~“them in-combat, the fight would be o the death—the Vorlons
- mu!d either win; or die frying fo escape.

’ﬁ% vortex disrupfor is fired directly inte an open jump point,
!‘Wﬁﬁ’u"bdse chance fo hit of 20° {minus the range penally). If it hits,

that Vortex begins fo collapse. Any ship:in the jump point at the
age in Raking (15) mode, but normal Raking (10) ._\mstead. g

time (this is possible due to the Combat Sequence, as noted in the
Core Rules) will be automatically destroyed by the resulting rift in

“the fabric of space. There is no roll for damage; destruction: is
~ automatic. If the disruptor misses the jump pom1 there is no ef-

fect whatsoever.

Vorlon ships, which.use a slightly odwmced form of jump en-
gine (developed in response to the vortex disruptor), have a chance
to slip through the jump point before it collapses. Determine the
difference between the Shadow player’s die roll o hit the jump
point and the required to-hit value, and add to this the distance
the Vorlon ship moved to reach the jump point on this turn. Now
roll 1d20. If the result is equal to or greater than the calculated
total, the Vorlon ship escapes; otherwise, it is destroyed.




Example: A vortex disruptor needs a 16 or less to hit a jump
point and rolls an 11, a difference of 5. The Vorlon ship moved 6
hexes to reach its jump point on this turn. If the result of the die
roll is 11 or greater, the Vorlon gets away.

Phasing Pulse Cannon

The phasing pulse cannon is a Shadow device used
on some support ships and a few other vessels. It is an
advanced pulse gun originally designed to phase its
way through shields, though the Vorlons quickly
adapted their technology to block the effect. Against
non-electromagnetic shields operated by younger races,
it ignores both the damage absorption and lowered
defense ratings. It also ignores energy webs, particle impeders,

plasma webs, and any other shield-like energy field which pro-

vides a similar type of defense (unless operated by another First
One). It is not immune to defensive fire.or EW, however.
The phasing pulse cannon comes in several varieties, includ-

ing light, medium, and heavy versions. They are funchonclly simi-

lar, except for differences in damage and other statistics. Note the
improved grouping range typical of molecular pulse weapons.

This is a molecular weapon which scores damage in standard
mode.

Polarity Cannon

This weapon is used by Shadow fighters. It is a multi-shot
weapon and normally fires twice per furn, but if not fired, it can
take three shots on the next turn (or any turn thereafter, unfil it
shoofs and empties itself of eneray, which starts this cycle over
again). Note: On the turn a Shadow fighter is launched, this
weapon cannot be used, and on the turn after this, it will have
only two shots available.

This is a molecular weapon which scores damage in standard
mode.

Energy Damping Field

This is not a weapon, but an effect of the Shadow Energy
Cloud. Any ship or fighter within the cloud at the start of the turn
suffers from the effects listed below.

One-half (round fractions up) of all free thrust is lost while
in the damping field, and engines (except those on First One ships)
function at double the listed ratings (e.g-, an engine rating of 2/1
functions as 4/1).

The first turn_a wnit is in the damping field, all energy is
drained out of jump engines, sensors function at only half effi-
ciency (round fractions up), no special weapon functions (pierc-
ing mode, sustdined mode, etc.) can be used unless that is the
only method the weapon may use to fire, and energy equaling

one-fourth (round fractions of 0.5 or more up) of the total num-

ber of weapons on the ship mustbe: deectwcfed (and their power
is lost, not transferred fo:other systems). :
“The second consecufiverturn in the field, sensors function

“at only-one-fourth efficiency (round fractions of 0.5 or more up),

special weapon funclions are lost as above; and one-half of the
ship’s weapons must-be deactivated.

The third consecutive turn (and later) in the field, sensors
and weapons are totally drained and useless.
- Once the ship is no longer in the field, the penalties above are
lifted. Any weapons that were shut off must, naturally, begin the
rearming process again from scratch.

Fighter Bomb

Shadow carriers do not employ separate fighters, but instead
create them by drawing off part of their essence. The fighters are
then spewed forth in a clump, something the younger races have
euphemistically dubbed the “fighter bomb.”
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A bomb can contain any amount of fighters,
during o scenario than its listed maximum (shown

on the hangar icon). In addition, since the destruc-

tion of a fighter robs the ship of some of its struc-

fighters in a scenario than its structure allows.

Shadow ships do not maintain or launch fighters using their
hangar like most ships. Instead, they draw from their own struc-
or slash in one structure box. If the fighter is later recovered, erase
this mark. If all structure boxes comum marks, no- more F1gh+ers
can be produced.

but the Shadow ship cannot operate more fighters -

ture (see below), a Shadow ship cannot create more

ture to create fighters. Whenever a fighter is formed, place a dot
It @ marked structure box is destroyed in cambai, the f‘ ghfer is

cut off from its carrier and can no longer land. It will die ond
shrivel up after the scenario.is-over'{but can: cenﬂnue the bﬁﬂlpx

otherwise unaffeeted).

IFa fighter is lost (and was not ﬂﬁeady cui off as qbavelmihe"
corresponding structure box on its carrier is also |Qs#”[m;:rk~51‘¥ de-
stroyed). If that was the last structure box on the shlp,,i*he ship is’

destroyed! Note that Shadow fighters cannot drop'out of combat,
so players can actuclly damage (or even-destroy) a carrier by pick-
ing off its wounded fighters. The fighters cannot phase out, but

can flee the map and disengage in the hopes of being recovered

later. They can remain unattached to their carrier for several hours
(ossuming they are not cut off by damage to the ship), even if
separated by great distances. However, it takes the carrier several
days to recover from the loss of a fighter, so it cannot generate a
replacement until at least that much fime has passed.

To use a fighter bomb, the Shadow ship treats the hangar as it
would any other weapon. The bomb is launched during the Weap-
ons Fire step of the Combat Sequence, and fargets a hex in the
hangar's arc, at @ maximum range of 10 hexes away. There is no
chance of @ miss, so no die roll is needed. The bomb immediately
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bursts into any quantity of fighters the Shadow player wishes (sub-
ject to the ship’s fighter maximum and the amount of hull boxes
available, of course). They have the same heading and speed as
the firing ship, and are all located in the fargeted hex. Note that
since they arrive on the map during the Weapons Fire step, they
cannot take any actions until the following turn {and their guns
would not begin arming until that turn).

Shadow hangars cannot recover fighters, only launch them
as above. Fighiers are recovered by using the normal fighter land-
ing procedures. If a fighter lands, it is immediately reabsorbed
into the structure, and can be launched again @s soon as the
following turn (with all of its existing damage repaired). Any dam-
age the fighter had when it landed, or any energy contained in ifs
diffusers, must be absorbed into a single diffuser of the carrier’s
choice (any excess penefrates as damage fo a rondom system,
tgnormg ‘armor):

Shﬂdow hangars do.not suffer from critical hits.

Note Shaﬁ@w flghfers are not free, but must be paid for af
the lsted cost in Combat Points. Ifithey are not purchased, it is

assumed that the ship’s pilot is incapable of controlling fighters

and therefore cannot 'use them. Shadow fighters‘can never be

purchased independently; but must have o carrier availoble. In
" published scenarios, such as those presented later in this book,

Shadow ships are assumed to be fully capable of launching all
their fighters unless otherwise noted in scenario rules.

Planetary Core Missile

These huge weapons are normally used to burrow into the
core of planets, destroying them from the inside out. However,
under some circumstances they can be used on ships. The victim
must be within o Shadow Energy Cloud, which is difficult to ar-
range considering the slow speed at which these clouds travel.



At most one missile in the cloud can make an atftack against a
ship per turn (and fighters or shuttles are too small to be tar-
geted). The missile rolls against the defense rating of the target
ship, using whichever rating is the lowest. No EW effects or range
penalfies apply. If it hits, the missile scores 10d10+ 150 damage
as a standard volley (this will be enough fo destroy most ships). If
it misses, there is no effect, but the missile will be available to
aftack again on the following turn. (Note: Since most Shadow
Clouds have hundreds of missiles, it is not likely that this will be
significant enough 1o track, although it might be a victory condi-
tion of some sort.)

Before the missile makes its attack, any other friendly ship in
the cloud may make an emergency attempt to intercept the mis-
sile by throwing itself in front of it. The “volunteer” must be within

fwo hexes of the chosen target and must be a ship, not a fighter

or shuttle. If this is to be done, the announcement must be made
before the missile’s roll to hit. The sacrificial ship will be hit auto-
matically, suffering the listed damage without any chance of a
miss.

Starships & Fighters

Shadow ships are dark, spindly, alien craft and are just as
dangerous as they appear. Phasing in from hyperspace without
warning, they can be upon an unsuspecting enemy in moments,
then away again before anyone knows what hit them.

Dreadnought

This is the largest known Shadow vessel. The pilot of such @
craft must be physically and mentally powerful enough to handle
the demands of merging with such a huge ship. Specimens of this
type are very rare among the younger races, and hence so are the
dreadnoughts.

This huge ship operates two molecular slicer beams, each of
which is treated independently. It can also deploy up to twelve
fighters.

Carrier

This is a variant of the cruiser which can launch up to four
flights of fighters. The primary difference in this type of ship is the
pilot, who must be capable of withstanding the physical and men-
tal strain of breaking his essence apart into so many smaller pieces.
Thus, there are relativelyfew carriers due to the lack of acceptable
pilots.

Destroyer
This is a smaller Shadow vessel designed fo eliminate large

numbers of fighters. The Shodows found that attacks by massed
fighter hordes could overwhelm their defenses, and not enough
«carriers were available to counter the threat. The destroyer is armed

with multiphased cutters and phasing pulse cannons, which to-

gether can rip.entire squadrons from space in a single furn.

Regeneration Outpost

These bases are usually found in hyperspace, and are used to
repair and re-energize Shadow-ships. (Although the vessel is ca-
pable of some amount of self-repair, this has its limits. In addition,
the pilot is still a biological unit, and must rest occasionally.) A
docked Shadow unit can use the base’s self-repair system on itself
(though repair maximum limitations must still be observed during
any scenario). However, such a ship cannot fire weapons while
docked, and blocks the fire of the slicer beam on the side it is
docked to (one of the four sides) so long as the connection is
maintained.

Because of the unique Shadow construction, this unit's de-
sign resembles a ship more than a base. There are no individual
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sections (and it is still treated as a medium ship versus piercing
volleys, just like any other Shadow vessel). Weapons and other
systems accept damage like ships do. Note that there are four
energy diffusers, each defending a quarter of the base.

Though the base cannot move, it has several bio-thrusters
which it uses to alter its rotation. The base cannot use any other
maneuvers. By paying the listed “pivot cost” during the base’s
turn in the movement sequence, a thruster can alter the rotation
speed by 1 (either up or down), A base rofating in a clockwise
direction can be reversed to counter-clockwise if slowed down fo
zero and then rotation is started in the opposite direction. The
base cannot rotfate faster than 3 hex facings per turn. A rofation
speed of zero is permitted.

Regeneratfion outposts are well-armed and cdn take a tre-
mendous amount of punishment. They can also’ h a signifi-
cant number of fighters in theirown defense. As it does not have
a phasing drive; it cannot half-phase, and cannot leave fis:current
position on ifs own. However, a Shadow dreadnought (but noth-
ing smaller) can use the special docking procedures to atfach
itself to the base and move it io another location. Thc‘ugh such
movement is slow and dangerous, it might be desirable if the base
has been discovered or is in danger of being found.

The individual chosen to command a regeneration outpoest is
usually one with little independent initiative and a tendency to-
wards laziness—but never a coward, who would panic and freeze
up if the base came under attack.

Energy Cloud

The energy cloud is a mostly structureless creation which is
capable of independent movement. Ifs sole purpose is o create
an operating environment for a horde of planetary core missiles.
In doing this, the cloud also exudes an energy damping field which
affects any unit located within itself. The missiles and field are de-
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scribed previously in the Shadow Technology section.

Energy clouds occupy a circular area equal to 7 hexes in di-
ameter on the map. They move at a speed of 1 hex per turn in any
direction desired by the controlling player (there is no “facing”).
Any unit which enfers one of its hexes, or which the cloud moves
over, will be affected by the damping field and can be attacked by
planetary core missiles. The missiles may attack any location within
the cloud, but cannot leave it.

The cloud’s main purpose is to aftack planets. If it fouches a
planet’s hex row (planets are so large they are usually denoted by
a row of hexes on the edge of the map), the planet can be at-
tacked by the core missiles. The attack will be automatically suc-
cessful unless the cloud has been destroyed beforehand. Once
the planet is destroyed, the cloud is empty and usually departs.

The cloud can be aftacked from within or without by firing
weapons info it: The cloud is an enormous unit {targeted like a

capital ship, and with.a defense rafing of 20 in all directions). The
firing unit. must.attack the center_hex of the cloud, and friples all

normal range penalties due to the difficulty of striking such a dif-

fused unit. It takes 1,000 points of damageto destroy an energy

cloud. It has ne.armor; no struciure, and no confrol-sheet; simply
keep a record of how much damage has been scored, and when
the 1,000th point has been caused, the cloud dissipates and is
removed from play.

The cloud can use a phasing drive fo enter or leave hyper-
space (but not for half-phasing), but requires 5 full turns to com-
plete the phasing. During these turns, it cannot move or attack,
and its missiles and damping field may not be used. In addition,
any damage scored on it is doubled. For this reason, the cloud
typically waits until the field of battle has been cleared before de-
parting.

Like the Vorlon planet killer, the Shadow cloud has no point
cost, It cannot be used in free-form battles and would only ap-
pear in certain historical scenarios which call for its use.




Cruiser

This is the classic Shadow vessel—the image one gets when they
think of the Shadows. Huge, dark, and powerful, it can withstand a tre-
mendous amount of punishment before suffering any lasting damage. It
is armed with a single melecular slicer beam, o vortex disruptor, and @
fighter bomb capable of putting at most one flight of fighters into the
fray.

SN N N N A A
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This variont of the destroyer is used primarily as an ELINT suppor
vessel. OMtten, ships of this type phase into areas the Shadows intend to
attack, checking out the region before the main assault force phases in.

The scout is not particularly effective in combat (other than in a sup-
port role). lis armament is limited fo @ pair of phasing pulse cannons.
Typically, the individuals chosen to fly this croft are weak and timid; their

usual response to an attack is io flee




Medium Fighter

-

Shadows do nof operate independent fighters, but separate pieces
of themselves info interceptor platforms armed with a single polarity can-
non. Though the fighters can be brought under the direct control of the
pilot, they are generally left to operate autonomously, at a sort of sub-
conscious level. For all intents and purposes, however, the player control-
ling the Shadow vessel can direct them as he wishes. Should the carrier
be destroyed, the fighters can continue to operate for a short while (the
duration of the scenario) but will shrivel up and die soon thereafter. They
cannot be absorbed info any ship other than their original carrier.

Shadow fighters are not piloted by individuals, and thus cannot sepa-
rately purchase special pilot improvements. However, the being control-
ling the Shadow carrier may have been an elite pilot in his former life (or
perhaps was a natural, but untrained). If this is the case, all fighters
created by the carrier will have his pilot advantages. That Shadow ship
must thus pay for these abilities for every fighter it is capable of launch-
ing!

L I I T 1T 11
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OTHER RACES AND
GOVERNMENTS

The Earth Alliance

Human beings are one of the youngest races out and about
in the galaxy today, and yet they are also one of the most impor-
tant. Already, in the brief time humanity has been amang the stars,
they have become involved in two major interstellar conflicts—the
Dilgar Invasion and the Earth-Minbari War. In the first instance,
human porticipation proved important to victory. Against the
Minbari the human fleets did not fare so well, but the Earth Alli-
ance come through and has flourished ever since. On the eve of
the next great Shadow War the human position is vital. Earth ships
are among the best in space, and the human empire extends to
several star systems, colonies, and bases.

Now the Earth Alliance, like the Centauri, is at a crossroads.
They are poised to take a dominant position in the galaxy, to be-
come leaders among the races. They are equally in donger of
becoming a closed society, with human distrust of aliens reaching
an all-time high. The Vorlon genetic manipulation worked well
with the humans, and Earth telepaths are among the most pow-
erful in the galoxy. Likewise, the Earth Allionce and Psi Corps are
both powerful institutions for order, another fact that makes the
humans appealing to the Vorlons. Of course anything that ap-
peals to the Vorlons makes the Shadows uneasy.

When the human explorer ship lcarus came to Z'ha’dum, the
Shadows took its crew captive and learned a great deal about
humanity. They saw what a threat the Earth Allionce and Psi Corps
would be in the coming battle, and knew that they needed to
neulralize that threat as soon as possible—or better yet, turn it to

their own cause. Shadow agents journeyed to Earth and soon
made contact with elements within the Earth Alliance government.
As is the way of the Shadows, they offered the humans whatever
they wanted. The new Shadow allies wanted control of their planet,
and the Shadows readily agreed 1o help them with their coup defat.
They also agreed fo provide the Earth Alliance with Shadow tech-
nology fo improve their ships (much as the Vorlons had helped to
create the White Star).

The Shadows saw Earth as a potential bastion for power in
the galoxy, so they decided to take things slowly. The Centauri
would be the Shadow puppets who started the war and first
brought chaos to the Galaxy (at the expense of the Narns, of
course). The Shadows hoped that ultimately it would be the hu-
mans who would be their champions, however. Thus the Shadows
did not show a heavy hand when dealing with the now-sympa-
thetic Earth Government. They wanted the humans fo stay out of
the fighting, ot least o first. They encouraged the new Earth gov-
ernment under President Clark to infroduce new and more re-
strictive policies on information dissemination. Clark needed little
convincing, since his goals and those of the Shadows seemed to
correspond almost perfectly.

Eventually the Shadow-supported policies of press control and
then martial low would serve to keep the Earth fleets oul of the
war almost entirely. However, this came at @ cost the Shadows did
not anticipate. The declaration of martial law and Clark’s over-
zealous aftacks on recalcitrant colonies like Mars and Proxima 3
led Babylon 5 to declare ifs independence from the Earth Alli-
ance. The Shadows had hoped that Babylon 5 would follow the
Eorth leed and remain uninvolved. They remembered the impor-
tance of Babylon 4 in the last great war and had hoped to solve
the problem at its root.

The Shadows also faced another problem when it came to
dealing with EarthGov. Not all of the elements within the govern-
ment felt entirely comfortable with Shadow influence. The Psi Corps
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would at first welcome the Shadows, seeing them as a tool for
grabbing power for themselves. But the Psi Corps has not sur-
vived as long as it has without being able fo recognize a threat
when it sees one. The Psi Corps did its best 1o keep aloof from
direct Shadow involvement and maintain some autonomy. They
could sense how uncomfortable the Shadows themselves were
around telepaths, and knew that they would have to watch these
new allies carefully. For their part the Shadows were happy, as
long as the Psi Corps telepaths stoyed out of the fight, for the
moment. They had other plans for the telepaths in the near future.

Ultimately, aside from Babylon 5, the Shadows had great suc-
cess on Earth. They kept the humans out of the war—both their
ships and their telepaths. Later Earth would prove a threat fo
Babylon 5 as well. Their only failure was that they played fo the
Earth sense of xenophobia too much. They succeeded in foiling
the Vorlons, who had great plans for the humans and their tele-
pathic abilities, but they failed to win the humans over completely:
The Shadows could well have used the support of Earth Alliance
destroyers in the coming war.

Shadow Omega Destroyer

During their attempt to form a complete alliance with Clark’s
regime, the Shadows agreed to refit a number of Omega De-
stroyers with advanced technology. This top-secret project was
carried out entirely by Shadow servants, and the ships themselves
were crewed by only the most frusted officers in the Earth Alli-
ance. Clark hoped these ships, which were eventually nicknamed
“Shadow Ormegas,” would be his ace-in-the-hole against anyone
attempting to rebel against him (and he was almost right). It is
believed that all surviving ships of this class were destroyed in a
climactic battle against Sheridan’s forces. Any Shadow Omega
crews which might have survived would be parichs, unable to
return to the Alliance.
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Shadow Omegas are at their core actual Omega Destroyers,
but have a number of Shadow technological improvements, in-
cluding light molecular slicers, heavy phasing pulse cannons, light
multiphased cutters, energy diffusers, and advanced armor. Note,
however, that this is still an Earth unit, with Earth sensors, struc-
ture, engines, jump drives, interceptors, thrusters, and so on. It
should be considered a hybrid vessel on an Earth hull for all rules.

In general, Shadow Omegos are limited deployment ships
which would never appear in @ normal scenario. For free-form
battles, they can only be used if all players agree they are permit-
ted. In a campaign, they can only be buili if campaign rules spe-
cifically allow it (or if some means exists whereby Earth can ally
with the Shadows). Even so, rules for this should be severely lim-
ited in scope—don’t allow Earth to convert all his Omegaos to
Shadow technology! Note that a Shadow player could not, by
himself, build a Shadoew Omega, unless he comes into possession
of Omega Destroyers or an Earth shipyard.

Black Omega Squadron

The Black Omegas are a squadron of elite Starfuries piloted
by telepaths, all of them at least of the P7 level. Although they did
not see action in the Shadow War, they were greatly feared by the
Shadows, and their appearance in a bottle could easily lead to a
quick Shadow defeat.

Despite some claims to the contrary, Black Omega Starfuries
did not have special weaponry, “stealth” abilities, or other modifi-
cations. They were standard Furies with black paint and a distinc-
tive omega emblazoned on its back. The Psi Corps did not, of
course, bother to refute the rumors of specially designed stealth
fighters, allowing their enemies fo believe what they wanted to

believe.




Because Black Omega Starfuries are basically normal, no
control sheet is needed or provided. However, many of the pilots
of the Black Omegas are elite (fypically, a flight contains at least
one Experl Pilot, as well as two or more other specialists). In addi-
tion, if the Starfuries are to fight against Shadows, they may have
access to special abilities (see Telepaths vs. Shadows in the Shad-
ows chapter).

The Minbari
Federation

Heroes of the last war, the Minbari are not what they once
were. A thousand years of peace and prosperity may have done
wonders for the Minbari people, but it has also weackened their
resolve fo fight—not entirely, but somewhat. Minbari culture cer-
tainly does not shy away from war—witness the Earth-Minbari
conflict—but the coming war with the Shadows is a different kind
of war. Simply put, Minbari ships are the best the younger races
have to offer, and the members of the Minbari Warrior caste are
acknowledged masters of their profession. It has been a long time,
a thousand years actually, since the Minbari faced o foe that they
were in setious danger of losing to.

The Minbari remember the Shadows well. The Religious caste
has preserved the stories of the war, and all Minbari honor the
memory of their greatest leader, Valen. It is only natural that, over
the course of a thousand years, memories and stories have a way
of changing. Certainly the last war was o deadly, hard-fought
affair, but to hear the story told today you would think the Minbari
fought the apocalypse itself and won. They are proud of their vic-
tory and scared of having to live up to the great deeds of their
ancestors. Of course, no Minbari would admit this, even to them-
selves. Still, the fear is there, and the Shadows are counting on

this fear to slow Minbari reactions to their presence.

Unfortunately for the Shadows, they cannot count on much
of anything when it comes to the Minbari. The Vorlons have so
permeated Minbari society with their influence that there is no
way that the Shadows can obtain the slightest bit of influence on
Minbar. All Minbari revere and respect the Vorlons, but it is the in
the Religious caste that the Vorlons have the most influence. The
Vorlons, working through Valen, practically invented Minbari cul-
ture as it stands today, and they naturally set aside an important
place for themselves in the religion. When a Vorlon reveals its true
form, it can command anything it wants from the worshipful
Minbari.

The Vorlons have built info Minbari religion a series of safe-
guards and prophecies that will ensure their cooperation when
the time comes to fight the Shadows. There has been a long-
retold tale that the Shadows will return to Z’ha’dum ond that the
Minbari will have to take up arms against the ancient enemy. This
was an easy prophecy for the Vorlons to introduce, since the Shad-
ows always return fo Z'ha’dum, and the second part would fulfill
itself once the first came true. The Religious caste would convince
the others of the necessity of war and the Minbari would once
again be the backbone of the Vorlon defense against the Shad-
ows.

To further this end, the Vorlons created especially close ties
with one member of the Minbari Religious caste: Delenn. The
Vorlons even used their influence to bring Delenn to Babylon 5 as
the Minbari ambassador so that they could interact with her di-
rectly through their own ambassador, Kosh. Delenn and Kosh
quickly developed a close relationship (with the Minbari in the
inferior position, of course, allowing Kosh to influence Babylon 5
council meetings through the Minbari without having fo show his
own hand). In many instances, Delenn became a mouthpiece for
Vorlon policies, although she did not necessarily realize it at the
time. Of course, since the Vorlons had toyed with the Minbari for
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so long, Minbari and Vorlon policies often proved identical.
The Vorlons also have one final ace in the hole when it comes

founded an organization called the Rangers, otherwise known os
the Army of the Light. Even their name shows signs of Vorlon pro-
paganda, as the Army of the Light is meant to oppose the “evil
Shadows.” During the last war, the Rangers were primarily on in-
telligence-gathering force, though they also served as liaisons
between the Minbari and the few other races who helped them
fight the Shadows. Since that war, the Rangers have continued to
exist, although in much-reduced numbers. The handful of Rang-
ers had one job: watch for the Shadows. They kept this vigil for a
thousand years, and when the Shadows returned to Z'ha’dum,
they discovered it and quietly warned the Vorlons and Minbari
leadership.

Since the Shadows awakened around 2250, the Rangers went
info action, With the return of the ancient enemy they needed to
quickly increase their numbers. They began to recruit and train
new Rangers, at first primarily from the Minbari Religious caste.
The Rangers have always had close ties to the Religious caste,
and it is from this caste that the Ranger leadership often (but not
always) comes. Cerfainly the Rangers themselves tend to be deeply
religious individuals. Once the new core of Rangers was estab-
lished, they began to recruit Rangers from other races as well,
including humans.

The Vorlons knew that soon the Shadows would try to make
inroads into the various younger races, and the Rangers needed
to find out where Shadow influence was secretly thriving. Minbari
traveling about the galoxy, asking lots of questions, would be foo
obvious {and no doubt less productive). Thus, at Vorlon instiga-
tion, the Rangers opened their ranks and even took on @ human
as their new leader. The former commander of Babylon 5, Am-
bassador Sinclair, took over the Rangers and began preparing
them for war.
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to preparing for this next great war. During the last war, Valen

The Rangers went out into the galaxy and began looking for
Shadow agents. Initially their job was simply to locate places where
Shadow influence was building. The Vorlons did not want fo en-
gage the Shadows as of yet. They wanted time to put a coalition
together. Besides, if they struck too early, the Shadows would sim-
ply slip away again and wait a few more years. The Vorlons wanted
to draw the Shadows out, make them commit themselves to a full-
scale conflict. Only by defeating them in this way could the Vorlons
hope to deliver a blow crushing enough to drive the Shadows off
for another thousand years. Of course, they did not tell the Minbari
this was their reasoning. Rather, they said that the Shadows must
not know of their plans because it might force the Shadows to act
before the alliance against them was established. While this is
partially true, the fact is the Vorlons also wanted to give the Shad-
ows fime to come out of all their hiding places they had fled to
after the last war.

The White Star

The White Star from the Earth Wars supplement did not in-
clude the self-repair system, primarily because that system was
limited to functioning only between scenarios. Players in cam-
paigns can assume the self-repair system is capable of fixing at
most 20 destroyed boxes in this manner, treating criticals as
“boxes” as defined in the self-repair rules. A completely destroyed
system can be made operational again only if all boxes are fixed.
Approximately four boxes can be repaired per hour until the maxi-
mum limit is reached. This buili-in self-repair system is lost if the
C&C is completely destroyed, but functions normally until then.

A White Star command variant is included with this product.
This model includes a fully operational self-repair system, in addi-
fion to the other slight improvements in structure and initiative
typicol to @ command ship. Historically, it is obvious that White
Star One was equipped with a full self-repair array, and a number




of other squadron leaders used one, but it was not included in the
mass-produced model due to the expense involved and the lack
of direct Vorlon construction assistance. As this technology was
lost with the departure of the Vorlons from the galaxy, no further
ships of this type were ever built, so as they were destroyed there
were no replacements. After 2268, it should be considered a rare
variant. For obvious reasons, no other Minbari ships can use self-
repair systems.

The Centauri
Republic

A hundred years ago there were few powers in the galaxy who
could rival the Centauri. Now they are an empire in decline. At
home, political infighting has led to a volatile state.

On the eve of the Shadow War, the Centauri stood at a cross-
roads. One path leads to continued decline. A second path would
take them back to their old heights and possibly beyond. The final
path could very well send them to complete destruction.

The Emperor on the eve of war, Turhan, was of a conciliatory
nature. He wanted contfinued peace for the Centauri, even with
their one-time slaves the Narn. Should Turhan have had his way
the Centauri would no doubt have proceeded down the first
path—a long, peaceful decline into obscurity. Unfortunately, it was
not to be. Turhan died of natural causes, and his replacerent,
Emperor Cartagia, proved to be mad. It remains fo be seen
whether his path leads the Centauri to its second choice of glory
or the third destiny of destruction.

Not surprisingly, there are elements among the Centauri who
yearn for the glory of the old days. They would see Centauri at
war, victorious over all who stand against them. The Centauri,
unlike the Minbari, have no memory of the Shadows. During the

last war they had not even discovered advanced space flight and
certainly had no role in the fighting. Thus, they do not know the
warning signs as the Minbari do, nor do they care. For all their
outward-looking desires of conquest, the Centauri are a very in-
sular people. They have little use or respect for other cultures or
ancient history that is not their own. They have a certain feeling of
manifest destiny, that the Galaxy is theirs to take by right. While
Turhan did not share this sentiment, others do.

All of this makes the Centauri Republic a perfect breeding
ground for Shadow influence, and when the war came, the Shad-
ows began with the Centauri. The Centauri are also prime candi-
dates because they have suffered from the Vorlons. Centauri scouts
sent info Vorlon space have been destroyed without comment.
Furthermore, the Vorlon program of genetic and psychic manipu-
lation did not find fertile ground among the Centauri people. The
Centauri culture was to insular, to focused on itself and its own
personalities, to get sucked into the mystique of the Vorlons. Thus,
while most races view a Vorlon in its true form with awe, the
Centauri have no particular feelings at all, and instead of a glori-
ous religious figure they instead see nothing. Certainly the Centauri
fear the Vorlons, but only because of their obvious power, not out
of any religious sentiment.

The Centauri fleet has also been in a state of decline, although
recently factions within the government have been doing what
they can to strengthen it. It has been some time since the Centauri
were af war, and even longer since they won one. It has, however,
been long enough that those hawkish Centauri have forgotten
the horrors of loss and now dream only of new victories. The pri-
mary target of their hatred is the Narn, and many longed fo re-
conquer the one-time province that is the Narn homeworld. As
we shall see in @ moment, the Shadows have their own reasons
for wanfing the Narn out of the picture. All this together makes
the Centauri the natural puppet of the Shadows, and so it shall
prove fo be.
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The Narn Regime

The Narns had a small but significant role in the last Shadow
War, although few in the galaxy realize it. A thousand years ago,
the Narn homeworld was a largely agricultural, primitive place,
with no space flight technology on the horizon. The Narns them-
selves lived in isolation, unaware of the goings-on in the rest of the
galaxy, or even of the existence of a universe outside their own
world. Then the Shadows came.

The Shodows make o habit of using low-tech or uninhabited
worlds as bases. They offer perfect locations for hiding from Vorlon
puppets since few would think to look for an advance Shadow
base on a relatively unimportant world. Likewise, it is easier fo
hide the true nature of the base if the locals do not have the tech-
nology to attempt a serious assault on the Shadows. Finally, even
if the Vorlons discovered the base, they would be loath to aftack it
directly without injuring the primitive indigenous culture. Thus, the
Shadows came to Narn and established a base on the southern
confinent.

As it turned out, the Shadows had more to worry about than
they thought. At this time a seminal Narn spiritual leader was
coming fo prominence on the planet. The Vorlons had visited the
Narn, just as they visited every race, and had performed their
enhancements. The Narn were beginning to come together into
the kind of organized, hierarchical and religious society that the
Vorlons prefer. This spiritual leader, G'Quan, discovered the Shad-
ows and the fact that they were involved in some sort of war in the
heavens. Given the Vorlon biases against the Shadows that were
in G'Quan’s very genes, he naturally assumed that the Shadows
were on the wrong side of this war.

G'Quan may well have been a telepath himself, but it is cer-
tain that he knew of telepaths, also called mind walkers. G'Quan
enlisted the aid of these felepaths in a crusade to drive the evil
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Shadows from Homeworld. As we know, telepaths are capable of
seriously disrupting Shadow vessels, although they are not neces-
sarily able to destroy them. The Narmn, led by G'Quan, made a
concerted attack on the Shadow base, using their telepaths to
great effect. Part of the reason G'Quan met with such initial suc-
cess is that he had managed to assemble the vast majority of the
planet’s telepaths for the aftack.

The assault was only marginally successful: the Shadows were
annoyed, but not driven away. Although hindered, they were nof
destroyed, and they managed to strike back, killing almost all of
the telepaths in the process. However, the great psychic outpour-
ing of the Narn assault was noticed by the Vorlons and Minbari,
who subsequently attacked and destroyed the hitherto unknown
Shadow base. Thus G'Quan earned the credit for bringing down
the gods to drive out the ancient enemy, but at the cost of most of
the Narn race’s telepathic ability. As a result, a thousand years
later on the eve of another war, there are no Narn telepaths. The
genetic conditions that favor psi abilities cannot be tound among
the Narn in concentrations strong enough to produce true
telepaths.

All this has been all but forgotten by the modern Narn, put
down as myth and legend by o race that has more pressing prob-
lems at hand. The Narn were forced into the modern age when
they were slaves of the Centauri. Now a free race, they have dreams
and ambitions that spread beyond their world. They have several
colonies and bases and plan fo expand even more, hopefully at
the expense of their hated enemy the Centouri. However, even if
they have forgotten it, the Narn know the secret of defeating
Shadow ships. More importantly, although the Narn may have
forgotten the Shadows, the Shadows have not forgotten the Narn.
The Shadows are a vengeful race and they have waited a thou-

sand years to take their revenge on the children of G'Quan.




The League

We see now that all the great powers in the Galaxy have been
spoken for. As the war comes upon us, the Vorlons and Shadows
have pretty well divided them among themselves. There are, of
course, scores of other races and governments out in the galaxy
that will play a part in the great war. Many of these are allied
together in the League of Non-Aligned Worlds. If the Minbari,
Centauri, and others are the main pieces in this war, the League
nations are the chessboard.

The League itself has of late been fertile ground for both Shadew
and Vorlon agents. The Vorlons, working through the Rangers,
have spent a great deal of fime in the League Worlds, both recruit-
ing new members and looking for signs of Shadow encroach-
ment. While many individuals have come over fo the Vorlon side,
the Rangers have not concentrated much on winning over actual
governments. The Shadows on the other hand are doing exactly
the opposite. Their agents have been approaching the govern-
ments with their age old question: What do you want?

Quite a few of the League worlds have answered the ques-
fion, and have been faking the Shadows up on their offers. After
all, the League worlds cannot individually stand up to the more
powerful races and thus seek allies wherever they can. Of course,
just as many of the worlds, swayed by Vorlon induced prejudices
and philosophies, are refusing the Shadow offers. The Shadows
have kept careful track of those who refuse them, and when the
war comes they are among the first to suffer. A few of the League
worlds can be described as being almost loyal to the Vorlon cause,
or at least highly resistant to the Shadows: the Brakiri, the Drazi,
and the Vree have all shown a willingness to stand strong against
the temptations offered by the Shadows. It is no surprise that these
races have also all taken well to Vorlon manipulation over the past
thousand years.

Individually, the League fleets are no match for the greater
powers. However, should the League manage to unite, or even
partially unite, they could prove a pofent force, as shown in the
Dilgar Invasion. The League of Non-Aligned Worlds s iiself a step
towards this unification, and represents a step down a path the
Shadows would prefer they did not take. This is one of the main
reasons the Shadows have concentrated so much of their efforts
among the League races. The Shadows know from past experi-
ence that disparate factions will unite against a common enemy,
especially if that enemy is as powerful and threatening as the Shad-
ows. By driving a series of wedges between the League worlds and
getting them fo fight one another, the Shadows hope to eliminate
the threat of a unified fleet without having to actually fight it. The
Vorlons naturally want just the opposite, and they hope to achieve
it through their own puppet institution, Babylon 5.

Babylon 5

History proclaims the importance of large space stations in
previous Shadow Wars, particularly the last one. Babylon 4 itself
was sent back in time to play an important part in that war.

The Babylon Project itself began as an Earth project to pro-
mote understanding and good relations with the rest of the gal-
axy. The hope was to avoid any future conflicts like the Earth-
Minbari War, which was itself caused by a misunderstanding. The
station itself has since become an important trade nexus, with
scores of different races passing through its docking bays every
day. This makes it the perfect tool for the Vorlons, a symbol of
order and cooperation in the galaxy. It also makes it an ideal
hunting ground for Shadow agents, who can approach the rep-
resentatives from many different governments, all under one roof.

The Vorlons have always seen Babylon 5 as the center of their
defense against the Shadows in the next war. From the beginning
they or their agents have been involved in every aspect of the
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Station’s development. The Vorlon ambassador, Kosh, has always
tried to develop some sort of hold over the station commander.
The first commander, Sinclair, became a Vorlon agent in every
sense of the word, and after a year was promoted to Ambassador
and sent to Minbari where he took over command of the Rang-
ers. Although the Vorlons had little control over the choice of the
new commander, Captain Sheridan, they were pleased with the
result. Kosh made every effort to bring Sheridan under his sway.

Through his own efforts and those of his ally, Ambassadeor
Delenn, Kosh was able to firmly convince Sheridan of the threat
posed by the Shadows. The faci that Sheridan’s wife was on the
crew of the lcarus was not lost on Kosh. He used this information
to spur on Sheridan’s growing hatred of the Shadows. It was not
long before Sheridan had convinced himself and his command
siaff that it was Babylon 5’s duty and henor fo save the galaxy
from the Shadows. Kosh then had Sheridan and Delenn installed
as joint leaders of the Rangers assigned fo Babylon 5’s sector of
space. All the time, Kosh and Delenn revealed as little information
as possible, giving Sheridan just enough information to win him
over, but not enough to form a clear picture of the true nature of
the conflict between Shadows and Vorlons.

The Shadows, meanwhile, would use the station for their own
goals right under the noses of the Vorlons. Kash, of course, was
immediately aware of the presence of both Shadow agents and
actual Shadows on the station, but chose not to act. He knew that
his position on B5 was not as strong as it could be. He wanted
time to strengthen the Vorlon alliance, both on the station and out
in the galaxy, before he moved openly against the Shadows. Mr.
Morden, a Shadow agent, used this opportunity to strengthen
Shadow ties to the Centauri and to contact other races as well,
even making a vain attempt to woo Delenn and the Minbari.

During this fime Babylon 5’s chief of medicine, Dr. Franklin,
was using the station to smuggle telepaths fleeing the Psi Corps to
freedom. The Psi Corps keeps strict control of all human telepaths,
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ond any telepaths who refuse to join the Corps must submit fo @
regimen of drugs that disrupts their use of psychic powers. The
drugs also have other, rather nasty side effects which most people
would prefer not to experience. Thus, some telepaths choose to
flee the Corps and seek refuge in the greater galaxy. Dr. Franklin
helped these individuals in their search for freedom, an activity
that the Vorlons knew about and approved of since they had al-
ready lost control over Psi Corps itself. This activity earned Babylon
5 a good reputation in the telepathic community at large, since
most other races view the Psi Corps as oppressive if not downright
evil. This good reputation would prove invaluable later in the war.

Babylon 5 is also host to the council of the League of Non-
Aligned Worlds, and each of the League worlds has representa-
tives on the station. This was one of the things that appealed fo
the Vorlons most about the station—it was a ready-made seffing
for uniting the League against the threat of the Shadows. Although
Sheridan had been won over fo the cause, Babylon 5 fiself had no
fleet to use in the coming war. By the time Sheridan had become
convinced that the war was a just and noble cause, relations be-
tween the station and Earth were strained. It waos obvious to the
Vorlons that the Shadows were at work on Earth and that Sheridan
could not count on Earth Alliance ships in his fight against the
ancient enemy. Sheridan would need to find a fleet elsewhere,
and the League Worlds would be the obvious choice.

As a leader in the Rangers, Sheridan would also have access
to the White Star fleet once the ships became operationol. The
station would eventually become the main staging ground far the
White Stars, giving Sheridan the basis for his own fleet, and the
ability to accomplish Varlon goals without relying on Earth Force
ships. Likewise, once the Minbari became committed to the war,
Babylon 5 would also serve as staging ground for Minbari cruis-
ers. As predicted by both sides, Babylon 5 turned out to be crucial
to the alliance against the Shadows, although oddly enough no
actual battles with the Shadows were ever toughi at the statfion.







THE ANCIENTS

“So. It appears the end approaches.” The speaker’s form
shifted, changing constantly, echoing his mood: anticipation,
impatience, expectant joy.

“Yes." The second seemed to rise up, towering, as though
posing a challenge. “The end at last.”

“We have waited," said the third and final member of the
bizarre, ever-changing trio as he slid across the polished deck
of their starship. “Waited so very long. So many races destroyed,
so much knowledge lost forever.”

“Yes. So much.”

The second creature continued to rise, forming into a tall
pillar that stretched from floor to ceiling. “We must act. Our
chance has come.”

“Brother, it is unlike you to be the challenger. Yours is the
way of answering challenges.” The first seemed to waver, his
anticipation shifting to undisguised uncertainty.

“Sensible.” The third was now an elliptical pool of liquid in
the center of the deck. “Through our action the natural balance
of things may be restored, the disruption of the Shadows and
Vorlons removed.”

“| fear for the galaxy if the threat does not end,” the first
agreed. “Yet how can we alone alter the outcome? Is that not
why we have chosen inaction before now?"

“There will be others. We are not alone in this.” The second's
body was like stone, solid and unwavering.

“I am in agreement," the third stated, his body now a trans-
parent glassy sheet. “We must act. What knowledge might
the young ones discover if left to themselves? Unless we help
to end this conflict, we might never know the answer.”
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The first, his body rippling and wavering, seemed to hesi-
tate in thought. Finally he spoke. “Like you | wish the war to
end. It interferes too much with freedom. Yet to interfere di-
rectly—"

“We have the chance we sought,” said the second.

“So much knowledge to be discovered,” put in the third.

Another pause. Finally, the shimmering body of the first
solidified into a rainbow-colored dodecahedron, a shape that
indicated exasperated agreement. “Very well. If only to preserve
free thought, | accept.”

At once a fourth voice, suffused with the wisdom of the
ages, echoed through their ship. “Your decision is appreciated,
old friends,” it said pleasurably. “l am glad you were able to find
each other again. Wait a while longer, and | shall contact you
with further instructions.”

“We shall wait,” came the reply.

“A short while longer means nothing to us.”

“Yes. We shall await your call. Farewell.”

On the nearby White Star, Lorien leaned back in his seat
and allowed himself a small smile. Through the viewport he
watched the Triumviron suddenly vanish as quickly as it had
appeared a few minutes ago.

Two down, he thought. Three more to go...

Background of
the Ancients

While some data is available regarding the Vorlens and Shad-
ows, almost nothing is known of their ancient brethren. These
elder races (referred to herein as “Ancient Ones”), with popula-
tions measured in single or at most double digits, trovel the Gal-
axy with liftle thought to the doings of the younger races. Though




they are cousins of the Shadows and Vorlons, they see litile reason
to get involved in their ongoing conflict, even though most of them
abhor it.

To these immortal beings, life has evolved onto a higher plane,
with their goal to strive to the next level of existence—whatever
that might be. The younger races, still a few rungs below the An-
cients on the cosmic evolufionary ladder, should be left to climb—
or fall—of their own accord. Some of the Ancienis wished to end
the greot Vorlon-Shadow war, but knew that they alone cannot
bring it about. They are simply too few in number, and to removed
from understanding the ways of the younger races, fo get involved.

Nonetheless, at the last, the Ancient Ones were instrumental
in bringing about the final termination of the “War Without End.”
It was the First One himself who saved Sheridan from death at
Z'ha’'dum and returned him to Babylon 5. Then, at the behest of
himself and the Rangers, other Ancient Ones agreed to join the
fight to end the great war. This chapter describes those who par-
ticipated ond their ships, some of which are like nothing else that
has ever been seen in the Galaxy.

Ancient Technology

The Ancienis have had untold eons to develop and perfect
their ships, which are more than a match for any small fleet of
ships from the younger races. Despite this, they can be defeated,
as they ceased all technological advancement millennia ago, los-
ing interest in weapons and defenses when the need for them was
gone. Otherwise, who knows how powerful they would actually
be?

Even so, it is difficult to represent their fremendous fechnology
in game terms. Every effort has been made to display their vessels
in the familiar format. For example, even though most do not use
“thrusters” os we might understand them, they all have systems
that perform the same purpose, and these appear as thruster

icons on the control sheet. Some of the more significant differ-
ences include the following:

Advanced Technology: Ancient ships use advanced armor
and advanced sensors, just as the Shadows and Vorlons do. Note
that many of the benefits of such systems are ignored when used
against other First Ones. For example, an ancient plasma gun
fired at @ Shadow would ignore half that ship’s armor.

Maneuver: Ancient ships are all treated as using a fully
gravitic drive system unless otherwise noted.

Hangars: The Ancients do not have a need for shuttles, and
do not operate them. It is assumed there is some method avail-
able for docking to other units if needed, but this is not denoted
on the control shee.

Movement To/From Hyperspace: Eoch Ancient One has
its own method for traveling info hyperspace, but these are all
listed on the control sheet as a “special jump drive” for consis-
tency. The drive affects only the Ancient’s ship and nothing else
(unless otherwise noted). As with a phasing drive, the jump drive is
initiated at the start of the turn and takes the ship out of (or into)
the scenario by the turn’s end, though the vessel will be vulnerable
to weapons fire in the interim. Except as noted, the ship may not
fire weapons while jumping inte/out of a scenario. If the jump

drive itself is damaged while the ship is departing/arriving, it has

only half the usual chance of detonating. Ancient jump drives can-
not be affected by vortex disruptors.
Self-Repoir: All Ancient Ones possess self-repair systeris

which operate using the rules given previously in this supplement.

Though their repair abilities are limited during scenarios, they can
completely regenerate themselves given enough time (typically
several weeks of inactivity).

C&C If an ancient ship complefely loses its C&C, it can
continue to maneuver, and can jump out of the scenario if desired
(assuming its jump drive is intoct). It may not fire weapons, how-
ever, except in defensive mode.

™ & © 2000 Warner Bros.

95



Uniqueness: Ancient ships are unique, and cannot be buill
or duplicated by other races. It may be that others of their type
exist somewhere in the Universe, but they are not likely fo ever be
seen in our Galaxy. It is possible that a future product may appear
detailing others of their kind, so some of the rules hereaffer may
use general terminology. Such a product would focus on ages
long since past.

The Ancient of
Ancients: Lorien

The original Ancient One lived on Z'ha'dum, the heart of
Shadow fterritory, apparently oblivious to all that went on in the
Galaxy. The Shadows felt that his presence there made their bases
and cities immune to attack, for who would dare bring destruc-
tion to the home of their most ancient and revered ancestor? In
addition, the fact that he did nothing to stop the Shadows proved
they were in the right. Unfortunately, this aifitude is like cloiming
God in on your side because He does not strike you down with @
lightning bolt!

In truth, the First One, who called himself Lorien in the pres-
ence of the younger races, was quite inferested in everything that
went on in the Galaxy. From his home at Z'ha’dum, he could
safely observe all that occurred, keeping on eye on oll Shadow
and Vorlon activities while remaining uninvolved. Not wishing to
see those he considered his children fight each other directly, he
was secrefly pleased that the Shadows chose his world as their
base, for this meant the Vorlons would indeed never make a direct
oftack on the Shadow citadel. Satisfied to walch, he never be-
came involved in any way, until the very end.

For most of history, he was content to let the Vorlons and
Shadows persist in their non-confrontational conflict, himself not
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sure which of their beliefs was correct. But then things began fo
change as the Vorlons started fo get directly involved in the devel-
opment of the younger races. He disapproved, but still chose to
do nothing. Then the Shadows began to break the “rules” to match
the Vorlons, and Lorien could see a dangerous escalation devel-
oping. Soon, very soon, he knew his children would cross the line
he hoped they would never cross. When they did, he knew he had
to act.

When Sheridan fell into the caves of Z’ha’dum, Lorien sensed
in him the key to the entire puzzle. Saving the Captain from cer-
tain doom, the First One escorted him back to Babylon 5 to take
his place as the pivotal point in the Shadow War. Lorien then pro-
ceeded to convince other Ancient Ones to join the fight, hoping fo
force the Shadows and Vorlons fo realize that their war must end,
and let the younger races go their own way, without any more
Ancient interference.

Lorien has a small spacecraft similar to a shuttle, which he
alone pilots, although it is not clear whether this was a real vessel
or one he merely created on a femporary basis. This ship is un-
armed—he has no need for conflic—and no other Ancient One
would ever consider firing upon it. Thus, it is a noncombatant and
can safely be lefl out of any scenario. Should it have o need to
appear in a scenario, assume thal no Shadow, Vorlon or other
Ancient One will fire on it, and no weapon of the younger races
(even ones based on Shadow or Vorlon technology) can affect it.

The Walkers of
Sigma 957

Near the world of Sigma 957 there is a tear in the fabric of
reality that leads to anather kind of space—"Otherspace,” if you
will. The Walkers explore this Otherspace, entering and leaving it




through the Sigma 957 rift and other rifts elsewhere in the Gal-
axy. As children of our Universe, however, they cannot stay long in
Otherspace, which may be another plane of existence, or a differ-
ent universe entirely (it is doubtful any member of the younger
races could fully comprehend it). They return from Otherspace
drained, resting until they can resume their exploration. To this
end, the world of Sigma 957 has been hollowed out and turned
into a kind of way station. This is the closest thing the Walkers
have to a home in the Universe.

In ancient times, the Walkers were the first to explore the Gal-
axy and map its many features, systems, and anomalies. Explora-
tion and discovery seemed to be the most important facet of Walker
life from the beginning. While other Ancient Ones were doing
whatever interested them, and generally staying put in their own
territory, the Walkers were moving around, constantly surveying
new places and meeting new races. They were the first to discover
hyperspace, enjoying the challenge of this new terrain. They were
also the first to go beyond the Rim, though always they returned
to their familiar home, for reasons of their own. For countless
millennia they bounced from galaxy to galaxy, always mapping,
always exploring, and always coming home in the end.

Each time the Walkers came back, they found their once-fa-
miliar surroundings changed. Growing empires of younger races,
so promising centuries before, would be altered or destroyed, with
hew civilizations growing in their place. Sometimes the very ferrain
itself—planets, stars, nebulae—would be forever disrupted. This
was the equivalent, as far as the Walkers were concerned, of hav-
ing a bad taste left in their mouths. Instead of a home that was
familiar and serene, it was under constant change and conflict.
Imagine yourself leaving your own home town for a year and re-
turning to find your house modified and every neighbor replaced
with someone else—this is what always awaited the Walkers upon
their return.

Yet, despite this, the Walkers did nothing. The Vorlons and
Shadows, younger kin to the Walkers, were far more numerous
and too well infegrated into galactic societies. So, rather than in-
terfere, the Walkers instead withdrew. In the course of reacquaint-
ing themselves with the Galaxy, and looking for familiar places
that had not yet been touched by Vorlon or Shadow influence,
they discovered the rifts to Otherspace and set about exploring
this exciting and unique place. In so doing, they made their with-
drawal complete, ceasing any prefense of being interested in
Galactic affairs.

When the Rangers began contacting First Ones, with the hope
of enlisting their aid in the Shadow War, Sigma 957 was the first
place they visited—but only because they knew an Ancient ship
traveled frequently in the area. Even so, the Walkers were unwill-
ing to join the war, sfill seeing what was happening as beyond
their control. In the end, the Walkers only agreed to participate
when brought down to the same level as the Vorlons by a feisty
Commander Ivanova—an attitude the Walkers desperately wanted
to dissuade. They still might have changed their minds at the end
if not for the appearance of Lorien.

The Traveler

The Walkers have a single ship, which has a name that trans-
lates roughly as Traveler-Through-All (or simply the Traveler). This
immense vessel is, in fact, a science and exploration ship. Most of
its weaponry takes the form of side effects from a sophisticated
piece of research equipment. It is armed with a powerlul lightning
array which can deliver a huge bolt of elecirical energy to the
target. The Traveler is also surrounded by an energy absorption
field that sucks power from any unit that dares to approach too
closely.
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Special Jump Drive

When it wishes fo move into hyperspoce, Otherspace, or some
other dimension, the Traveler lets loose with @ coruscating field of
crackling lightning, fading away into the center of the resulting
maelstrom. This operates as any other Ancient jump drive, except
that the Traveler is permitted to fire weapons on the same turn it
deparis the map. Additionally, the Traveler suffers no chance of
being destroyed if its jump system is domaged during a turn the
drive is in use, though jump-out will be cancelled if the drive is
completely destroyed.

Due to the Walkers’ extensive experience in hyperspace, the
Traveler may choose to ignore any hyperspace penalties, adjust-
menis or effects. This includes those from special features such as
whirlpools and waveforms. If entering a hyperspace singularity
(see “Hyperspace Whirlpools” in Showdowns-1) the Traveler can
choose any desired result from the table and will take no damage
from the effect.

Lightning Array

The lightning array is @ massive elec-
tfromagnetic weapon used solely by the Trav-
eler. It functions as an advanced commu-
nication device allowing the Walkers to
communicate across vast distances and
through dimensional barriers, but can be
switched into offensive mode., This provides
a fruly devastating weapon with a considerably longer range than
most other Ancient armaments. It is, however, possible fo dissi-
pate or redirect such an attuck by throwing flok or other particles
into the beam’s poth, so it is suscepfible to interception.

The array can fire up to four times per turn at the same or
different targets. In addition, two or more of these shots con be
combined, using the stafistics shown on the control sheet. The
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decision to use combined fire is announced before any shots are
taken by the Traveler.

Critical Hits: Do not use the normal weapon critical hit chart.
Instead, roll 1d20 with the usual medification for damage 1aken
by the weapon. If a 28 or greater is rolled, the lightning array
loses one of its shots per turn. This is cumulative with any previous
critical of the same type.

This is an electromagnetic weapon which scores damage in
flash mode.

Chromatic Pulse Driver

Visible on the sides of the Traveler and on the light-
ning array are often several small, multi-colored
spheres. These are an extension of one of the various
arcane sensor suites at the Walkers’ disposal, the pur-
pose of which would be incomprehensible to the
Younger Races. Like most of the Traveler’s scientific
technology, it is so potent that it can easily cause significant dam-
age when used in an offensive manner.

If not fired on a given furn, more pulses become available on
the ensuing turn, as shown on the weapon datacard.

This is an electromognetic weapon which scores damage in
pulse mode.

ko

Energy Absorption Field

The Walkers are fanatical about recording
and mapping every single micron of spoce. To
this end they employ a fantastic sensor suite that
investigates matter and energy at the molecular
level in a zone surrounding all of their ships. It is
very dangerous for an insufficiently shielded ship
to travel within such a zone, as the effect drains
the energy out of all electrical systems.




This device produces a field of negative energy that deacti-
vates power-consuming systems on any units approaching within
5 hexes of the ship. So long as the energy absorption field is ac-
tive, any ship ending its turn inside the Energy Absorption Field
suffers the following effects, colculated in the Critical Hit Step of
the Combat Sequence:

The ship loses 1d10 of the following attributes on the next
turn, increased by a further 1d10 for every additional turn ended
in the Energy Absorption Field. The minimum any aftribute can be
reduced to is zero.

Free Thrust: If thrust is reduced to zero, the ship will be
unable to maneuver unless it has some other way to acquire thrust.

Energy: If the ship’s reactor is completely drained of power,
this will force the deactivation of everything on the ship that re-
quires energy. This includes any weapon or system with a power
diamond, even if that icon contains a zero (such as missile racks)—
these systems require a nominal amount of energy that would be
complefely drained by the field. Note that this would include o
ship’s jump drive and sensors!

Initiative: The initiative loss takes the form of an additional
modifier, similar to moving at a speed of less than 5 hexes per
turn. Initiative penalties produced by the field cannot exceed a
total of -20.

The ship’s total EW is reduced by 1dé for the next turn,
increased by a further 1dé for every additional turn ended in the
Energy Absorption Field. The minimum total EW that a ship can
have is zero.

Any fighter or shutile trapped in the Energy Absorbing
Field at the end of the turn must immediately test for drop-out on
2d10 instead of the usual 1d10, also increased by an additional
1d 10 for every successive turn spent in the Field. Even if the fighter/
shuttle does not drop out, it will not be able to shoot next turn,
and loses initiative and free thrust in the same manner as a ship.

In addition to the above effects, the Energy Absorption Field
also applies a cumulative -1 targeting penally for every hex of
field between the firing ship and its target. This essentially reduces
the Traveler’s defensive profile by 5 from all angles (so long as the
firing ship is outside the field), but is not limited to only the Traveler.
Simply trace the most direct route between the firing unit and its
target, and add up the number of hexes that the targeting beam
must pass through the Energy Absorption Field. Apply the result
as a penalty to hit. Plasma and antimatter class weapons treat
every hex within the field as 2 hexes, not 1, unless operated by
other First Ones.

Flash weapons are extremely sensitive to the dampening of
the field. If they strike a unit located within the field (either the
Traveler or another nearby unit), they will only affect the target
(collateral damage will not be scored). The first unit will still take
full damage, however. This applies fo First One weapons as well
as the weapons of Younger Races.

Proximity weapons, such as energy mines, which land within
a field hex only detonate in that hex, losing any explosion radius
they might normally have. They will still cause their full damage
within the farget hex, affecting any unit therein. This applies to
weapons operated by other First Ones as well as Younger Race
technology.

Enormous units are large enough to be shielded from much
of the field's effects. The modifiers are limited to the first die (-
1d10 or —1dé), and are do not increase with every additional
round.

The Traveler, and other Walker ships, are (naturally) immune
to the field's effects, and additional fields do not provide cumula-
tive modifiers. The total targeting penalty from multiple fields js sfill
calculated, but overlapping hexes are only counted once. If mul-
tiple Walkers are somehow allowed in the same scenario, it would
be a common tactic to use several of their support vessels to screen
the larger ships, forcing the enemy to target through ten or fifteen
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hexes of Energy Absorption Field in order to hit the Walkers’ flag-
ships.

The Energy Absorption Field will affect any non-Walker ship,
including those of other Ancients, regardless of the desires of the
Walker player (i.e., he cannot specify that it will ignore certain
other ships, such as other Ancients). The Traveler can, of course,
deactivate the energy field if moving amongst friendly units, but
cannot deactivate some hexes (or reduce its radius of effect) with-
out turning off the entire system. The Energy Absorption Field will
not affect the Vorlon planet-killer or Shadow cloud.

Critical Hits: Roll @ d20. If a 21 or greater is rolled, the radius
of the field is reduced by 1. The field cannot be driven below a
radius of 1 hex by critical hits.

The Kirishiac Lords

The Kirishiac Lords are the youngest of the Ancients and thus
were the most numerous. Eons ago, they were of a similar mind
as the Shadows, believing in a philosophy of growth through
change. To this end, they adopted a policy of expansion and con-
trol of territory within the Gulaxy, geing to war with many of the
other Ancient races and either destroying them or driving them
out of the Galaxy. Only the most powerful and oldest remained,
for the most part keeping out of the Kirishiac Lords” path.

Once they had dominated the Galaxy, however, the Kirishiac
longed for further conquest. They set their sights on other nearby
galaxies, sending o few ships across the vast intergalactic voids,
but these did not return. The Lords who remained tried to comfort
themselves with what they had, but a burning desire for canflict
still raged within them. They looked upon the territory controlled
by the other Ancients and grew jealous. Worse, the aloof way
which their elders treated them filled the Kirishiac with o wave of
hatred and eventually paranoia. In their ire, the would-be Lords of
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All struck out against the Ancient Ones, and in the brief war that
followed, they were soundly defeated. The other Ancients asked
Lorien fo pass judgment upon the Lords, but he refused, retreat-
ing instead to Z'ha’dum and (apparently) turning his back on
Galactic affairs.

The Kirishioc thus went unpunished, but they had lost many
of their kind during the disastrous war, and knew there was noth-
ing more to be found in this Galaxy. Most of them passed beyond
the Rim, never fo return, humiliated by their defeat and the knowl-
edge that they would never be powerful enough to win control of
the Milky Way.

One Kirishiac Lord remained, however. When the rest of his
people departed, he could not bring himself to do so. Something
about his home galaxy still held his interest, though he could not
fathom why. So he remained, watching, trying to discover what
held him to this place so strongly.

The Shadows and Vorlons, his distant brethren, also stayed
behind, and the Lord kept his eye on them. Through the millennia,
wherever they brought conflict, he was watching from his hidden
citadel, studying their actions and their results. He came to under-
stand the Shadows and Vorlons like no one else, not even Lorien.
When the final phase of the Shadow War began, he could sense
the end was near, that events were spiraling beyond the control of
either of the puppetmaster races.

To his great and everlasting surprise, the Kirishiac discovered
that he actually cared about the conclusion fo the war. Though
his ship had not been seen in the Galaxy for uncounted millennia,
he fook to the stars once again, determined to see the end of the
fighting firsthand, however it might result. When Lorien sought
him out, asking his aid on behalf of the younger races, the Lord
readily agreed. Like a spectator to the Championship Game of Al
Time, suddenly given a chance to join the contest, he could not
turn away from such an opportunity!




When the Shadow War finally ended, the last Kirishiac knew
his inexplicable connection to the Galaxy was finally gone. Con-
flict and strife had fought order and stability fo the last, and the
result was a stone cold stalemate. Finally cured of his thirst for
battle, he went beyond the Rim fo join the rest of his kind,

The Lordship

The great warship of the Kirishiac was kept safely secreted
away in a remote asteroid field for eons, awakened from its slum-
ber only ot the end of the Shadow War. Nothing like it has been
seen in the Galaxy since the ancient ages, and its like will prob-
ably never be seen again.

The Lordship takes the form of a huge, pitted sphere, exactly
resembling o useless asteroid until activated. Then, it swings into
action, maneuvering without any visual means of propulsion. lis
drive system seems to be the uliimate in gravitic technology, and it
moves into and out of hyperspace sirictly using a hyper-gravitic
drive system.

The Kirishiac were masters of gravitic technology, and use
gravitic-style weapons. The main ship uses a massive, hyper-ad-
vanced graviton blaster, ond the seaments are armed with anti-
gravily beams for added firepower. Although the ship is heavily
armed and well-armored, it is considered one of the weakes! of
the Ancient ships. However, it is perhaps the best able to deal with
large numbers of fighters.

Orbital Segments
The Kirishiac ship can separate up to eight pieces of itself
from the main body. These “orbital segments” are shown on the
control sheet as separate struciure blocks with a single antigravity
beam. At any given time they are in one of two states:
Deployed: Unless otherwise noted by the Kirishiac player,
the orbitals are considered deployed at the start of the scenario.

In this state they floot above the structure they are ossociated
with, and can be hit on any normal attack to that side {there is a
separate hit location chart for such cases). They can also be spe-
cifically targeted as if they were fighters (this does not mean they
actually are fighters or that hey use any other fighter rules, how-
ever). Use the defense ratings shown on the control sheet. If this is
done, calculate the hit location as shown on the “Orbital Hits”
chart. Called shots may not be made on the orbital or weapons
attached to them. If there is any overkill on the arbital’s weapons,
it passes to the orbital’s structure. Any further overkill would be
lost (it does not pass fo the associated siructure block), though
flash damage could pass to another system. Weapons on an or-
bital cannot be deactivated for extra power while deployed. If the
associated structure block is destroyed while an orbital is deployed,
the orbital is also destroyed.

Undeployed: In this state the orbital is attached to the main
hull of the ship. Its structure is freated as part of the associated

structure block for dll purposes. Its weapon cannot be hit while

the orbital is undeployed (treat any “orbital” roll on the hit location
chort as “structure”). While undeployed, weapons on the orbital
can be deactivated for extra power.

To move between the deployed and undeployed states, the
orbitals launch or land like fighters, doing so in the Hangar Op-
erations Segment of the Combat Sequence. They do not suffer
from initiative penalties for doing so and de not force similar pen-
alties on their mothership. The Lordship is permitted to deploy or
recover orbitals while rolling, piveling, or perferming other ad-
vanced maneuvers. Each orbital can be deployed or undeployed
independently from the others.

When deployed, the orbital segments move with the Lordship,
using the same heading and executing turns, pivots, accelera-
tions and decelerations simulianeously. Their positions remain rela-
tive to the Lordship if it rolls or pivots. In effect, they remain in the
exact positions shown at all times, maintaining the displayed fir-
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ing arcs. If the Lordship transitions fo or from hyperspace, all its
orbitals make the shift simultaneously. If the central ship is de-
stroyed, all segments are destroyed.

If the pieces are damaged or destroyed, they con be regener-
ated. To do so, they must be recovered (i.e., undeployed) by the
main ship and remain in this state for 5 complete turns (even if the
orbital is “destroyed,” enough bits of it remain to form the frame-
work of a new segment). So long as the associate structure block
has not been completely destroyed, all damage on the orbital will
be erased when the 5 furns have elapsed (even domage scored
on it while regenerating). This is done independently of any self-
repairs performed by the main ship. The orbitals are destroyed
with their associated structure block and cannot regenerate if that
block has been lost.

Hardened Advanced Armaor

When they were a power within the Galaxy, the Kirishioc
launched many campaigns against the other Ancients, preparing
their ships by developing superior armor. The Lordship is encased
in an ultra-dense material, providing profection even deep into
the ship's structure. It grants the Lordship all benefits of advanced
armor, in addition fo the following:

Against weapons that would normally ignore advanced ar-
mor, the Lordship’s armor counts as half, rounding fractions down.
This includes weapons operated by other Ancients, as well as ev-
ery sub-volley from a raking shot, even if they all hit the same
location. Hardened advanced armor is always applied.

Against flush mode wedpons, all armor counts as double,
even against weapons operated by other Ancients.

Armor is not halved vs. plasma class weaponry, even if oper-
ated by another Ancient. Even the mighty plasma weapon oper-
ated by the Triumviron is unable to gain its special benefit.
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Hypergraviton Blaster

This weapon is an incredibly advanced form of
the graviton beam. It can fire every turn, and sends o (1
wall of hypergravitons towards its target, ripping it to
pieces. Like gravitic weapons operated by Younger
Races, it is intercepiable but highly versatile:

This weapon causes damage in raking mode;
however, the shot is broken up into raking volleys of 20 points of
domage, not 10.

If desired, the hypergraviton beam can withhold fire for a
turn, then fire in double strength on the following turn.

As the graviton emissions of the beam are tied closely to
the propulsion system of the ship, some energy from the engine
can be routed to the weapon of the sacrifice of mobility. For every
6 points of thrust applied to the hypergraviton blaster, increose
the damage bonus by +10 points. This permits the weapon to
dish out some seriously insane amounts of damage, but enly if all
defensive weapons are taken off-line and the ship foregoes ma-
neuverability entirely.

If the weapon completely destroys its target or destroys a struc-
ture block on a heavy combat vessel or larger unit, any remaining
damage can be shunted to another target. This is possible due to
the huge size of the beam and the Lordship’s control over it. Use
the following rules and restrictions:

The new target must be in the same hex or within 1 hex in
any direction. It can be of any size (it does not need to be the
same size os the original target).

The firing player must roll fo hit the new target using the
normdl procedures. This is referred fo as the “transfer roll.” Should
the transfer roll succeed, any remaining damage is applied to the
latest victim in 20-point rakes. (For example, if the blaster scores
90 damage to a ship and the 35th point destroys the facing struc-
ture block, the remaining 65 points can be shifted to another
unit.)




It the transter roll fails, 20 points of damage are sub-
tracted from the remainder of the volley. Another transfer roll can
then be attempted, or the damage can be scored on the previous
target without a roll. (Continuing the previous example, if the trans-
fer roll failed, the remaining 65 points would be dropped to 45.
The player could make another transfer attempt, or apply the re-
maining 45 damage fo the previous target using the normal 20-
point raking procedure.)

Should fransferred damage destroy the new target, the
excess can confinue to be passed on fo new unifs using the pro-
cedure herein, so long as unallocated damage is left in the beam
and each new farget is within one hex of the shot's previous re-
cipient. (Thus, for example, a transferred shot could pass through
several units along a line, provided each is destroyed or loses a
structure in the attack, and each is within one hex of the next.) All
targets must, of course, be in arc of the weapon at the time of
firing.

If the initial shot (the first one taken by the weapon) misses,
20 points of damage are subtracted and the weapon may roll to
hit again. It may not, however, fransfer fargets, but must contfinue
to attempt to hit the original target until it either hits or runs out of
damage. (Note that this will require the firing player to determine
how much damage is scored before actually rolling to-hit.)

Shots which have fransferred away from a given target
can later come back to that same target, but a new to-hit roll
would be required.

Note that transferring damage to another target is always
voluntary. The Kirishiac player is not required to do so. One excel-
lent use of this feature is to rip entire flights of fighters out of space
in a single swipe.

This is a gravitic weapon which scores damage in raking (20)
maode.

Antigravity Beam A

The Lordship’s orbital segments are armed with | =
these weapons, which put forth a quick, powerful blast
of standard-mode antigravitons that punch holes in the
target.

The beam normally fires just once, but can be split apart into
three different shots if desired (typically to attack a fighter flight).
The firing player does this by specifying (before rolling to hit) which
targets will be fired upon. Against a fighter flight, the defender
does not choose which targets are struck; this determination is
made by the firing player at the time the weapon is used.

Note that the antigravity beams may not fire if the orbitals are
not deployed. They may, however, be deactivated for extra power
if this is the case. They cannot be deactivated for power on the
turn the orbitals are deployed or recovered.

This is a gravitic weapon which scores damage in standard
mode.

The Triad

Like most Ancient races, the true name of the Triad is unpro-
nounceable (it begins something like “Trdvimrvkckz,” but goes on
for a bit longer). The Triad contains some of the oldest living crea-
tures in the Galaxy. Only three of them exist, and over the eons
they have become so closely linked by mind and experience that
they are one being for all purposes save the physical.

The members of the Triad were not always so closely tied to-
gether. In the beginning, they were of separate minds, each see-
ing the Universe differently. One saw it as an infinite playground,
a place where his dreams could be made reality, and made to
serve his will. A second viewed chaos and order as two sides of
the same coin, with struggle towards either end inherently self-
defeating. The third was imaginative, reveling in the creation of
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new things and new experiences—perhaps the ullimate arfist.

For a time, these three philosophies—so closely linked with
the aftitudes of chaos, neutrality, and order—seemed destined to
collide and destroy each other. Desperate o avoid this fate, the
three sought answers from Lorien, one of the few beings older
and wiser than they. His response was merely that in separation
could be born togetherness. Thus the Triad broke apart, remain-
ing so for countless eons, staying in their own thirds of the Galaxy
and not inferfering with each others” lives.

Then, almost simultaneously, the three realized something was
missing. Each went on their own quest to learn what this was, and
in the end, they met each other at the Galactic core. What had
been lost was each other, and they never separated again.

Their long time apart showed each of them that no single view
of life or the Universe was necessarily correct. Instead of disliking
and contradicting each other’s atiitudes, they embraced them,
learning to see the advantages and disadvantoges in each. In
time, they began to think as one, so that today they are almost
impossible fo distinguish from each other.

One feature of the Triad’s understanding nature is an appre-
ciation for the views of others and a burning desire to learn and
embrace these concepts, adding them to their own. Thus, in re-
cent fimes, the members of the Triad have traveled the Galaxy in
search of knowledge. As they come to each world, they survey its
people, finding the good and bad among them and understand-
ing each one. Then they move on, visiling the next plonet, always
seeking new aftiludes and dispositions.

At first, the Triad believed that the Shadow-Vorlon conflict was
a good one, as it had a way of eliminating tired, old beliefs and
encouraging fresh new ones fo rise to the forefront. Were it not for
the constant stirrings of the pot by the Shadows, the Triad be-
lieved—at least at first—that the existing empires of younger races
would eventually stagnate rather than evolve. But over the millen-
nia, things changed. The new thoughts and aftitudes that devel-
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oped from the chaos eventually began fo repeat themselves. In-
stead of encouraging new views and outlooks, the Shadow Wars
only caused them to die out and start over from scratch. They
were never allowed the chance to evolve or grow on their own.
Indeed, the constant Shadow attacks began to encourage a typi-
cal sorl of affitude in those races that survived them: weariness of
the endless conflict.

The Triad wanted to intervene in the war, but they were only
one ship against hundreds, and of the other Ancients, only the
Walkers maintained o visible presence in the Galaxy—and they
were obviously uninterested. So the Triad watched and waited,
always seeking a key moment to intervene. When Lorien left
Z'ha’dum, they realized that time may be near, and they were
more than happy to join the fight at the end.

Afier the war, the Triad was the one group among the An-
cients who actively desired to stay behind. With the Shadows and
Vorlons gone, new aftitudes and philosophies would surely de-
velop among the younger races, and the Triad wanted fo be there
to discover them. Lorien, however, convinced the Triad o go be-
yond the Rim and experience instead the viewpoinis of the other
First Ones who had gone before. In the end, this idea proved
more interesting than waiching the younger races develop, al-
though who's to say the Triad might not one day return@

The Triumviron

The ship of the Triad is actually o manifestation created through
the wills of the beings inside, and is called by them “The Triumviron.”
The design has varied along with the whims of the Triad, but has
remained relatively the same for the past several millennia. It re-
sembles a three-pronged claw, with a triple set of weapon spokes
that fire @ massive sweeping beam across spoce. The Triumviron
cannot toke a lot of internal domage, but it is relatively well-ar-
mored, and the Triad are able fo repair the structure of the ship af



an amazing rate.

The Triumviron uses a hyperspace-phasing device similar to
that used by the Shadows. When used, the ship appears to blink
in and out from hyperspace almost at will. (This provides no ad-
vantage in combat, as the device's acfivation can be detected by
nearby opponents.) If they wish, they can fade more slowly, de-

pending on the whims of the crew.

Structure Self-Repair

The Triad is able to repair their ship using
the force of their will, even if the damage is sub-
stantial. This ability is represented on the con-
trol sheet as a Structure Self-Repair system
(which appears as two concentric self-repair
icons).

In the Repair Segment of the Combat Sequence (and in addi-
tion fo the normal self-repair available to most First Ones), the
Triumviron is able to use its Structure Self Repair, as described
below.

Up to the listed number of Structure Boxes may be re-
paired, even if the doamage has been taken on the current furn,
This enables the Triumviron fo reattach destroyed sections, as long
as the section has been destroyed this turn. Any weapons or sys-
tems on a reattached section retain all the damage previously
suffered.

Structure self-repair cannot be used on any other ship
systems, which will require the use of the normal self-repair using
the regular rules. It functions on structure only.

If the primary structure is completely destroyed, the ship is
lost in the Combat Step of the turn, and thus is unable to use its
structure self-repair.

Hyperplasma Cutter

These are actually three weapons which fire as one.
They project a field of hyper-intense energy (similar in
appearance 1o that employed by the Vorlon lightning can-
non) that is concentrated into a single beam. This then
sweeps across space to cut apart its fargets. If one or
more of the cutters are desiroyed, the survivors can con-
tinve to operate normally. The field scores damage by
super-heating ifs target, and is resolved as a plasma-class
weapon. Due to the wide and varied nature of the beam,
the weapon is interceptable.

Each of the cutters can project the listed number of d10’s of
damage, but these do not all have to be used against the same
target. In fact, the ship is free to allocate all of its d10’s against
any units it wishes. For example, if the three cutters have 30d10
available between them, the ship could fire 10d10 at a specific
enemy ship, 5d10 against another ship, 1d10 against each of six
fighters, and hold 9 dice in reserve for defensive fire. (In appear-
ance, this would look like a single beam slicing through space in a
wide arc, with pulse-like bursts within the beam striking the indi-
vidual targets.) The division of the d10’s must be decided in the
Prepare Weapons phase of the Combat Step, but the exact num-
ber of dice used to intercept each particular shot may be allo-
cated as the incoming shots are resolved (e.g., 9 dice in defensive
mode could be used as a single -9 interception, three at -3, nine
at -1, or any other combination totaling -9). Note that there is no
penalty for successive shots as there would be with the molecular
slicer beam.

The cutters normally score damage in raking (15) mode, but
if the full strength of all three beams are brought together on a
single target, it can be used in sustained mode for up to 3 turns.
There is no requirement to arm the guns with extra power in order
to pull this off, though they must still endure the usual cooling off
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period following the shot's termination.

Critical Hits: Do not use the normal weapon critical chart.
Instead, roll the usual 1d20 modified by damage to the weapon.
On a 24 or greater, the gun loses 1d10 damage, and on a 30 or
greater, it loses 2d 10 damage. Each lost d10 is treated as a sepa-
rate “critical” for purposes of self-repair.

This is a plasma weapon which normally fires in raking (15)
mode. It can also use sustained (3) mode as described above.

The Torvalus
Speculators

The race known as the Torvalus were among the first to be-
come incredibly bored by their immortal existence. For centuries,
they constantly strove to find new ways to amuse themselves,
moving about the Galaxy as their whims drove them. In due course,
most of them came to believe that they had seen everything there
was to see here. One by one, they left their home galaxy to seek
new experiences beyond the Void.

Eventually, only a few Torvalus were left, traveling the stars
together. They alone of their people had discovered something
interesting to do, something that could occupy their fime and pro-
vide constant amusement. This activity was gambling.

The Torvalus would wager on just about anything, ranging
from the simple and immediate to complex and millennia-span-
ning events. Visiting a star system, they might view the inhabitants
of a primitive world and make bets on what form the dominant
intelligent lifeform would eventually take. Three million years later,
they would return to that place to see which among them would
win the wager.

The rewards for victory in such contests were intricate and
known only o themselves, but the Torvalus considered each bet—
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even the smallest—worth winning. What was more, they would
not tolerate cheating, which to them was the most heinous of
sins. Over time, the thought of interfering in a wager was no longer
even a consideration.

As far as the Torvalus were concerned, the Galaxy provided
an endless supply of personalities, places, and events which could
be speculated upon. The ship would travel in secret and silence,
watching but never interfering, and leaving whenever the results
of their latest wager had been determined. Civilizations rose and
fell, nations grew and shattered, and the Torvalus had a bet for
each and every one.

One of the greatest wagers of all time, so far as the Specula-
tors were concerned, was the one they placed on the outcome of
the Shadow War. Each of them had a different theory: the Vorlon
philosophy of total order would win; the Shadows and their order-
through-chaos theories would win; Lorien would put a halt fo it;
and so on. One even held that the war would never end—that the
younger races would die out before victory by either side could be
determined. None of them, however, considered the possibility that
the Vorlons and Shadows would ever become directly involved—
that would, of course, be cheating.

The Torvalus did not limit their betting just on the outcome of
the overall war, but placed side wagers on each thousand-year
cycle, as well as individual batiles through the ages. The Shadow
War dragged on, and for eons seemed no closer to its conclusion,
until Babylon 4 made its trip back through time to take ifs place in
the war a thousand years ago. This surprising furn of events made
the Torvalus sit up and take nofice—something significant had
changed in the equation!

The next millennium passed ever so slowly, and the Torvalus
waited it out with great anticipation. As developments progressed,
they were always there, watching and cheering on their favorite
parficipants. But then something went wrong. Sheridan’s sacrifice
at Z'ha’dum was another unexpected turn, and the Vorlons be-




gan to take matters into their own hands. As they started to de-
stroy planets, attempting to eradicate the Shadows completely,
the Torvalus could only watch in horrified shock. They were break-
ing the rules! All bets were off—and an outcome the Speculators
had waited uncounted ages to discover was spoiled, ruined!

As the Torvalus were still reeling from this development, Lorien
himself contacted them, asking if they would help against the
Vorlons and Shadows. Never in their entire history had they inter-
fered in any Galactic affair, but for this—this travesty—they would
make an exception!

Thus the Torvalus were present at the end, along with the rest
of the Ancients. They took a perverse pleasure in destroying Shadow
and Yorlon units, moving through the field of baitle with great
abandon. Only when it was over did they realize what they had
done. They had broken their own cardinal rule, and proven them-
selves no better than the Vorlons and Shadows. In shame, they
agreed to pass beyond the Rim, wondering if perhaps there was
more to life than endless wagers.

The Dark Knife

The Knife is the Torvalus” starship, their means of moving si-
lently through the Galaxy, unseen—or if they were noticed by the
younger races, their very presence might alter events and nullify a
bet. To accomplish this secrecy, their vessel is equipped with @
shading field that can make them invisible at any sort of distance.

The Knife is a tall, thin ship with a number of small protrusions
along its length, three of which are larger than the rest and house
the vessel’s power lasers. The ship is extremely fast and maneu-
verable, and is considered agile. Though it has very little defensive
weaponry, it is difficult to hit due to its low profile and the shielding
provided by the shading field.

Power Laser

This is perhaps the most flexible laser weapon ever
designed. It can be used as a raking, sustained, or pierc-
ing mode weapon (using the normal rules for each, ex-
cept that its raking volleys are divided info groups of
15, not groups of 10). It is also very fast as lasers go,
fiing every other turn, and has an excellent range. Like

most other laser weapons, it cannot be infercepted.

This is a laser weapon which fires in either raking (15) mode,
piercing mode, or sustained mode.
the lone defensive gun on the Dark Knife. As it is a laser I_%_zl
weapon, it is non-interceptable.

This is a laser-class weapon which fires in pulse mode.
purposes, and will affect other First Ones as well
as ships of the Younger Races.

The shading field has two states, normal operation and “shad-
ing mode.” In the normal mode, it simply projects a 4-point EM
shield in all directions around the ship. This operates exactly as
any other EM shield would if given o 360° arc, except that fighters
cannot “fly under” the shield (it is too close to the hull). Naturally,
if the shading field system is deactivated, this effect is lost.

Volley Laser

The Torvalus” answer to pulse-particle weapons of
the other races, the volley laser is a rapid-fire laser ca-
pable of shooting off a burst of shots quickly. It acts as

Shading Field

This device projects an electromagnetic shell
around the Dark Knife, protecting it from weap-
ons and making it invisible at long ranges. So long
as it is undestroyed, it operates as a jammer for all
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At the start of the turn, before EW is determined or declared
by any player, the Torvalus player may declare he is switching to
“shading mode.” If this is done, the following effects occur:

The shield’s effect on the ship’s defense rating is doubled.
This does not increase the shield’s absorption rating versus in-
coming weapons fire.

The ship may not fire weapons on that turn, although it
can continue to arm them. (Typically, the Knife will activate the
shading field on any turn in which its lasers are rearming.)

It the ship is more than 15 hexes from all enemy units at
the time shading mode is declared, the Dark Knife counter can be
removed from the map. The owning player moves the ship nor-
mally, but is not required to reveal his location unless he is within
15 hexes of an enemy unit (and that unit has line-of-sight) at the
conclusion of the Movement Step of the Combat Sequence. If the
Dark Knife cannot be seen at this point, any lock-ons to it are lost
and the ship cannot be targeted by weapons fire on that turn.

At the beginning of the game, the Dark Knife is always de-
ployed last. If the Torvalus player decides to be using Shading
Mode in the first turn, the location of the Dark Knife does not have
to be revealed at all. If other players should aftempt to fire on the
Dark Knife, use the rules for Dark Matter Clouds in Showdowns-
1 o to resolve this (an impartial judge would be very helpful here).
Note that this requires the Dark Knife player to be extremely hon-
est and diligent in bookkeeping, and thus this rule may not be
usable in all scenarios.

The shading field may be used in combination with the ship’s
jump drive. This, along with the ship’s stealthy nature and extreme
speed, make it a difficult target to track it it wishes to escape.

Critical Hits: Roll the usual 1d20 with modifiers for dam-
age. If a 26 or greater is rolled, the device loses 1 point of shield
profection. Its jamming effects are not altered by critical hits.
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The Mindriders

Like many of the Ancients, the race that came to be known as
the Mindriders was constantly wondering what their purpose was
in the Universe. The various Ancient Ones dealt with this unan-
swerable question in different ways. Most eventually left the Gal-
axy in their quest for answers, but a few remained. Some, like the
Walkers of Sigma 957, explored space and beyond, trying to ad-
vance to the next level of existence. Some, like the Speculators,
gave up looking for answers and sought refuge in femporary
amusements. Each went on in their own way.

The Mindriders were the most spiritual of the Ancients, even-
tually finding a way to leave their physical bodies permanently,
existing as disembodied spheres of energy (much as Lorien does).
Even this, though, did not bring them any closer to furthering their
evolution. Could it be that they had reached the pinnacle, that
there was no way fo proceed further? This conclusion, too, was
hard to swallow. There could only be one answer—in having been
born immortal, they had never experienced the mystery of mortal-
ity. Had they missed something by being born too soon2 Did the
key lie in experiencing life from the bottom rungs of evolution?

Thus, the Mindriders began a bold experiment: to live life in
every means possible, from the lowest form fo the most advanced,
chronicling the experience from birth through death. They moved
from world to world, spending millennia at each, placing their life
essences in newly born creatures and living with them as part of
their lives. They did nof interfere, merely observed from within.

Although the Shadow War did not directly affect their grand
experiment, they knew it was going on, and realized that each
burgeoning civilization destroyed in that war was one less chance
the Mindriders had of finding the Answer they sought. Perhaps
one of the races that held that Answer had already been eradi-
cated! So, as the Shadow War dragged on, the Mindriders watched




the conflict closely. Each race that seemed likely to be struck was

quickly chronicled by one or more Mindriders, hoping to preserve
some record of their existence. Even so, they could not visit them
all, and some were always lost, to their everlasting regret.

As the Shadow War drew to a close, Lorien offered the
Mindriders a chance to put an end to the Vorlon-Shadow conflict
once and for all. They gave this aid freely, though they secretly
doubted the plan would work. Upon its conclusion, Lorien ex-
plained that the Great Answer the Mindriders sought would not
be found by living other lives, only their own. They had learned all
they could from the younger races, and the time had come to
continue their quest elsewhere. Thus did the Mindriders pass Be-
yond, joining their long-departed comrades at last, believing—
despite Lorien’s remarks to the contrary—that they were richer for
the experience.

Thoughtforce

The Mindriders’ ship, Thoughtforce, resembles a huge, four-
pronged caltrop. lfs interior is mostly hollow, as it serves only as a
vessel for sustaining its crew’s life-essences when they are not
involved in the Grand Experiment. When the Mindriders them-
selves are on a planet, living other lives, the ship is left on a nearby
rock or asteroid, shut down and disguised as a terrain feature.
Since no one else except a non-corporeal being could possibly
command the ship, the Mindriders see little risk in this.

Thoughtforce moves and operates at the command of the
minds within it, but is not designed for speed or maneuverability. It
can stand up to a tremendous amount of punishment due to ifs
thought shield system.

Special Hull Arrangement
Viewed from above, the ship is radially symmetrical, and thus
possesses a special structure arrangement. Instead of the usual

60° forward/aft and 120° port/star- HULL

board layout, it divides these four struc- | ARRANGEMENT:
tural areas into even 90° segments (for-
ward port, forward starboard, aft port,
and aft starboard). A diagram showing
how to resolve incoming fire is shown
here and on the control sheet. Note that

in the case of shots coming in directly
on a spine, the firing player can choose
which side is hit, but must select the same side for all weapons
firing from the same unit on the same furn (just as explained in the
Core Rules).

This hull arrangement offers several benefits:

The ship has no pivot cost, enabling it fo operate pivot
maneuvers for free. It is still limited to one pivot per turn, however.

The ship suffers no firing penalties for being pivoted, roll-
ing, or using other special maneuvers.

When performing a turn, the entire thrust cost must be
paid out through the single opposite-side thruster, similar o per-
forming a slide. The exception is if Thoughtforce is pivoted and
wishes to turn info the pivot, in which case thrust may be split as
normal between the two opposite-side thrusters.

Incoming damage hitting a thruster can be allocated to
either of the two possibilities of the owning player’s choice. Side-
mounted weapons operate similarly, although only weapons in
arc are eligible for hits, as per the normal rules.

Ultra Pulse Cannon

The Mindriders” main weapon (also referred to
as the mental pulsar) operates by concentrating
aggressive thoughts from each of their people together
into bolts of energy. These are then focused and fired
at the farget. As with most pulse guns, these shots
are interceptable.
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This weapon uses the same rules as any other pulse cannon
does within the game. However, it can use any of three modes,
referred to as light, medium or heavy (as they relate to the size of
the pulses being fired). In light mode, the shots are small, but
more numerous and better able to target fighters. In heavy mode,
there are few shots, but they are huge and can smash enemy
ships to bits. Medium mode is a compromise between the two.
The decision to fire in any mode is made at the fime the weapon
shoots, but must be announced before the to-hit roll is made. As
with any other pulse weapon, the firing player selects the targets
of each pulse if it should strike a fighter flight or group of shuttles.
See the Core Rules for more information on this procedure.
This is a particle weapon which fires in pulse mode.

Trioptic Pulsar
This small weapon is strictly defensive in nature,
operating as an anti-fighter device. It fires three pulses
(there is no random roll for pulse quantity, nor is there a
grouping range statistic) doing random amounts of dam-
age. Its primary advantage is that it can fire each turn,
This is o particle weapon which fires in standard mode.

shield equal to the number of boxes in the sys- \ /
tem icon (25 points if undamaged) on each of

the ship’s four sides. If desired, the Mindriders can voluntarily lower
any given side’s shields in order to strengthen another, but no
side’s shield can be more than doubled in strength. This change
must be made during the EW Determination Step of the Combat

O-(PO

H

Thought Shields

These defensive devices are a direct exten-
sion of the crew’s minds, deflecting incoming
shots with the pure power of thought.

The thought shield array projects a special
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Sequence and is announced along with the ship’s EW levels. For
example, if anticipating an attack from the forward or port direc-
tions, the aft and starboard shields can be lowered to strengthen
the forward and port directions. A given side’s shield can be low-
ered partially if desired; e.g., the aft shield could be dropped by
10 and the forward increased by 10. This can be changed each
turn, but once set, cannot be altered until the next turn’s EW De-
termination Step.

The effect of the shield is to absorb incoming damage. It does
not affect the ship’s defense ratings or armor level. Each shield
point absorbs exactly one point of damage before it is eliminated,
and the shield must absorb the first damage that hits the ship
(regardless of type). The shield does not protect against attacks
that score no damage, such as the involuntary movement caused
by a gravitic shifter or plasma net.

For example, an EarthForce Omega Destroyer fires a heavy
pulse cannon and a heavy laser at Thoughtforce. The Omega
player decides to resolve the laser first, as its 10-point rakes will
not be as effective as the HPC against this well-armored target.
Earlier in the furn, Thoughtforce deactivated a non-facing thought
shield and doubled the thought shield facing the Omega (which
could not maneuver to avoid firing at the doubled shield). The
laser rolls 40 points of damage, which knocks down 40 points of
shields, leaving 10. The heavy pulse cannon scores three 15-point
hits, the first of which drops the rest of the shield and does a volley
of 5 points, while the other two pass cleanly through for two vol-
leys of 15 points each.

Thoughtforce’s shields regenerate completely each turn and
can be redistributed as described previously. This occurs because
they are in part generated by the ship’'s crew. If one of the C&C
systems is destroyed, the thought shield system’s ability to gener-
ate shield points is halved (drop fractions), and if the other C&C is
destroyed, no thought shields can be produced at all. The thought
shield generator does not suffer any critical hits.
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’THE SHADOW WAR
IN SCENARIOS

The history of the final Shadow War is one of many skirmishes,
engagements, and major battles. It is also a story that spans four-
fifths of the saga of Babylon 5! Here, we present the entire tale,
told completely using scenarios. If you have ever wanted to play
the entire Shadow War on your gaming table, here’s your chance!

Note: The War is outlined here in four Scenaric Groups (A, B,
C and D), each one corresponding to one-fourth of the conflict.
The early Groups are usually smaller battles, some as small as
single-ship duels, while the last in Group D are so huge they take
multiple scenarios to play out!

Scenario Group A:
Opening Moves

The war began slowly, as they always do. The Shadows needed
time to build their forces, and the Vorlons wanted the Shadows to
make a decisive move before committing their own allies to the
battle. The Vorlons and the Minbari Religious caste were busy con-
structing the White Star Fleet and readying the Minbari people for
another war. The Shadows, meanwhile, had to find allies of their
own, and they turned their attention first to the Centauri. A Shadow
agent named Morden journeyed to Babylon 5 and approached
the Centauri ambassador, Londo Molari.

Molari was an ambitious noble who dreamed of better things
for himself and his failing Republic. The Republic was having trouble
with the Narns and was not in a military position to do much
about it without becoming embroiled in another long, bloody war.
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The Narns, meanwhile, were on the rise, their power growing,
and they were becoming an ever-increasing threat to the Repub-
lic. When Morden arrived on the station he found everything he
had hoped for in the beleaguered Centauri ambassador. A simple
show of Shadow power allowed Morden to recover a stolen
Centauri relic for Molari. At first Kosh warned Morden to leave,
but was unwilling to force the issue. This gave Morden enough
space to maneuver and ensnare the ambitious Centauri into the
Shadow web.

On the eve of 2259 the Shadows began the war in earnest,
although few realized it at the time.

Scenario 1: Shadows Fall on

Duadrant 37

The Narns had established a large military outpost in Quad-
rant 37, manned by over 10,000 Narn soldiers and heavily de-
fended. The outpost was not only a listening point for spying on
Centauri space, but also served as a constant threat to Centauri
security. Worst of all, the Quadrant itself was in disputed space
that both the Centauri and Narns had claims to. As much as they
would have liked to do otherwise, the Centauri had no feasible
means of eliminating the post without starting a war they could
very well lose.

Morden offered to take care of the problem for Ambassador
Molari in exchange for future considerations. Molari was skepti-
cal, but remembered how Morden had helped him in the past.
Molari signaled Centauri Prime that he would take care of the
problem of Quadrant 37 in a way that could not reflect badly on
the Centauri Republic. This is indeed exactly what happened. The
Shadows made their first open assault on one of the younger races
in a thousand years. It was only fitting that it should be the trouble-
some Narn who were the first to fall.




From the Shadow point of view, the aftack on the Narn base
was more about winning over the Centauri then hurting the Narns
(although the latter was a nice bonus). The Centauri showed the
ambition and desire for conflict that the Shadows looked for in
young races. The Centauri wanted to change the face of the gal-
axy and reshape it in their own image, all laudable goals as far
the Shadows are concerned. The Narns, on the other hand, for all
their hatred of the Centauri, had no grand ambitions beyond de-
feating their former masters. The Narns were, from the Shadow
point of view, a weak race without the will to fight and befter them-
selves as a race. Thus the Shadows would sacrifice the Narn in
order fo jump-start Centauri ambition.

Thus, when Molari asked the Shadows (not knowing who he
was truly dealing with) to take care of the problem in Quadrant
37, they were more than happy to help. A pair of Shadow Cruis-
ers were dispatched to take care of the Narn outpost. They came
out of hyperspace and quickly laid into the base, destroying it and
its entire fighter compliment, leaving no survivors.

Scenario Rules:

Player One: Narn Ja'Stat Starbase (fully outfitted and loaded
with Frazi fighters). One flight of fighters is already in space, on
patrol within 5 hexes of the base.

Player Two: Two Shadow Cruisers.

Sei-Up: Place the base in the center of the map with the single
fighter flight already on patrol within 5 hexes of the base. None of
the base’s weapons are charged, as they are not expecting an
attack, and they cannot begin charging until turn 2 due fo sur-
prise. The Shadow Cruisers arrive from hyperspace at the start of
turn 1 in any hex they choose, and at any desired speed, so long
as they do not appear within 10 hexes of the base.

Special Rules: The Cruisers cannot launch fighters, as they do
not want to take the risk of losing one (thus leaving behind evi-
dence of their presence).

Narn Victory Conditions:
Unbelievable Viciory: Both cruisers destroyed (not likely).
Major Victory: One cruiser destroyed (also not likely).
Minor Victory: Internal damage, other than energy diffusers,

on any of the cruisers.

Loss: No damage to any Shadow ship.

Shadow Victory Conditions:

Victory: Destroy everything.

Loss: Take any damage beyond that fo the energy diffusers.
This scenario is really nothing more than target practice for the
Shadows, so any damage they actually take is a frivolous waste of
materiel (and might leave some substance behind that, if salvaged,
could indicate a new and previously unknown race was at work).

Scenario 2: Chasing Shadows

The Narns were naturally quite alarmed at the loss of their
outpost in Quadrant 37 and at the unexplained deaths of so many
of their people. Ambassador G'Kar, stationed on Babylen 5, could
not believe that the Centauri had the military might to undertake
such a strike successfully, at least not without leaving some trace
of their presence. Determined to find the cause of this new threat
to his people, G'Kar led an expedition to the site of the lost base.
When nothing could be learned there, G'Kar expanded his search,
which ultimately led him out fowards the rim of the galaxy, to-
wards Z’'ha’dum.

G'Kar unfortunately found the answers he was looking for.
On a world near the edge of inhabited space, G'Kar and his fel-
low Narns came upon a group of Shadow fighters on patrol. In
the ensuing battle, the Narns quickly realized that they were
outmatched and tried to escape through a jump gate. Only G'Kar
managed to make it home safely.
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Naturally this put the Shadows somewhat on edge. They were
hoping to keep a low profile, and knew that it was possible that
the Narns might recognize the Shadows from ancient times.

Scenario Rules:

Player One: Narn Fighters: 6 Frazi class fighters, three of which
are expert pilofs.

Player Two: Three Shadow Fighters.

Set-Up: Place the jump gate five hexes from one end of the
map, in the middle of the end side. The Narn fighters start at a
speed of 10 on the opposite edge of the map, heading towards
the jump gate. The Shadow fighters start at o speed of 5 in the
middle of the map, headed directly for the Narn fighters. The jump
gate may not be activated until the start of turn 4.

Speciol Rules: Ramming is permitted by all Narn fighters ex-
cept G'Kar. The Shadow fighters may not ram.

Narn Victory Conditions:

Nominate one fighter (secretly) to be G'Kar’s fighter. This must
be one of the fighters with an expert pilot.

Major Victory: G'Kar escapes.

Minor Victory: Any other fighter escapes.

Loss: All fighters destroyed.

Shadow Victory Conditions:
Victory: Destroy all Narn fighters.
Loss: Any fighters escape.

Scenario 3: Verifying

G'’Kar’'s Story

Ambassador G'Kar returned with wild tales from the Rim about
a strange new (or ancient) race that was al work in the Galaxy.
Naturally, he was greeted by a lot of doubt by his people. Most of
them blamed the Centauri for the recent attack, even though they
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had no evidence. The idea that some strange race would ran-
domly attack an outpost on the Narn-Centauri border seemed
improbable at best. Just as the Shadows had planned, no one
could link them or the Centauri to the attock.

Ultimately, G'Kar was insistent enough o force the Narn gov-
ernment fo send another ship to investigate Z'ha’dum. Unforfu-
nately, G’Kar told Ambassador Molari about his plans during an
attempt to convince the Babylon 5 Council of the impending dan-
ger from the Shadows. The Centauri Ambassador then informed
his Shadow allies about what G'Kar was up to. The Shadows knew
full well that they had to destroy the ship and destroy it before it
could get word back as to what it found at Z'ha’dum. The Shad-
ows were not ready for such @ public unveiling at this juncture.

The Narns sent o single G'Quan class cruiser to Z’ha’dum to
investigate the mysterious system. As they opened a jump point
and entered the region they were immediately met by a waiting
Shadow vessel, which promptly blew them out of the sky. In the
moments after completing the jump, the cruiser was out of con-
tact with the Narn military, so it had no opportunity to report on
what had happened. Since the Narns could not imagine some-
thing that powerful waiting to destroy the cruiser the instant it
came out of hyperspace, they assumed that the cruiser had expe-
rienced a malfunction with its jump drive and was thus destroyed.
No further expeditions to Z’ha’dum were planned. Thus, the Shad-
ows retained their anonymity for a while longer.

For their part, the Vorlons had seen what was happening to
the Narns and the Centauri. They knew that the Shadows were
aboard Babylon 5 and that they had approached both the Narns
and the Minbari, and probably the Centauri as well. If the Norn
government had frouble imagining an ancient race that could
easily destroy bases and heavy cruisers, the Vorlons did not. It was
obvious that the Shadows were at work, but the Vorlons were not
ready. The enly way to stop the Shadows from attacking the Narns
would be for the Vorlons to use their own ships, something they




were loath to even consider. The Vorlons fried fo stay as aloof from
actual fighting as possible. They wanted to gather their allies into
a fighting force capable of engaging the Shadow vessels on their
own, and destroy the Shadows once they had revealed themselves
completely. As long as the Shadows remained behind the scenes
the Vorlons would hold off. Narns would have to be sacrificed for
the greater good.

Scenario Rules:

Player One: Narn: One G'Quan class cruiser, full compli-
ment of fighters.

Player Two: Shadows: One Shadow Cruiser,

Set-Up: Start by placing a Narn jump point marker on the
map. The Shadow player then places his ship wherever he likes,
and begins arming his weapon (it begins turn 1 of the lowest
arming level). The G'Quan jumps into the map through the jump
point on turn 1.

Narn Victory Conditions:

Major Victory: Form another jump point and escape (don't
count on it!) or destroy the Shadow ship.

Minor Victory: Survive five turns (long enough fo send a mes-
sage).

Pyrrhic Victory: Score some amount of internal damage on
the Shadow cruiser (not counting damage absorbed in tendrils).

Shadow Victory Conditions:
Viciory: Destroy the Narn cruiser in less than five turns.
Loss: Any other result.

Optional Rules:

The players may want to adjust this scenario fo give the Nam
more of a chance. Options include allowing the Narn player to
deploy fighters in hyperspace and enter the board with the fight-

ers already in play. Another option assumes that Ambassador
Molari did not warn the Shadows, in which case it takes two turns
for the Shadows to send a ship, which enters the map af a speed
of 20 from any desired edge of the board.

Scenario 4: Starting a War

Finally the Centauri were ready fo make their move against
the Narns. Molari and his new ally, Lord Refa, had hatched a plot
that they hoped would restore the Centauri to their former glory,
starting with the Narns. Between the two of them, they had raised
enough support among Centauri nobles and legislators that they
could effectively force a war on the Emperor. As it turned out, il
health struck the Emperor down before he could even protest the
action. Lord Refa then killed the dead Emperor’s Prime Minister,
clearing the way for continued Centauri aggression.

Molari consulted with his Shadow allies and arranged for the
Narn Military base in Quadrant 14 1o suffer a total defeat af the
hands of the Shadows. The Shadows were more than happy to
oblige and utterly laid waste to the Narn forces stationed there.
The Shadow plan was now coming fo fruition. No one knew of
their involvement in the war and yet they had managed to bring
two of the galaxy’s greatest powers into a deadly conflict. Not
only that, but they had assured that the Centauri would have the
upper hand in the coming battle.

The Narn base in Quadrant 14 was a heavily defended posi-
tion that the Centauri would have taken only at great loss. The
planetary base was defended by an orbiting outpost with a full
compliment of Frazi fighters. Additionally, @ G’'Quan class heavy
cruiser was stationed in permanent orbit around the planet, itself
containing o full compliment of fighters. This was the largest com-
mitment of Shadow ships in the war to date: three Shadow Cruis-
ers. The cruisers came out of hyperspace and descended on the
base, taking them unawares. Every Narn in the region died and
the Shadows disappeared back into the darkness.
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A few hours later, Narn reinforcements arrived in response to
the station’s distress signal. They were followed almost immedi-
ately by a large Centauri fleet sent to occupy the region for the
Centauri Republic. The Narn-Centauri War had begun. Note: For
details on this war, see the War of Retribution supplement.

Scenario Rules:

Player One: Narns: 1 Narn Ja’Dul Warbase, 1 G'Quan Heavy
Cruiser. All are fully loaded with Frazi fighters.

Player Two: Shadows: 3 Shadow Cruisers.

Narn Set-Up: Place the base in the center of the map. Select
one side of the map to represent the atmosphere and surface of
the planet below. The G’'Quan starts at a full stop in a hex adja-
cent to the Narn base. It can be facing any direction the player
chooses, and its jump engine is deactivated. The Namn player starts
with two flights of fighters out on patrol, secretly writing down the
hex in which the fighters start and the speed and direction they
are traveling. The Narn also may place their fixed jump gate any-
where on the board as long as it is at least 20 hexes away from
the planet and the station.

Shadow Set-Up: The Shadows can phase in from hyperspace
at any location that is at least ten hexes from the base and the
surface of the planet. The Shadow player should record which
hexes its ships will enter during the first turn. The Shadow player
must deploy at least one ship on the first turn. It can hold the
other ships in hyperspace as long as it wants, but the turn before
it wants the ship to arrive, it should write down which hex the
Shadow cruiser will fade into. This decision should be made dur-
ing the EW Determination Step of the Combat Sequence.

Narn Victory Condifions:
Total Victory: defeat all Shadow cruisers (very, very unlikely).
Victory: Destroy one Shadow ship.
Escape with at least one fighter (to warn the others).
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Shadow Victory Conditions:

Victory: Destroy everything.

Minor Loss: Any Narn ships or fighters escape info hyper-
space.

Major Loss: Lose o Shadow vessel.

Total Loss: Lose all three ships (not bloody likely).

Scenario 5: Finishing a War

As the Narn-Centauri war raged on, the Shadows, pleased
with their work, turned their attention elsewhere for a while. They
began to concentrate their efforts in the League Worlds, planting
the seeds for future conflicts. There had always been a great deal
of discord and dislike among various members of the League,
and now the Shadows were doing their best fo exploit these feel-
ings. Additionally, the Shadows continued to extend their influ-
ence on Earth. Their agents were now actively involved with mem-
bers of the Earth Alliance government and had succeeded in ally-
ing themselves with the Psi Corps. Thus, they eliminated any threat
from the powerful Earth felepaths. More and more sightings of
Shadow ships occurred in hyperspace. As the Shadows expanded
their activities it became harder to keep them hidden. Fortunately
for them, most of the Galaxy was distracted by the fighting be-
tween the Narn and the Centauri.

The war itself was going badly for the Narn, but they were by
no means beaten yet. The Centauri had fought the Narns back to
deep in their own space, but a substantial porfion of the Narn
fleet remained, guarding Homeworld. The Centauri began mass-
ing their own fleet for a final attack on that planet, a battle which
would no doubt be quite bloody and costly. At the same time, the
Narns knew that they would need to make a daring blow against
the Centauri if they hoped to turn the course of the war. The Narn
high command decided that the best way to stall the Centauri
advance was to strike at their main supply depot on Goresh 7.




Goresh 7 was the key fo the Centauri offensive, and was thus
heavily guarded by the Centauri fleet. In order to fake the system,
the Narns would need almost their entire remaining armada. This
would leave the Narn homeworld unprotected for a short while,
but the Narns judged the risk worth the possible gain. Unfortu-
nately, the Centauri found out about these plans from captured
Narn refugees. Now that they knew, they had fo decide what to
do. One last fime the Centauri called upon their Shadow allies to
help destroy the Narns once and for all. The Shadows were natu-
rally more than happy to help.

The Centauri fleet withdrew into hyperspace, massing for a
final assault on the Narn homeworld, leaving Goresh 7 unde-
fended. The Narn fleet jumped into the Goresh system and made
for the planet, where they fell info the Shadow trap. The Narn fleet
managed fo inflict some damage on the Shadows, but soon real-
ized they could not win. They tried to escape, but the Shadows
deployed vortex disruptors, collapsing the jump points while the
Narn ships were in them. Who knows what would have happened
if the Narns had stayed to fight? They might have even taken a
few Shadows with them.

Meanwhile, the Centauri fleet attacked the Narn homeworld,
laying waste to it with mass drivers. The Narns were forced to
surrender and the War of Retribution was over.

The Shodows had won the first round of the new war. They
had punished the Narn for their thousand-year-old transgressions
and raised their new puppets, the Centauri, to new heights. The
Centauri government would continue to be a source of chaos
and strife in the galaxy, thus furthering the Shadow cause. Like-
wise, the Centauri Republic would eventually become safe place
from which the Shadows could stage their own operations. The
Vorlons, meanwhile, were still slow out of the gate. They had lost
Earth fo the Shadows, but soon they would make their first move
to counteract Shadow gains.

Scenario Rules:

Note: This scenario involves a large number of Namn ships
and you may wish fo have more than one player controlling the
Narns.

Side One: Narn: Twelve G’'Quan Heavy Cruisers. Each has
one flight of fighters (other fighters have been destroyed in battle
and not yet replaced). _

Side Two: Shadows: Three Shadow Cruisers, one Shadow
Carrier.

Sat-Up: Select one long edge of the map to be the surface of
Goresh 7. The Narn ships enfer the map first. The entire fleet
must jump into the system at the same time. They can jump into
any hex along the edge of the map opposite Goresh 7. The Shad-
ows may then phase in at any time in any hex. However, the Shadow
player must choose what hex each Shadow ship will fade in on
during the first turn and how many turns the ship will take before
it appears.

Narn Victory Conditions:

Major Victory: Destroy or drive off all Shadow Ships.

Minor Victory: Escape with af least half the fleet’s point value
intact (not counting damage).

Marginal Victory: Escape with at least one large ship.

Loss: All ships destroyed.

Shadow Victory Condifions:

Major Victory: Destroy all Narn ships.

Minor Victory: Destroy all Narn ships but lose one or more
Shadow Cruisers.

Loss: Any Narn ships escape.
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Scenario Group B:
Maneuvering for
Position

The Shadows had made the first move in the new great war.
They now maneuvered to cement their position, convincing the
Earth Alliance to sign a non-aggression pact with the Centauri.
By the terms of the agreement the Centauri were free fo attack
whoever they pleased as long as they did not infringe on Earth
territories. The Centauri readily agreed since this kept the Earth
Alliance off its back.

The Centauri had every intention of continuing their expan-
sion after the defeat of the Narn. They soon launched attacks on
both the Drazi and the Pak’ma’ra, taking over a number of worlds
on the Centauri border. The Centfouri claimed fo be creafing o
“buffer zone” to ensure stability. In reality, they were expanding
their empire and giving the Shadows room to maneuver.

Soon the Shadows moved to toke advantage of their allionce
with the Centouri. Shadow vessels took up positions in hyperspace
along the border, putting them in a stronger position fo launch
attacks info the League worlds. Meanwhile, the Vorlons were about
ready to reveal their new weapon in the war. The first of the White
Star ships was ready and the Vorlons planned to give it to Captain
Sheridan. This would not only allow Babylon 5 a small ability to
project force, it would also induce Sheridan o completely commit
himself and the stafion to the war against the Shadows.

Scenario 1: Saving the Saviors

It is now 2260 and the Shadows have recently become aware
of another Vorlon tool: the Rangers. (Since the Rangers started
recruiting in large numbers from races outside the Minbari, it be-

came difficult to keep their existence hidden from the Shadows.)
The Shadows had located a Ranger fraining facility on the planet
Zagros 7, located in Drazi space. The Shadows convinced the
Centauri that Zagros 7 would be a welcome addition to their empire
and it had been among the first planets the Centauri took from
the Drazi.

Now the Rangers on Zagros 7 found themselves trapped on
the planet. The Centauri surrounded the world with mines that
shot down any craft frying to leave the planet, and jommed any
signals the Rangers tried to send out. One Ranger (Marcus Cale)
did manage to slip through the net and make his way fo Babylon
5, the nearesf Ranger haven. There he convinced Captain Sheridan
ond Ambassador Delenn to come tfo the aid of the entrapped
Rangers. It was at this point that Delenn, with the permission of
the Vorlons, first revealed the White Star to Sheridan. The White
Star, not yet based out of Babylon 5 but rather moored in space
away from any habitations, would soon see ifs first action.

The Shadows, meanwhile, were preparing to deal with the
Rangers. They still did not want fo reveal the true nature of their
power or their ships fo anyone, even the Centauri. Thus they had
the Centauri leave the planet unguarded except for the unmanned
blockade mines. They then sent a Shadow Cruiser to level the
Ranger base from space. Unfortunately, the White Star arrived a
few moments before the Shadow vessel and set about destroying
enough holes in the minefield to allow the Rangers to escape.

By the time the Shadows arrived, the White Star had almost
finished its job.and the Rangers were in their ships. The Shadows,
unsure of this new ship and its capabilities, took a moment to
scan and observe the White Star, giving it enough time to finish
destroying the blockade and setting the Rangers free. The Rang-
ers escaped and the Shadow vessel went after the White Star into
hyperspace. The White Star monaged to destroy the Shadow ves-
sel by opening a jump point within a jump gate while the Shadow
cruiser was nearby, destroying both the gate and the enemy ship.
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Scenario Rules:

Player One: Babylon 5: 1 White Star.

Player Two: Centauri/Shadows: One Shadow Cruiser, Five
Centauri Ocara-E DEW Mines with Command Controllers. (Sta-
tistics and rules for this type of mine are found in Showdowns-1.)

Shadow Set-Up: Choose a long side of map to be the sur-
faces of Zagros 7. Place the mines in any five hexes with the fol-
lowing conditions: The mines must be within ten hexes of the planet
and no two mines can be closer than five hexes to another mine.
Also place a jump gate in the middle of the side of the map oppo-
site Zagros 7. Pick a hex now (before play begins) and write it
down. The Shadow Cruiser will fade onto the map in that hex in
the beginning of Turn 3, heading fowards the planet with a speed
of 5. Note: The mines are under the control of the Shadow player,
and will fire at his bidding. They will not fire at the Shadow ship.

Babylon 5 Set-Lp: The White Star may either enter through
the jump gate or open its own jump point anywhere along the
side of the map opposite the planet. It has a starting speed of 10.

Babylon 5 Victory Conditions:

The White Star must destroy at least three mines that are ad-
jacent to one another (thus creating a twenty-hex hole through
which the Rangers will escape). It must then try to get away. If it
escapes through the jump point, it will have succeeded in luring
the Shadow cruiser into hyperspace and will be presumed to de-
stroy it later using the aforementioned “bonehead maneuver.”

Major Victory: Destroy 3 mines and escape through jump gate.

Minar Victory: Destroy 3 mines but lose ship or escape by
forming own jump point.

Loss: Fail to destroy mines.

Shadow Victory Conditions:
Optimally the Shadows want to destroy the White Star and
protect the minefield. However, since the Shadows have never en-
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countered a White Star class ship before, they need to gather
intelligence on it as well. Thus the Shadow cruiser cannot fire on
its first turn in ploy. It is spending that time scanning the new ship.
It can fire after that, however.

Major Victory: Destroy White Star and preserve minefield.

Minor Victory: Preserve minefield but let White Star escape via
the jump gate, or lose three adjacent mines but destroy the White
Star.

loss: Lose three adjacent mines and allow the White Star to
escape by forming its own jump point.

Tolal Loss: Lose three adjocent mines and allow White Star fo
escape through jump gate.

Scenario 2: Let Sleeping Dogs Lie

After the last war the Shadows had gone to ground, hiding
their ships throughout the galaxy. We have already seen the re-
sults of the uncovering of the Shadow vessel hidden below the
Marfian surface. Four years later, the humans discovered another
Shadow cruiser in their solar system, this one hidden below the
surface of Ganymede, one of Jupiter’s moons.

By this time the Earth Alliance was well aware of what they
were dealing with. Although they had made deals with the Shad-
ows, they did not trust their new allies. Psi Corps in parficular was
growing more and more mistrustful of the Shadows. EarthGov
tried to keep their discovery a secret from the Shadows, hoping to
learn more about their mysterious technology.

Human researchers excavated the Shadow vessel, building a
protective dome around the burial site in order to keep it hidden
and block any signals it might send to other Shadows. After some
months of study they determined that the ship needed a pilot to
operate it and that the pilot and the vessel needed fo merge in
some way. They prepared to send someone in fo activate the ship
(having learned all they could from its inanimate form).




Meanwhile, an Earth traitor manoged to make her way fo
Babylon 5 and inform Sheridan as to what was going on. Alarmed
at the possibility of the corrupt Earth government getting control
of Shadow technology or that the ship would aftack Earth, Babylon
5 dispatched the first White Star to destroy the Shadow cruiser
before it became operational.

Unfortunately, they were too late. The human scientist sent
into the ship unwittingly joined with it. However, since he had not
been properly outfitted with Shadow technology integration de-
vices, the joining was not a complete one. Instead the ship went
berserk, broke out of the dome, and laid waste to the research
facility. The White Star was on the scene for this and managed to
lure the cruiser away from the scene of the battle. By leading the
Shadow into Jupiter’s atmosphere, the White Star managed to
destroy it using Jupiter’s high atmospheric pressure. They then
turned to make good their escape.

Again unfortunately, the Earth Alliance destroyer Agamemnon
was waiting for them outside of Jupiter’s atmosphere. The White
Star had to avoid the Agamemnon long enough to activate its
jump engines and return to Babylon 5. The White Star had to take
some serious punishment from the Agamemnon before it could
escape since they were unwilling fo attack the human ship.

Scenario Rules:

This scenario takes place after the White Star has lured the
Shadow ship into the atmosphere. It must now deal with the
Agamemnon.

Player One: Babylon 5: One White Star.

Player Two: Earth Alliance: One Omega Class Destroyer (no
fighters).

Babylon 5 Set-Up: Pick one long side of the map to be Jupiter’s
atmosphere. The three rows of hexes along this side represent the
atmosphere (rather than one as normal). The White Star starts in

the middle of the Jupiter side of the board, in the atmosphere. It
can be moving in either direction that keeps it in the atmosphere.
It has a speed of 5. While the White Star is in Jupiter’s atmo-
sphere treat it as if it were in a nebula due to the storms currently
taking place therein. The atmosphere is thickness 1.

Farth Alliance Set-Up: The Agamemnon starts in space five
hexes out from the atmosphere and 10 hexes behind the White
Star. It is moving in the same direction as the White Star with a
speed of 7.

Babylon 5 Victory Conditions:

The White Star has just gone through immense strain and its
jump engines are off line for the first five furns of the scenario. The
White Star can remain in the atmosphere where the Omega can’t
venture, but then its jammers will not function and it will have no
EW. The White Star can form a jump gate in the atmosphere.

Major Victory: Escape without harming the Agamemnon.

Minor Victory: Escope after harming the Agamemnon.

Minor Loss: Escape but destroy the Agamemnon.

Major Loss: Die.

Earth Alliance Victory Conditions:

The Agamemnon is not permitted to enter an atmosphere hex
of its own volition. It will not execute any movement order which
would place it info an atmosphere hex or put it into a situation
where it is not possible to avoid entering the atmosphere in a
future turn.

Victory: Destroy or disable the White Star.

loss: White Star escapes.

Scenario 3: Frozen Dreams

Earth was starting fo have problems of its own that had little
to do with alien influence. The shadow of doubt that surrounded
President Clark and the death of his predecessor, coupled with
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Clark’s new and repressive policies, led several Earth colonies,
including Mars and Proxima, to revolt. Clark declared o state of
martial law and cracked down hard on the rebels. In response to
this, Babylon 5 finally did what it had already done in everything
but name: it seceded from the Earth Alliance.

This turn of events worked out well for both the Shadows and
the Vorlons, although in different ways. For the Shadows back on
Earth, it meant that Clark was now willing to rule his people with
an iron fist. Earth would not get involved in the war and would
remain a haven for Shadow influence. For the Vorlons, it meant
that Babylon 5 was now free of constraints and could openly be-
come a center for resisting the Shadows. The Minbari could now
openly station warships at Babylon 5, and so could other worlds.
Once the White Star fleet was operational it could serve as a base
of operations for them as well.

Back on Earth, however, not everything was going well. The
discovery and loss of the Gonymede Shadow ship did not go un-
noticed by the Shadows. They demanded recompense in return
for their loss. The Psi Corps had always hunted down rogue
telepaths, and most of the more powerful ones were sent to re-
education camps in order to indoctrinate them into the Psi Corps
philosophy. Thus there were quite a few imprisoned telepaths with
a high psi rating. The Shadows knew that it was only a matter of
time before the Vorlons revealed the Shadow susceptibility to
telepaths. They now had a plan to counteract this weakness.

The Shadows reasoned that their ships were vulnerable to
telepaths because of the crew that piloted them. By replacing the
normal sentient crew with telepaths, the Shadow ships would gain
some measure of resistance fo enemy psi. Because of the trau-
matic experience of being outfitted as a Shadow pilot, they needed
powerful telepaths whose minds could stand up 1o the strain and
yet retain their psychic powers. In return for the loss of the
Ganymede cruiser the Shadows asked for and received a ship-
ment of one hundred of the most powerful telepaths in the Psi
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Corps reeducation program. The telepaths were outfitted for
Shadow ship operation and put info cryogenic containers. They
were then loaded on a freighter and sent off to Z'ha’dum.

Unfortunately for the Shadows, their plan did not ge off quite
as expected, Although EarthGov agreed with the plan, the Psi
Corps was not thrilled with if. A prominent Psi Cop, Bester, con-
vinced some of his fellow Corps members that this was a very bad
precedent to set. Always paranoid about what the rest of the world
wants to do to them, the Psi Corps agreed. After all, what hap-
pened when the Shadows demanded more high level telepaths?
Clark may go beyond the reeducation camps to find them! Bester,
who had his own personal agenda, set off for Babylon 5.

Babylon 5 and the Psi Corps made an uneasy alliance. At first
Bester told them only that the freighter would be carrying weap-
ons for the Shadows, and so the White Star, aided by Bester, set
out to intercept the freighter. Using Bester’s telepathic abilities,
they tracked the ship in hyperspace and attacked the convoy. The
White Star engaged six Shadow fighters and defeaied them. The
Shadow cruiser showed up but inexplicably fled the scene. The
White Star captured the freighter and discovered its cargo of dor-
mant telepaths, which were brought back to Babylon 5.

It was ofter this incident that the Babylon 5 commaond stoff
began to realize that there was some connection between telepaths
and the Shadows. Never before had a Shadow fled in the face of
a White Star, but now a ship had runl The only difference was that
the White Star happened to have o powerful telepath on board
this fime. The connection was obvious.

The Vorlons chose to keep their silence for the moment. They
did not want fo bring telepaths into the fray yet, hoping to save
that weapon for o final strike against the Shadows. Their reason-
ing went that as long as the Shadows did not know the Verlons
had discovered their weakness, they would take no steps to pro-
tect themselves. Contrary to Vorlon plans, their own pawns were
well on the way to discovering the secret themselves.



Scenario Rules:

Player One: Babylon 5: One White Star.

Player Two: Shadows: Six Shadow Fighters, one commercial
freighter.

Nate: This battle takes place in hyperspacel!

Babylon & Set-Up: The Babylon 5 player comes into play any-
where along one short edge of the map with a speed of 15.

Shadows Set-Llp: The Freighter and fighters oll start in the
center of the map heading in the same direction as the White Star.
They have o speed of 10.

Babylon 5 Victory Conditions:

Major Victory: Destroy fighters and disable freighter without
harming cargo (you'll want to use called shofs).

Minar Victory: Destroy fighters and freighter.

loss: White Star destroyed or freighter escapes.

Shadow Victory Conditions:

Victary: Freighter escapes. This can only happen if the White
Star is destroyed or all its engines are knocked out.

loss: Freighter captured or desiroyed.

Options:

For a time limit, assume the Shadow ship (a Shadow Cruiser
which has committed its six fighters as convoy guards) will over-
come its fear of Bester and attack on turn 8. It oppears from any
direction (af the Shadow’s option) 25 hexes from the freighter.

Scenario 4: The League

Under Attack

With the loss of their shipment of telepaths, the Shadows knew
they would have to act quickly. The time for delay was gone. It
seemed likely that they had been betrayed by some or all of their
human allies and their suspicions fell naturally upon the Psi Corps

(which they had olways planned on destroying onyway). First things
first, however.

The Shadows had spent a great deal of time and effort sowing
the seeds of war within the League of Non-Aligned Worlds. Now
the entire League was hopelessly divided. Many had succumbed
to Shadow influence, but most stood against them. Even those
who failed to yield directly to Shadow dominion had fallen prey to
more subtle influences. The entire League was ready to split apart.
Due to Shadow instigation, the League worlds had spent so much
time fighting among themselves and fending off Centauri incur-
sions that they were in no shape to resist the Shadows.

Then the Shadows made their move. They began ottacking
directly those worlds who had not aligned with them, encourag-
ing their pawns to move against their enemies as well. This was
the first time thot the galoxy af large had been exposed to the
power of the Shadow Cruisers. No longer attempting to hide their
presence, the Shadows went for maximum possible chaos. They
adopted a hit-and-run policy. They would oppear out of nowhere
and launch their assaults, slicing through fleets with impunity, only
to disappear again. This was not, as of yet, a war of conquest; it
was a war of terror. Without any discernible pattern fo the attacks,
it was impossible to guess who would suffer next.

One race to suffer terribly at the hands of the Shadows were
the Brakiri, o people who had stood up to the Shadows and thus
were among the first to be attacked. Desperately trying to save as
many lives as possible, the Brakiri tried fo evacuate their civilian
population to worlds that were not being attacked by the Shad-
ows. In this scenario we see one such effort. Three Brakiri cruisers
were escorting three refugee ships (converted luxury liners) to @
jump point when a Shadow cruiser phased in and attacked the
convoy. In the ensuing battle two of the liners managed to escape
to Sector 83. All three Brakiri cruisers were lost, although the
Shadow vessel was damaged and chose not to pursue the fleeing
refugees (for reasons that would later become apparent).
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Scenario Rules:
Player One: Brakiri: Three Avioki Cruisers, three luxury liners.
Note: You will need the League of Non-Aligned Worlds Supple-
ment (Part 1) to play this scenario. The luxury liners can be found
in Showdowns-2.
Player Two: Shadow: One Shadow Cruiser (no fighters).
Brokiri Set-Up: The Brakiri set up along one short edge of the
map, headed towards the other edge. The player may set up in
any formation they choose as long as all ships are within two
hexes of the edge of the map. They start with a speed of 6. Place
a jump gate at the far end of the map, in front of the Brakiri ships.
Shadow Sel-Up: The Shadow player starts in hyperspace. Write
down a hex and turn in which you want to enter the board (prob-
ably the first turn, no time to waste). The Shadow vessel enters
with a speed of 12.

Victory Conditions:

This is an odd scenario in that the Shadows and the Brakiri
have different ideas as to what the battle is about. In a sense it is
possible for both sides to have partial victories. The Brakiri want to
evacuate their people, even if it means sacrificing their warships.
The Shadows are more concerned about destroying the warships
than the transports. Still, it will be clear when it is over who won
and who lost.

Brakiri Victory Conditions:

Total Victory: All three refugee transports escape through the
jump point.

Major Victory: Two transports escape.

Minor Victory: One tronsport escapes.

Loss: Transports destroyed.

\
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Shadow Victory Conditions:

Total Victary: Destroy everything.

Major Victory: Destroy all enemy warships.

Minor Victory: Destroy all enemy transports.

Minor Loss: One or more of both warships and transports
escape.

Major Loss: Shadow Cruiser destroyed.

Scenario 5: Who’s Trapping Who?

In a desperate attempt to forestall the seemingly indomitable
Shadow assaults, the Vree came up with a plan to strike back at
the enemy. It was now clear that some of the League worlds were
in an alliance with the Shadows. Not only were these worlds not
suffering from Shadow attacks, but they were refusing any and all
refugees who tried to flee there, even destroying them. Faced with
the Shadows, none of the other League worlds had the force avail-
able to punish these heinous offenses. The Vree, who had recently
suffered from a series of vicious and bloody assaults by the Shad-
ows, came up with a plan to try and trap the enemy. They released
information to one of these Shadow allies that a lightly guarded
convoy of refugees would be passing through their system aond
begged them not to attack the convoy. The loyal Shadow allies
naturally passed this on to their masters, just as the Vree had
hoped.

The convoy was in fact composed of Vree warships, ready
and waiting for the Shadows to attack. They hoped that the Shad-
ows would send just a single ship fo take care of a lightly armed
convoy and that they would thus be able to finally destroy o Shadow
vessel and then perhaps examine it fo learn their weaknesses.
Unfortunately, the Shadows sent two ships, and the battle did not
go well for the Vree, although they put up a valiant fight.




Scenario Rules:

Notfe: Six ships is a lot to control and you may wish to have
two players for the Vree.

Player One: Vree: 2 Xill Battle Saucers, 2 Xorr War Saucers, |
Xeel War Carrier (with 12 Tzymm heavy fighters), 1 Vaarl Scout
Saucer. Note: You will need the League of Non-Aligned Worlds
Supplement (Part 1) to play this scenario.

Player Two: Shadows: 2 Shadow Cruisers.

Vree Set-Up: The Vree set up in any formation within five hexes
of the center of the map with any facing and any speed up to and
including 10 that they wish.

Shadow Sei-Up: Before the Vree player places his or her ships,
the Shadow Player secretly records which hex and at what turn
each of the Shadow cruisers will come into play, what heading,
and what speed.

Vree Victory Conditions:
Major Victory: Destroy both Shadow cruisers.
Minor Victory: Destroy one Shadow cruiser.
loss: Lose all ships without destroying any Shadows.

Shadow Victory Conditions:
Victory: Destroy all Vree.
Minor Loss: Lose one ship.
Major Loss: Lose both ships.

Scenario 6: The Armadillo Defense

As the Abbai watched their Brakiri and Vree neighbors come
under heavy attack, they knew they would be next. Unwilling to
take on any kind of aggressive stance that might make fargets of
themselves, they retreated into their own space and behind the
protective guns of their Pirocia starbases. Like an armadillo that
rolls up behind its armor, they hoped the Shadows would deem
their defenses too hard to crack, and therefore leave them alone.

This was not to be, however. A pair of Shadow Cruisers at-
tacked one of their outlying bases, hoping for yet ancther easy
victory. What they met surprised them, inflicting heavy damage on
both ships, but ultimately fell under their guns. Perhaps stung by
the ferocity of the Abbai defense, the Shadows made no further
attempts to attack Abbai bases for the remainder of the war.

Scenario Rules:

Player One: Abbai: 1 Pirocia Starbase, 2 Lakara Cruisers, 1
Tiraca Attack Frigate, 1 Miliani Carrier, all available fighters. The
ships and fighters can be found in the League-1 supplement, while
the starbase appears in Showdowns-2.

Player Two: Shadows: 2 Shadow Cruisers.

Abbai Set-Up: Place the starbase in the center of the map.
The Abbai set up in hexes adjacent to the base in any desired
facing, at a speed of zero.

Shadow Set-Up: The Shadow player phases in both ships on
turn 1 of the battle and can phase onto the map in any hexes
desired, but these cannot be within 15 hexes of the base.

Abbai Victory Conditions:
Major Victary: Destroy both Shadow cruisers.
Minor Victory: Destroy one Shadow cruiser.
Loss: Lose the base without destroying any Shadows.

Shadow Victory Conditions:

Major Victory: Destroy the base and drive off all ships.

Minor Victory: Destroy the starbase.

Minor Loss: Lose one ship without destroying the starbase.

Major Loss: Lose both ships without destroying the starbase.

MNote: It is possible for both sides to win this scenario. If the
Shadows destroy the base, they are winners even if they eventually
lose both ships, while the Abbai win a victory by defeating at least
one Shadow, regardless of what else happens to their forces.
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Scenario Group (C:
Open War

Now the war entered a new stage, escalating to o level that
was nearly unheard of in all the years of fighting between the
Vorlons and Shadows. The Vorlons, unlike the Shadows, piloted
their own ships. To risk @ Vorlon ship in battle was to risk losing a
Vorlon lite forever. Every loss is a tragedy beyond compare to the
Vorlons. To lose multiple Vorlons in the space of a few hours fight-
ing is horrifying. This time, however, the war had begun fo spin
out of control and all the old rules were being discarded. This time
the Vorlons and Shadows would fight face to face.

Scenario 1: First Blood

The battle wos joined. The Shadows had the League worlds
on the run, and after the losses the Vree and Brakin had suffered
fighting the Shadows, no one was willing to stand against them.
The Brokiri ambassedor to Babylon 5 begged for help against the
Shadows, but Sheridan did not have the ships to engage the en-
emy as of yet, The Minbari ships guarding Babylon 5 needed to
stay in order to protect the station from any attacks by the Earth
Alliance. Furthermore, it was impossible to predict where the Shad-
ows would attack next, so he had no idea where to deploy the few
ships that he had.

The only legical step wos to try and impose some sort of order
on the League Weorlds themselves. The League had, spread out
between its various members, quite a large number of ships, but
they were scattered and disorganized. Furthermore, they were loath
to commit them io bottle. They had seen what happened when
you stood against the Shadows. They hoped that by keeping their
heads down they would be able to somehow avoid a Shadow
aftack. They would no! commit ships to Sheridan because they

frankly did not believe the Shadows could be beaten.

In desperation, Sheridan approached Ambassador Kosh and
tried to convince him fo commit the Vorlon fleet to action agoinst
the Shadows. The Vorlons were ot first reluctant, They wished to
leave this matter to the younger races, as usual. Soon the White
Star fleet would be on line and the young races would be able to
fight back against the Shadows with ships capable of defeating a
Shadow cruiser. However, they realized that, with the Earth Alli-
ance, the Narn Regime, and the Centauri Republic all either neu-
tralized, destroyed, or suborned by the Shadows, the League of
Non-Aligned Worlds was the only sizable fleet left besides the
Minbari. If the Shadows were to be defeated, the League would
be the key, but they too seemed all but lost. The only way to unify
the League against the Shadows was to give them o force to rally
around—no! just Babylon 5, but the Vorlon Empire as well.

So, with some Irepidation, the Vorlons dispatched a fleet to
League space. Vorlon ships have the ability to create hidden pock-
ets within hyperspace itself. This allows them o lie in woit in hyper-
space, undetectable by anyone but other Vorlons (unless blun-
dered into by accident). When the Shadows struck at the Brakiri
agoin, the Vorlons were recdy. They came out of hyperspace and
engaged the Shadows, who were clready busy fighting the Brakiri.
The combined Brakiri-Vorlon fleet defeated the Shadows. For the
first time the Shadows had suffered a setback in their aggression
versus the League worlds,

This action had two immediate consequences, both of which
the Vorlons had anficipated when they decided to take this drastic
step. First, and most beneficial, it served to rally the League worlds
together around Babylon 5 and the Vorlon couse. The races of
the League now reclized that the Shodows could indeed be de-
fected and were willing to be a part of that fight. Secondly, it meant
that the rules of the game had changed yet again. The Shadows,
in retaliation, immediately attacked and killed Ambassador Kosh
in his quarters on Babylon 5. This was a signal to the Vorlons that
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if they persisted in this behavior the Shadows would start to play
by different rules as well. The war was falling towards a new and
frightening stage.

Scenario Rules:

This is a big fight (although there are bigger fights fo come).
As such it is recommended that you have more than two players
for this scenario, with at least two players controlling the Vorlon-
Brakiri side and one or two controlling the Shadows.

leam One: Brakiri: One Corumai dreadnought, two Avioki
cruisers, one Brokados battle carrier (with full fighter load). Note:
You will need the League of Non-Aligned Worlds Supplement (Part
1) to play this scenario.

laam Two: Vorlons: One Dreadnought, Two Cruisers, 24 Fight-
ers.

leam Three: Shadows: Three Shadow Cruisers and two
Shadow Carriers.

“rokini Set-Up: The Brakiri start the battle along one long edge
of the map, facing towards the center. They may start anywhere
along the map edge with any facing and o starting speed of 10.

Vorlon Set-Up: The Vorlons start off the map. They cannot
enter the battle until the fourth turn. However, on the third turn
they must pick a hex to enter from. This choice is made during the
EW Determination Step of the Combat Sequence. In the begin-
ning of turn four, that jump gate appears and the Vorlons come
into play.

Shadow Set-Up: The Shadows start the battle on the map edge
opposite the Brakiri, in any hexes with any facing and a speed of
15 (they have just finished destroying another Brakiri task force
and are moving to engage the one shown here). None of the
Shadow ships have any damage or any energy remaining in their
diffusers, and all have successfully recovered their fighters. Their
weapons are fully armed and ready fo fire.
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Vorlon/Brakiri Victory Conditions:

lotal Victory: Destroy all Shadow cruisers.

Major Victory: Destroy two or more Shadow Cruisers and force
the rest to flee.

Minor Victory: Force the Shadows fo flee.

Minor Loss: Lose all Vorlon ships.

Major Loss: Lose all ships to Shadows or be forced to flee.

Shadows Victory Conditions:
Major Victory: Destroy all Vorlon and Brakiri ships.

Victory: Destroy oll Vorlon ships.

Forced to flee.

Lose all ships.

Minor
Minor Loss

Major Loss

Scenario 2: Achilles Heel r

The tide of battle was beginning fo turn for the Shadows, as
the League was lining up against them. Soon matters would toke
an even worse turn os the Babylon 5 command staff discovered,
with the help of the Narns, the true weakness of the Shadows:
telepaths. Sheridan and his forces finally figured out that the Shad-
ows were in some way susceptible to telepaths, based on the ac-
counts from the Book of G'Quan and previous experiences in
battle. Just how vulnerable they were and what this meant was as
yet indeterminate. That had to be put to the test.

Sheridan took the White Star out on o hunfing expedition,
with the human telepath Lyta Alexander on board. Alexander had
been in the service of the Vorlons for the past two years and they
had increased her natural telepathic ability. The White Star laid in
wait for a Shadow vessel to arrive, ready to try their new weapon
out against the enemy. They found and engaged a Shadow Cruiser,
and though they were hard pressed, they did manage to defeat it.




The Shadow vessel called for help, although too late for its
own survival. Four more Shadow cruisers came to their fallen
comrade’s aid, ready to destroy the White Star. Fortunately the
Babylon 5 alliance had been prepared for such an eventuality,
and had a Minbari cruiser with telepaths on board waiting in hy-
perspace. The Minbari joined the White Star to fight the Shadows.
Not too long after this, the rest of the Babylon 5 fleet arrived, with
Narn, Drazi, Vree, and Brakiri ships all joining in the fray. The
Shadows were routed and the Baobylon 5 alliance finally sow a
possible path to future victory.

Scenario Rules:

This is another large scenario which may require more than
two players to control all the ships.

leam COne: Babylon 5: 1 White Star (with Lyta Alexander, o
P13 equivalent), 1 Minbari Sharlin War Cruiser (with three P10-
level telepaths), 1 Narn G'Quan cruiser, 2 Brakiri Avioki cruisers,
2 Vree Xorr War Saucers, 2 Drazi Sunhawks. Note: You will need
the League of Non-Aligned Worlds Supplement (Part 1) to play
this scenario.

laam Two: Five Shadow Cruisers (no fighters).

hadow SerUp A single Shadow Cruiser has just finished
destroying a Drazi convoy. It starts in the middle of the board
facing towards one of the long sides of the map with a speed of 5.
The remaining Shadow vessels cannot enter the battle until four
turns after the White Star first uses its telepath or any weapons are
fired against the first Shadow ship. As soon as either of these
occur, the Shadow player must secretly choose which hex (or hexes)
the four reinforcements will enter in and at what speed and fac-
ing. They arrive four turns later by phasing in.

Babylon 5 § . The Babylon 5 fleet does not start the game
hogether In foc’r the majority of the fleet is still on its way to the
scene of the battle. The White Star forms its own jump point and

enters from any hex at least twenty hexes from where the Shadow
player began with a speed of 10. The Minbari Sharlin cruiser is

waiting in hyperspace. It can enter the batile af any point after the

Shadow reinforcements arrive. It enters through the same hex that
the White Star originally used with a speed of 10. Three turns
later, the rest of the Babylon 5 fleet enters through that same hex,
also with a speed of 10.

Shadow Victory Conditions:

lotal Victory: Destroy all enemy ships.

Major Victory: Destroy the White Star and the Sharlin cruiser.

Minor Victory: Destroy the White Star and the Sharlin, but lose
two or more ships.

Major Lass: Lose two or more ships without destroying both
the White Star and Sharlin.

lotal Loss: Lose all ships.

Babylon 5 Victory Conditions:

lotal Victory: Destroy all enemy ships.

Major Victory: Destroy at least one enemy ship and cause the
remainder fo flee.

Minor Viclory: Destroy one or more enemy ships but White
Star and Sharlin are forced to flee.

Minor Loss: White Star or Sharlin destroyed.

Major Loss: Both White Star and Sharlin lost.

lotal Loss: Entire fleet destroyed.

The White Star and Sharlin are importtant in this scenario be-
cause they are the only ones who know whether or not the felepaths
work against the Shadows and just how to use them.

Scenario 3: Mounting Resistance

Now that they knew their new weapon was effective, Babylon
5 was ready to take the fight to the Shadows, to chase them all
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the way back fo Z'ha’dum and beyond. The Shadows, for their
part, saw this development as a bad sign indeed. They could now
see the possibility that they might actually lose the war if they were
not careful.

This realization resulted in two courses of action. First, the
Shadows stepped up their attacks on the League worlds, hoping
to shatter the League before Babylon 5 could successfully bring
them together. Secondly, the Shadows started to dig in on those
worlds where they had allies, such as Centauri Prime. Should their
battle plan fail them, the Shadows wanted to have someplace to
run to when things went badly.

The Shadow attacks on League Worlds seemed as random
and chaotic as ever, but in fact there was a very clear method to
their madness. The Shadows were purposefully avoiding attack-
ing Sector 83 and as a result many of the League world refugees
were heading for this region of space. Like hounds before the
hunters, the Shadows were rousting the prey from its hiding places
and driving them all info this one sector. There the Shadows planned
to launch one attack to strike o devastoling and demoralizing
blow against the League refugees. They would breok their resolve
and take them out of the war for goed (or so the Shadows hoped).

Babylon 5, meanwhile, was busy acting on the new discovery
they had made concerning the Shadow's weakness. They set about
busily recruiting as many telepaths as possible from every race.
These recruits were then distributed among the League fleets of-
fering them some odded protection against the Shadows. The
Vorlons were pleased with how matters were proceeding and felt
that their pawns had done better than they could have hoped for.
The Shadows seemed to be on the defensive and soon the White
Star fleet would come on line, hopefully providing the final push
that would send the Shadows running for the next thousand years.

Meanwhile, the Shadow attacks continued, but now they were
not having so easy a fime of it. The following scenario details one
such battle between a group of Drazi and a Shodew Cruiser. In
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this instance the Drazi were actually able fo strike back at their
enemy and olmosi succeeded in destroying the Shadow vessel.
Almost.

Scenario Rules:

Player One: Drazi: 4 Warbirds (one with a P9-level telepath
on board). Note: You will need the League of Non-Aligned Worlds
Supplement (Part 1) to play this scenario.

Ployer Two: Shadows: One Shadow Cruiser {no fighters).

Draz Set-Up: The Drazi begin the game along one short edge
of the board, in any hexes they want with a speed of 15. Before
the game starts, they secretly select one ship to carry the telepath.

Shodows: The Shadow cruiser sets up opposite the Drazi with
a speed of 10, heading towards the Drazi fleet.

Drazi Victory Conditions:
Major Victory: Destroy the Shadow Cruiser.
Minar Victory: Shadow Cruiser flees.
Loss: All Drazi Ships destroyed or forced to flee.

Shodow Victory Condifions:
Victory: Destroy all Drazi ships.
Minor Loss: Forced to flee.
Major Loss: Ship destroyed.

Scenario 4: The Battle of

Sector 83

The Shadow raids continued, although each attack was grow-
ing more difficult for the Shadows. Still, their plan had werked,
and milliens of refugees from a dozen different races had gath-
ered in Sector 83. Unfortunately for the Shadows, Sheridan had
discerned what it was the Shadows were planning and set about
getting ready fo stop them.




The first step was to assure the cooperation of the League
Worlds. Despite the recent victories of the Vorlons and the Babylon
5 fleet over the Shadows, many League worlds were still suffering
terribly under the Shadow attacks and were not happy about the
idea of committing more ships to the hatile. It fook some convine-
ing, but they finally agreed fo join the assembling fleet. The Minbari
also committed a number of warships to the effort, and the core
fleet was reaching quite a size.

Just in time for this battle, the White Star fleet finally became
fully operational, allowing Sheridan access to over a hundred new
ships. Sheridan decided fo keep the exisience of the White Stars a
secret until the bottle since he knew the Shadows had spies every-
where within the League Worlds. The plan for battle was simple,
The original White Star would go into the sector ahead of time
and watch for signs of Shadow activity. Once the Shadows made
their move, the rest of the fleet would come out of hyperspace and
engage the Shadows.

The Shadows sent in a scout to the system first, wary about
what they might find there (having heard rumors of the fleet Babylon
5 was assembling). The advance White Star destroyed the Shadow
scout, jamming its attempts to send a waming signal. The rest of
the Shadow fleet arrived and prepared to attack. Then the Babylon
Fleet entered from hyperspace and battle was joined. Ultimately
the Babylon Fleet proved successful, destroying many Shadows
and driving the rest off, although they themselves took heavy ca-
sualties. |t cost them two ships for every Shadow they destroyed,
but they had dealt the Shadows a heavy blow.

Because this is such a large batile we have broken the battle
down into more manageable pieces. This will allow you to play the
battle in segments. If you are feeling ambitious and want to play
the whole fight in one large engagement we give you rules for that
as well. In almost every case you will want to have more than two
players since there are a lot of ships to control.

Scenario 4A: One ODn One

This recreates the fight between White Star One and the
Shadow scout sent in to make sure the way was clear for their
assault on Sector 83. The White Star has been waiting patiently
for the Shadows to arrive, its systems powered down to make it
hard 1o locate. When finally found, the White Star destroyed the
scout, preventing it from warning the rest of the Shadow fleet about
the trap.

Scenario Rules:

Player One: Babylon 5: One White Stor.

Player Two: Shadows: One Shadow Scout.

Babylon 5 Set-Up: The White Star player secretly chooses one
hex on the map in which the White Star is hiding; he must choose
a facing as well. It can activate and reveal itself at any time. It is
also revealed if it moves, or if the scout comes within ten hexes of
its location.

Shadow Set-Up: The Shadow can choose any hex to enter the
map at a speed of 5 (it cannot exceed this speed until it discovers
the White Star as it is making detailed scans of the area). It does
nol know where the White Star is, but will find it if it ever comes
within ten hexes of the hidden ship (at the end of the movement
step). Once this happens, the scout needs to move at least twenty
hexes away from the White Star {af the end of movement) in order
to escape the White Star’s jamming. If it manages fo escape, it
sends a signal fo the Shadow fleet, warning them that something
is afoot in the sector. Note: The Scout has its phasing drive shut
down in order to use its scanners to full effect. It cannot begin to
recharge them until it has discovered the White Star. If it manages
to phase inio hyperspace, it succeeds in sending the signal re-
gardless of the range to the White Star.

Special Rules: Ramming by the Shadow scout is permitted.
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White Star Victory Conditions:
Victary: Destroy scout before it can send a signal.
Minor Loss: Shadow scout sends signal.

Major Loss: Shadow scout escapes.

Shadow Victory Conditions:
Major Victory: Destroy White Star ond escape.
Minor Victory: Send warning signal.
Loss: Ship destroyed.

Scenario 4B: Fighter Engagements

This was the first stage of the battle as the fighter groups of
each side rushed forward. The Shadows wanted to do as much
damage to the Babylon 5 fleet’s telepaths as they could before
they committed their cruisers. Sheridan countered by intercepting
with his own fighters and other light ships while the capital ships
maneuvered info position.

Scenario Rules:

Teum One: Babylon 5: 10 White Stars, 60 Minbari Nial Heavy
Fighters, 24 Narn Frazi Heavy Fighters, 12 Minbari Flyers.

Team Two: Shadows: 6 Shadow Destroyers, 4 Scouts, 90 fight-
ers.

Babylon 5 Set-Up: The Babylon 5 players sets up along one
short edge of the map in any formation they want with a starfing
speed of 15.

Shodows Set-Up: The Shadows set up on the edge opposite
the Babylon 5 force, again with any formation they wani, headed
towards the Babylon 5 fleet with a speed of 10.

Shadow Victory Conditions:
The Shadows want to engage the Babylon 5 heavy ships with
their fighters in hopes of taking out some of their telepaths. Thus
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they want to get as many fighters past the enemy fighters as pos-
sible. At the same time, they want to take down as many enemy
ships as possible in the process.

Mojor Victory: 60 or more fighters escape across the oppo-
site side of the map while destroying at least half the Babylon 5
fighters.

Minor Victory: 60 or more fighters escape but destroy less
than half the Babylon 5 fighters.

Draw: 30 or more fighters make it through having destroyed
half of the Babylon 5 forces.

Minor Loss: 30 or more fighters make it through without de-
stroying half the Babylon 5 forces.

Major Loss: Less than 30 fighters make it through.

Babylon 5 Viciory Conditions:

The B5 fighters want to destroy as many enemy fighters as
possible, simple as that.

lotel Victory: Destroy all enemy ships and fighters.

Major Victory: Destroy 60 or more enemy fighters.

Minor Victory: Destroy between 45 and 60 enemy fighters.

Drove: Destroy between 30 and 45 enemy fighters.

Loss: Destroy less than 30 enemy fighters.

Scenario 4C: White Stars vs.

Shadows

Once the fleets had drawn closer together, the Babylon 5 fleet
began using their telepaths to disrupt the Shadow cruisers. The
White Stars and Drozi ships were among the first to engage the
Shadows directly with the help of a few telepaths.

Scenario Rules:
Side One: Babylon 5: 15 White Stars, 1 Drazi Sunhawk, 1
Drazi Warbird, 12 Minbari Nial Fighters. There are two P8-level



telepaths, two P10s, and one P12 available, which should be
secretly allocated to ships before the scenario begins. No more
than one felepath may be on any ship and none may be on the
fighters.

Side Two: 8 Shadow Cruisers, 2 Destroyers, 1 Scout. Two of
the cruisers have their fighters available; the others have lost theirs
in previous fighting (and should each mark 6 structure boxes de-
stroyed as a result).

Babylon 5 Sei-Up: The Babylon 5 forces set up ot one corner
of the map, with all ships starting within five hexes of the corner,
facing the opposite corner, with an initial speed of 15.

Shadow Set-Up: The Shadow vessels start in the corner oppo-
site the B5 player, also within five hexes of the corner, facing the
B5 fleet and with a starting speed of 15.

Note: This is a no-holds-barred fight, both sides trying to de-
stroy as many enemy ships os possible. Any ships that leave the
board are considered to have wandered into other parts of the
battle and cannot rejoin. They are treated as haying fled.

Babylon 5 Victory Conditions:

Major Victory: Destroy five or more Shadow cruisers and cause
the rest fo flee.

Minor Victory: Destroy three or more Shadow cruisers and
cause the rest fo flee.

Minor Loss: Destroy only one or two Shadow cruisers.

Maijor Loss: Fail to destroy any Shadow cruisers.

Shadow Victery Condifions:

Major Viciory: Destroy 12 or more White Stars without losing
more than two cruisers.

Minar Victory: Destroy 8 or more White Stars without losing
more than two cruisers.

Miner Loss: Lose three or four cruisers.

Major Loss: Lose five or more cruisers.

Scenario 4D: The Capital
Ships Engage

Last, but certainly not least, the Babylon 5 Fleet capital ships
engaged the enemy fighters and Shadow cruisers. The Shadows
inflicted significant losses but were ultimately beaten off by the
ollied fleet.

Scenario Rules:

Jeam One: Babylon 5: 4 Minbari Sharlin Cruisers (each with
three P8-level telepaths), 4 Brakiri Avioki Cruisers (each with one
P6-level telepath), 3 Vree Xill Battle Saucers (each with one Pé-
level telepath), 2 Narn G'Quan Heavy Cruisers (with no telepaths),
10 White Stars, 12 Minbari Nial Fighters. Note: You will need the
League of Non-Aligned Worlds Supplement (Part 1) to play this
scenario.

Team Two: Shadows: 10 Shadow Cruisers, 3 Destroyers, 2
Scouts. Three of the cruisers have fighters available; the rest have
lost theirs in previous fighting and should each mark 6 structure
boxes destroyed to represent this.

Babylon 5 Set-Up: The Babylon 5 Fleet sets up along one
short edge of the map. The ships can be anywhere within five
hexes of the map edge, facing towards the opposite edge. Capital
ships begin with a speed of 5, while the White Stars and fighters
begin with a speed of 10.

Shadow Set-Up: The Shadows have been fighting their way
towards the Alliance capital ships from several different quarters.
Thus, the Shadows may start anywhere along the three map sides
that the Babylon 5 player did not set up on. The only conditions
are that no Shadow vessel can start within 15 hexes of a Babylon
5 ship and they must start within two hexes of the map edge. All
Shadow vessels begin with a speed of 15.
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Babylon 5 Victory Conditfions:

Total Victory: Destroy all Shadow vessels (including scouts and
fighters).

Major Victary: Destroy seven or more Shadow cruisers and
force the rest fo retreat while retaining of least holf your capital
ships (they can be damoged).

Minor Victary: Destroy five or more Shadow cruisers and force
the rest to refreat while retaining of least half your capital ships
(they can be domaged).

Draw: Drive Shodows off but lose more than half the fleet.

Minor Loss: Driven off by Shadows with more than half of
your fleet.

Major loss: Driven off by Shadows with less than holf your
fleet.

Total Loss: All your ships destroyed.

Shadow Victory Conditions:

Total Victory: Desh*oy all Bubylon 5 ships.

Major Victory: Drive off Babylon 5 ships after having destroyed
at least half of their capital ships.

Minar Victory: Drive off Babylon 5 fleet after destroying at
least a third of their ships.

Minor Loss: Driven off by Babylon 5 fleet.

Major Loss: Driven off by Babylon 5 fleet and lose more than
five cruisers.

Tolol Loss: Lose all ships to Babylon 5 fleet.

Scenario 4E: Consolidated

Fleet Action

The preceding scenarios can be combined into this huge fleet
battle, if you like monstrous scenarios. You will need at least two,
probably three map sefs to have enough room to set up and a
whale day fo ploy it.
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Scenario Rules:

Toarm One: Babylon 5: 4 Minbari Sharlin Cruisers (each with
three PB-level telepaths), 4 Brakiri Avioki Cruisers (each with one
Pé-level telepath), 3 Vree Xill Bottle Saucers (each with one P6-
level telepath), 2 Narn G'Quan Heavy Cruisers (no telepaths), 3
Drazi Sunhawks, 2 Drazi Warbirds, 30 White Stars, 60 Minbari
Nial Heavy Fighters, 24 Narn Frazi Heavy Fighters, 12 Minbari
Flyers. Note: You will need the Leogue of Non-Aligned Worlds
Supplement (Part 1) fo play this scenario.

Jeam Two: Shodows: 1 Shadow Dreadnoughi, 2 Shadow
Carriers, 12 Shadow Cruisers (all fighters available for use), 5
Shadow Scouts.

Maop Ser-lp: You will need at least two full map sets fo play
this scenario. Set them short end touching short end, thus form-
ing one long, somewhat thin map. If you have additional maps
you may wish to but them along one or both sides to make the
map wider.

Bubylon 5 Set-lUp: One White Star starts in the middle of the
map, facing the Shadows (having just destroyed the scout). The
rest of the fleet, fighters already deployed, starts ot one end of the
mop, within five hexes of the edge, facing the opposite side of the
map. The capital ships start with a speed of 5. The fighters, Drozi,
and White Stars start with a speed of 10.

Shadow Set-Up: the Shadow Fleet starts on the opposite end,
within five hexes of the edge, facing the B5 fleet. They have o
starting speed of 10.

Victory Conditions:
Whoever is left holding the field of battle wins. Go get ‘em!|
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Scenario Group D:
Final Conflict

With the Shadow defeat in Sector 83, the entire tone of the
war took a sudden shift. The Shadows now knew that it was en-
tirely possible that they would lose this war. Although they held
sway over the Centauri and Earth governments, they could not
persuade either to actually fight for them in the war. The League of
Non-Aligned worlds now seemed to be firmly under the control of
Babylon 5 (and thus the Vorlons). More importantly, they seemed
to have rallied around the leadership of a single man: Captain
Sheridan. The Shadows knew that they would have to do some-
thing about him if they were going to turn the tide.

What the Shadows did not realize was that the Babylon 5
alliance’s position was far from secure. The League worlds were
not happy about the tremendous losses they took fighting the Shad-
ows. They knew what the Shadows, in their panic, did not: too
many more victories such as this and they would lose the war. Still,
they were encouraged by the victory, and were not ready fo desert
the alliance yet. Secretly they all yearned for the Vorlons o be-
come involved again, but as always the ancient First Ones re-
mained enigmatic. The closer victory seemed, the more they with-
drew. What no one knew was that the Vorlons were developing a
new plan of their own.

Meanwhile, the Shadows almost immediately set their plan to
take care of Sheridan in action. Years before, Sheridan’s wife Anna
had been on board the Icarus when it came to Z'ha’dum. Like the
rest of the crew, she had been captured by the Shadows and given
a choice: serve or become @ slave. She chose the latter, and was
outfitted with the cybernetic enhancements necessary for piloting
a Shadow vessel. This effectively siripped her of her free will, mak-
ing her loyal to the Shadow cause. However, when the Shadows
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realized who she was and her relation to their nemesis, they re-
moved her from her ship and restored her to her original state.
She was once again human, but the Shadew mental conditioning
remained in place. In the wake of Sector 83 the Shadows sent her
fo Babylon 5.

Anna Sheridan managed fo convince her husband fo return
with her to Z'ha’dum. Against the advice of everyone close fo him,
Sheridan took a White Star out by himself and went to Z*ha'dum.
What Anna did not realize was thot Sheridan had discovered that
she had been modified by the Shadows and knew he was heading
for a trap. He had preprogrammed the White Stor and stowed
two 500-megaton nuclear devices on board. He accompanied
Anna to the surface and met with agents of the Shadows. The
Shadows laid out their position to him, stating that they did what
they did to foster evolution and that it was the Vorlons who were
truly evil. So indoctrinated by the Vorlons was Sheridan that he did
not even consider their arguments. He tried to escape, and called
down the White Star from orbit. Sheridan jumped into a gaping
chasm at the center of the Shadows’ largest city just as the White
Star impacted and detonated. The explesion destroyed the city,
sending the Shadows reeling once again.

The Shadows had hoped to win Sheridan over to their cause
and thus breck up the Babylon 5 alliance or, better yet, turn it
against the Vorlons. They knew their chances of success were not
good, so they had a backup plan. While Sheridan was on
Z'ha'dum, they dispatched a task force of cruisers to Babylon 5.
As soon as he refused they were to attack and destroy the station.
However, with the destruction of the Shadew capital, the Shadows
recalled the fleet immediately. Things had suddenly gone ferribly
wrong for them. Never in the course of millions of years of conflict
with the Vorlons had Z'ha’dum itself been attacked in such o man-
ner, with such success. In a flash of nuclear energy more Shad-
ows died than had been lost in the last hundred Shadow wars
over the last hundred thousand years!



The Vorlons were at first almost as shocked as the Shadows at
this defeat. It did not take long, however, before they reclized the
full import of what had happened. Sheridan had open an unex-
pected gateway with his act of martyrdom. The Shodows now lay
on the edge of defeat. In all likelihood they would soen go to
ground, preparing to wait another thousand years. The fact was
that the Shadows could not hope for total victory now, at best they
could win a stalemate. If they took cover now the Shadows could
hide a large number of ships all across the galaxy, the most they
had ever secreted after a war. When the time for the next great
war came the Shadows would be more prepared than ever. Now,
however, they were weak. The Vorlons decided to strike while they
still had @ chance and began to make preparations.

In the meantime the Shadows ceased all offensive actions
across the galaxy. They started looking around for places to hide
their ships, and for new bases. They had not given up the war yet,
but they needed time to regroup. They convinced many of their
allies to take on more ships. They even finally convinced the
Centauri, by influencing their mad Emperor Cartagia, to allow
the Shadows to build a base on Centauri Prime and base a fleet of
Shadow cruisers there. They had similar plans for Earth and were
preparing to approach their puppet, President Clark, when the
Vorlons made their move.

Meanwhile, the Babylon 5 alliance was beginning to fall apart.
The death of Sheridan came as o great blow. Added to this was
the fact that the Shadow attacks had ceased. Many of the League
worlds decided that maybe the Shadows were done. Delenn
wanted fo mount an aftack on Z’ha’dum, but the League worlds
opposed it, fearing it would rouse the Shadows to begin their at-
tacks once again. Then, out of nowhere, Sheridan returned alive
and well. He had been saved on Z'ha’dum by a First One who
antedated even the Shadows and the Vorlons. He called himself
Lorien and offered to help the Babylon 5 alliance to defeat their
enemies. He agreed fo help Sheridan round up the rest of the

remaining First Ones still ot large in the galaxy (besides the Shad-
ows and Vorlons) and bring them in to fight the enemies of the
younger roces—enemies being an important term, since now the
young races had more than just the Shadows to worry about.

Scenario 1: Armageddon Comes

The year changed to 2261 and the Vorlons had made their
decision. They would wipe the slate clean, start all over. Now that
the Shadows were on the run they would drive them off, maybe for
good. Since the Shadows had grown very skilled at hiding their
ships between wars, the Vorlons knew they would have to fake
drastic measures to ensure they rid the galaxy of every Shadow
vessel in existence. The Vorlon fleet sallied forth from the home
world, revealing for the first time a class of ship that no one had
seen before, except maybe the Shadows: the planet-killers were
on the march!

The Vorlons had decided to destroy every single planet that
had ever shown any signs of Shadow influence, thus destroying
every place the Shadows might choose to hide. They would then
remake the galoxy in their own image.

They began with the large Shadow base on Arkada Seven.
The Vorlon fleet jumped out of hyperspace and brought its weap-
ons to bear on the planet below. The Shadow cruisers stationed
there sortied out to intercept the Vorlons, but were not able to stop
the Planet-killer from firing and destroying the planet. Along with
the Shodow base, four million sentients died as well. The war had
entered a new and terrifying phase. Now the Babylon 5 alliance
had to commit itself to fighting both the Vorlons and the Shadows.

Scenario Rules:

This is o pretty substantial engagement, but allows you to have
the Vorlons and Shadows go head to head. In this instance, the
Vorlons have the distinct advantage, as there is little chance thot
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the Shadows will be able to stop the planet-killer before it does its
work. As for the Vorlons, their first priority is to destroy the planet,
then stop as many Shadow cruisers as possible.

Side One: Shadows: 3 Shadow Cruisers, 2 Shadow Carriers.

Side Two: Vorlons: 1 Planet-killer, 2 Dreadnoughts, 3 Heavy
Cruisers, 48 Fighters.

Shadow Set-Up: Select one short side of the map to be the
surface of Arkada Seven where the Shadow base is located. All
the Shadow vessels start within the middle five hexes of the planet
side (they have just taken off) They are facing the opposite side of
the map and have a starting speed of 5.

Vorlon Set-Up: The Vorlons begin the game opening a jump
point anywhere within five hexes of the side of the map opposite
Arkada Seven. They have a starting speed of 10.

Shadow Victory Conditions:
Major Victory: Destroy Vorlon task force’s capital ships.
Minor Victory: Destroy the planet-killer.
Loss: Arkada Seven destroyed.

Vorlon Victory Conditions:
Major Victory: Destroy Arkada 7 and all Shadow cruisers.
Minor Victory: Destroy Arkada 7 but some enemy cruisers
escape.
Major Loss: Planet-killer lost without destroying Arkada 7.
Total Loss: All ships destroyed without destroying Arkada 7.

Scenario 2: Death and Madness

The Vorlon destruction of Arkada Seven sent the galaxy into
an uproar. Panic swept through every corner the news reached
(Earth and Centauri Prime remained calm and unknowing under
a media blackout). The Shadows, more than anyone, realized the
import of what was happening. Suddenly all the rules had changed
yet again. The Vorlons were actually playing for keeps now, and
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the Shadows spent a few desperate days in dazed and confused
state. Never before had the Vorlons taken such drastic steps, nor
acted so swiftly. The Vorlons hardly paused to catch their breath
after Arkada Seven. Other planet-killers were already converging
on additional Shadow bases. Next came Ventari Three, Tezino
Prime, and Dura Seven. The Shadows began to scramble their
ships, calling them out of known bases. They began to converge
on Z'ha’dum, reinforcing the home base, although they began to
fear that if they did not act quickly that too would be lost. Worse,
the departure of the Ancient One from Z'ha’dum removed any
chance that the Vorlons would avoid the ancient base, as they
had done so many times before.

Meanwhile, the younger races were having their own prob-
lems. Refugees started clogging the spaceways, trying to find some-
where safe to hide from the Vorlon planet-killers. Many came to
Babylon 5 where Sheridan and his followers were planning their
next move. The only advantage fo this new turn of events was that
the League was now fully behind Sheridan again. After all, they
had nowhere else to turn.

Sheridan began to assemble the largest fleet he could, at the
same fime trying to come up with a way to stop both the Vorlons
and the Shadows, for the latter had not remained quiet for long.
On Centauri Prime, the resistance plotted to overthrow the Em-
peror, who had decided to give his world up to the Vorlons in an
act of madness, thinking he would become a god.

The Shadows began to strike back at the Vorlons, destroying
planets formerly loyal to the Vorlon cause. They attacked a Vorlon
base on a planet in Sector 900, bombing with thousands of mis-
siles that penetrated to the planet’s core and tore it apart from
within. Now it looked as if the First Ones planned to tear the entire
galaxy down around their heads. The two giants engaged each
other in a series of hit and run aftacks across the frontiers of the
galaxy, leaving mangled and destroyed planets in their wake and
killing hundreds of millions of innocent bystanders.




Scenario Rules:

This scenario recreates a Shadow attack on a Vorlon convoy
on its way to destroy the Shadow base on Tezino Prime. This batile
fakes place in hyperspace.

Team One: Vorlons: 1 Planet-killer, 2 Dreadnoughts, 4 Heavy
Cruisers; all ships are fully loaded with fighters.

Team Two: Shadows: 7 Shadow Cruisers.

Vorlon Set-Up: The Vorlons begin in the center of the map,
headed towards one short end. All Vorlon ships must start within
five hexes of the map center. They have a starting speed of 10.

Shadow Set-Up: The Shadows can converge on the Vorlon
conyvoy from any side of the map. After the Vorlons set up, the
Shadow players can start their ships anywhere along the map
edge.

Vorlon Victory Conditions:

Maijor Victory: Planet-killer survives and all Shadow vessels
destroyed or driven off.

Minor Victary: Planet-killer manages to escape field of battle.

Minor Loss: Planet-killer destroyed.

Maojor Loss: Planet-killer and more than half of other ships
destroyed.

Shadow Victory Conditions:

Major Victary: Destroy all Vorlon ships.

Minor Victory: Destroy planet-killer.

Minor Loss: Planet-killer escapes.

Major Loss: Lose more thon half of ships and planet-killer
gscapes.

Scenario 3: Prelude to Corianus 6

It soon became clear to Sheridan that while the Shadows and
Vorlons were fighting each other, they were trying to avoid any
large engagements. They seemed to prefer to destroy one another’s
bases and outposts, taking millions of younger beings with them
rather than actually engaging each other’s fleets. It seemed that
the two ancient enemies would not settle down and fight it out
until after everyone else in the galaxy was dead and gone.

Sheridan knew that he had to force the two to come into con-
flict. The Vorlons, being the ordered, rational beings they were,
were following a pretty clear pattern of destruction. Sheridan dis-
cerned that one of their next targets would by the planet Corianus
Six, home to six billion sentients and one Shadow base.

Now that he knew where the Vorlons would be, Sheridan set

about assembling a fleet to meet them, calling on all the League

Woarlds, the Minbari, and the entire White Star fleet. The next trick
was to get the Shadows to show up in force as well. Sheridan
dispatched a suicide mission o attack the Shadow base on Dorax
Seven. The plan was for the White Stars to destroy the base, which
was only ten light-minutes away from a major Shadow staging
area. The Shadows would then retaliate almost immediately, and
one of the White Stars would allow iiself to be captured. On board
that ship was false information about a new alliance base about
to go on-line near Corianus Six. They hoped to lure the Shadows
into attacking there.

The Shadows, for their part, were now quite worried. They
had no idea that the Babylon Alliance had turned against the
Vorlons. As far as they knew the entire galaxy was now aligned
against them. They needed to eliminate the threat of the younger
races as quickly as possible so that they could concentrate their
forces on fending off the Vorlons. When they captured White Star
14 and decoded its message, they were more than happy to make
preparations and fall right into the trap.
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Scenario Rules:

This is on odd scenario in that one of the Babylon 5 Alliance
ships is actively trying to get destroyed. Since the Shadows do not
realize this, it is possible for both sides to meet their victory condi-
fions, although not to the same degree.

Side One: Babylon 5: 8 White Stars.

Side Two: Shadows: 1 Regenerafion Qutpost, 5 Cruisers.

Shadow Set-Up: Pick one long side of the map fo represent
Dorax Seven. The middle hex along this side of the map is the
location of the Shadow Base. The Shadow player starts with only
the Shadow base on the map. The Cruisers do not come into play
unfil four turns after the base comes under attack (when the White
Stars first fire on it). They can then phase in from hyperspace in
any hex more than ten hexes away from the planet’s surface, with
any heading and a speed of 15.

Babylon 5 Set-Up: The White Stars may form a jump point
anywhere more than 20 hexes from the planet’s surface and have
a starting speed of 10.

Shadow Victory Conditions:
Total Victory: Save Base (not very likely), rout B5 fleet.
Major Victory: Destroy all White Stars.
Minor Victory: Destroy two or more White Stars.
Loss: All enemy ships escape.

Babylon 5 Victory Conditions:

Total Victory: Destroy base and lose only one ship to Shad-
ows, plus destroy @ Shadow Cruiser.

Maijor Victory: Destroy base and lose only one ship to Shad-
OWS.

Minor Victory: Lose only two White Stars.

Minor Loss: Lose three or more White Stars.

Major Less: Fail to lose any White Stars.
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Scenario 4: Distractions

Meanwhile, the Vorlon attacks continued unabated. Sheridan
knew that he had fo make sure that the conflict at Corianus é
was pivotal. He knew the Shadows would send a lot of ships, and
needed to make sure that the Vorlons did the same. Thus, he
began attacking Vorlon convoys and bases, hoping to make them
increase the number of ships they sent on every mission, espe-
cially to Corianus 6. The Vorlons responded to these aggressive
moves predictably, assigning more and more capital ships fo each
fleet, condensing their forces around the planet-killers.

Scenario Rules:

Team One: Babylon 5: 10 White Stars.

Team Two: Vorlons: 3 Heavy Cruisers.

Babylon 5 Set-Up: The White Stars begin the gome by open-
ing a jump point anywhere within five hexes of one of the short
edges of the map, facing the opposite side, with a speed of 9.

Vorlon Set-Up: The Vorlons begin on the map edge opposite
the White Stars, heading towards the opposite map edge with @
speed of 5.

Babylon 5 Victory Conditions:
Total Victory: Destroy all three cruisers.
Major Victory: Destroy two cruisers.
Minor Victory: Destroy one cruiser.
Loss: Destroy no cruisers.

Vorlon Victory Cenditions:
Total Victory: Destroy all White Stars, lose no cruisers.
Major Victory: Destroy at least 6 White Stars, lose no cruisers.
Minor Victery: Destroy at least 4 White Stars, lose no cruisers.
Minor Loss: Lose one cruiser.
Major Loss: Lose two cruisers.
Total Loss: Lose all three cruisers.



Scenario 5: Blinding Strike

As portions of the White Star fleet sought fo divert the Vorlons’
attention, Sheridan needed to assemble his fleet at Corianus Six.
However, he could not let the Vorlons know what it was he was
planning. If they got word that a huge fleet was assembled at
Corianus Six, waiting for them, they might change their plans,
and Sheridan would not be able to force the engagement he had
hoped for.

The key to getting the fleet into place unnoticed was destroy-
ing a Vorlon observation post located along the route between
Babylon 5 and Corianus Six. With all the other diversionary at-
tacks the White Stars were making, the destruction of this base
would not be seen to have any special significance. Sheridan him-
self led a force of twenty White Stars fo attack the base, and suc-
ceeded in destroying it. Had he not, the whole plan for Corianus
Six may well have come unraveled.

Scenario Rules:

Note: This is a prefty big scenario for the White Star side, and
you will probably want a few players to control all those White
Stars.

Team One: Babylon 5: 20 White Stars.

Team Two: Vorlons: 1 Vorlon Observation Post, 48 fighters
(12 on the base, 36 on patrol).

Vorlon Set-Up: The Vorlon base is placed in the center of the
map. 12 of the fighters are in the hangar, while the others are on
patrol within 5 hexes of the observation post.

Babylon 5 Set-Up: The White Star players may approach the
base in ony way they want. They start in hyperspace and con
open jump points anywhere on the map more than 15 hexes away
from the outpost. They come onto the board with a starting speed
between 5 and 9.

Vorlon Victory Conditions:
Total Victory: Destroy all White Stars and preserve base.
Major Victory: Destroy 10 or more White Stars and preserve

baose.

Minor Victory: Preserve base.
Loss: Base destroyed.

Babylon 5 Victory Conditions:

Maijor Victory: Destroy base with 15 or more White Stars sur-
viving.

Minor victory: Destroy base.

Loss: Base survives.

Scenario 6: The Final Battle

at Corianus Six

The way was now clear. The Babylon 5 fleet jumped out of
hyperspace and took up position near Corianus Six. Led by the
White Star fleet, the armada consisted of over two thousand heavy
ships, medium war craft, and fighters from two dozen different
races—the largest fleet of ships ever assembled by the young races.
They would be toking on the combined fleets of the Shadows and
Vorlons, and there was almost no possibility that they could sur-
vive,

Lorien, the Ancient One who had saved Sheridan, had mean-
while assisted the war effort by helping fo gather the remaining
Ancients from across the galaxy. They would add a potent reserve
to Sheridan’s armada, a weapon of last resort. In preparing for
the battle Sheridan seeded the space around Corianus Six with a
series of nuclear devices like the ones he had used on Z'ha’dum.
These could be detonated remotely from the command ship, giv-
ing the alliance armada ancther surprise weapon against the
Vorlons and Shadows.
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Meanwhile, the Shadows were already suffering other defeats
in the rest of the galaxy. Emperor Cartagia had been assassi-
nated, and now Londo Molari controlled the Centauri govern-
ment. Although he had once been a supporter of the Shadows,
he had eschewed them once he realized their true nature and had
opposed their putting a base on Centauri Prime. His fears had
proven correct as a Vorlon planet-killer was bearing down on
Centauri Prime even as the battle for Corianus Six began fo take
shape. Prime Minister Molari secretly seeded the island where
Shadow base was located with powerful explosives and destroyed
the entire island, taking the Shadows with it. The Shadows lost a
hundred cruisers in one swift blow, their greatest loss of the war
thus far, and the destruction of their entire reserve.

As Molari was unveiling his trap, the Vorlons entered the
Corianus system, a huge fleet surrounding a planet-killer. Soon
thereafter the Shadows came on the scene as well, a horde of
cruisers and fighters accompanied by a billowing cloud of black
dust. The Vorlons and Shadows, taking note of one another, im-
mediately moved to engage. The planet-killer, however, started to
move into position to destrov Corianus Six. Both First One fleets
studiously ignored the Alliance armada. It was then that Sheridan
activated the first of his atomics, destroying several Vorlon and
Shadow vessels. This drew their attention, and soon a three-way
battle was in full swing. The Alliance armada moved out and en-
gaged both enemies head-on. Space for hundreds of miles erupted
in a dazzling display of energy weapons and exploding space-
craft.

All the while the planet-killer moved into position. Ever intrac-
table, the Vorlons meant to do what they had come here to do. It
was then that the other Ancients joined the battle, destroying the
planet-killer before it could bring its weapon to bear on the planet
below. The Ancient Ones then moved out into the general fray to
engage the enemy at large, shoofing Vorlons and Shadows at
random or as their individual dispositions preferred.
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The Vorlons sent an immediate call out fo the rest of their fleet
across the galaxy. The battle seemed to grow larger by the mo-
ment, with thousands dying everywhere one turned, punctuated
by the occasional detonation of more of the alliance’s nuclear
wedapons. The Shadow cloud swept onto the scene of battle, neu-
tralizing engines and bringing a terrible, debilitating cold. Within
the cloud hid the powerful Shadow missiles, each enough to de-
stroy a large ship, or enough of them together could destroy a
planet.

It was at this point that Sheridan and Delenn, with the help of
Lorien, made contact with the leaders of the Shadows and the
Vorlons. It was now that he made them see just how far they had
strayed from the path they had chosen for themselves so many
years before. They were no longer shepherds to the younger races.
They did not care about making the galaxy better or bringing the
young races up fo their level. They only cared about the fight,
about beating each other af their desperate game, their war with-
out end. Now the pawns in that game had shown that they would
fight back against their masters, that they would not choose be-
tween the two any more. They would fight them both and go down
fighting rather than be puppets for the First Ones. Lorien per-
suaded the two ancient rivals that it was time to give up this war.
Time fo leave the galaxy to the younger races. Chastised, ashamed,
and confused, the Vorlons and Shadows agreed. They withdrew
from the battle, and soon thereafter from the galaxy as well.

The war without end was over.

Scenario Rules:

This battle makes the fight for Sector 83 look like a minor
skirmish. There are just too many ships involved to play this battle
out in full. It would require seven or eight map sets, thousands of
counters and or miniatures, and about a hundred players to con-
irol them all. We have instead broken the battle up into more
manageable chunks.




Whereas the battle ended prematurely because of Lorien and
Sheirdan’s “talk” with the Shadows ond Vorlons, that does not
mean you cannot fight the full conflict out to its bloody conclu-
sion. The following scenarios follow the course of the battle and
the various engagements that took place within it. To see who
wins the whole battle, simply tally up each side’s victories and see
who comes out on top. Consider each Total Victory worth five
points, each Major victory worth three, and each Minor victory
worth one (not all scenarios have total victory conditions). Con-
sider each Total Loss negative five points, Major Loss negative three,
and Minor Loss negative one. It will take a number of game ses-
sions to play through the entire battle, but in the end you will know
who would have reclly won the war.

The Force Lists:

Vorlons:

Initial Deplayment: 1 Planet-killer, 5 Dreadnoughts, 12 Heavy
Carriers, 36 Heavy Cruisers, 20 Light Cruisers, 30 Battle De-
stroyers, 20 Destroyer Escorts, 15 Light Carriers, 10 Scouts, 50
Transports, 500 fighters.

Reinforcements: 2 Planet-killers, 2 Dreadnoughis, 6 Heavy
Carriers, 24 Heavy Cruisers, 10 Light Cruisers, 20 Battle De-
stroyers, 10 Destroyer Escorts, 5 Light Carriers, 350 fighters.

Shadows:

Initiol Deployment: 8 Dreadnoughts, 60 Cruisers, 10 Carri-
ers, 30 Destroyers, 25 Scouts, 1 Energy Cloud (containing 100
missiles).

Reinforcements: 3 Dreadnoughts, 30 Cruisers, 6 Carriers,
20 Destroyers, 15 Scouts, 1 Cloud (confaining 100 missiles).

Babylon 5 Alliance Fleet:
Minbari: 120 White Stars, 30 Sharlin War Cruisers, 360 Nials.

Narn: 1 Bin'Tak Dreadnought, 1 G'Quan Heavy Cruiser, 14
G'Quan Heavy Cruisers, all available Frozi fighters.

Abbai: 12 Lokara Cruisers, 6 Bimith Defenders, 10 Tiroca
Attack Frigates, 4 Miliani Carriers, 8 Shyarie Jammer Frigates, 4
Skiatha Escort Scouts, all available Kotha fighters.

Brakiri: 36 Avioki Cruisers, 18 Halik Fighter-Killers, 2 Corumai
Dreadnoughts, 4 Tashkat Advanced Cruisers, 2 Brokados Battle
Carriers, all available Falkosi fighters except 24, which are Pikitos
heavy fighters.

Drazi: 30 Sunhawks, 30 Warbirds, 6 Stormfalcons, 12
Strikehawks, 16 Stareagles, all available fighters (Star Snakes or
Sky Serpents as applicable).

Gaim: 1 Tiac Explorer, 6 Moos Gunships, 4 Suom Light Car-
riers, all available Koist fighters.

Pak‘ma’ra: & Pshul’shi Dreadnoughts, 3 Thar’not’ak Plasma
Cruisers, 15 Sim’'sall'e Transports, 19 Urik’hal Fast Destroyers, all
available Por'fa’tis fighters.

Viee: 1 Xonn Dreadnought, 24 Xill Bottle Saucers, 12 Xorr
War Saucers, 6 Xeel War Carriers, 6 Vaarl Scout Saucers, all avail-
able Tzymm fighters.

Earth Alliance: 24 Thunderbolts, 36 Starfuries (from BS5).

Telepaths: There are 40 telepaths of various strengths in the
armada, totaling 300 points of psi-levels.

Scenario 6A: Opening Engagement

The battle began with the two First Ones fleels converging
upon each other ot breakneck speed. The smaller Vorlon ships
engoged the lead Shadow cruisers and fighters, while the larger
ships moved info position, only to have their attentions drawn by
the nuclear mines set by the alliance armada.

Scenario Rules:
Side One: Vorlons: 10 Light Cruisers, 60 fighters.
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Side Two: Shadows: 3 Shadow Cruisers, 10 Shadow Scouts.
Vorlon Set-Up: The Vorlon ships all begin within 5 hexes of a
corner of the map, facing the opposite corner, with a speed of 12.
Shadow Set-Up: The Shadows begin within five hexes of the
opposite corner, facing the Vorlons, with a speed of 15.

Vorlon Victory Conditions:

Major Victory: Destroy all three cruisers and at least half the
other ships.

Minor Victory: Destroy two Shadow cruisers.

Minor Loss: Destroy only one cruiser.

Major Loss: Fail to destroy any cruisers and lose more than
half of your ships.

Shadow Victory Conditions:

Maijor Victory: Destroy at least two thirds of Vorlon ships and
lose only one cruiser.

Minor Victory: Destroy at least half of Vorlon ships and lose
only one cruiser.

Minor Loss: Lose two cruisers.

Maijor Loss: Lose all three cruisers.

Scenario 6B: Incoming Fighters

Once the Babylon 5 armada had made its presence known,
the Shadows and Verlons both turned part of their attention on
the younger races. Shadow and Vorlon vessels disengaged to deal
with the upstarts, and the armada’s fighters rushed out to meet
the enemy.

Scenario Rules:

Side One: Babylon 5: 5 White Stars, 60 Minbari Nials, 48
League fighters (choose, but no more than 12 from any race, and
no more than 6 Sky Serpents), 12 Starfuries, 12 Narn Frazis.

Side Two: Shadows: 5 Shadow Scouts, 72 fighters.
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Babylon 5 Set-Up: The Babylon 5 ships set up along one short
end of the map, all ships on the map’s edge, facing the opposite

side, with a speed of 10.

Shadow Set-Up: The Shadows set up opposite the Babylon 5
ships, along the map edge, facing the enemy, with a speed of 15.

Victory Conditions (same for both sides):

Maijor Viciory: Destroy two thirds of the enemy units and drive
the rest off.

Minor Victory: Destroy half of the enemy units and drive the
rest off.

Minor Loss: Lose half of your units and refreat.

Mojor Loss: Lose two-thirds of your units and retreat.

Scenario BC: Incoming Fighters,

Part 1l

Side One: Babylon 5: 5 White Stars, 30 Starfuries, 48 Minbari
Nial fighters, 60 League fighters (choose, but no more than 12
from any race, and no more than 6 Sky Serpents).

Side Two: Vorlons: 5 Light Cruisers, 60 fighters.

Babylon 5 Set-Up: The Babylon 5 ships set up along one short
end of the map, all ships on the map's edge, facing the opposite
side, with a speed of 12.

Vorlon Set-Up: The Vorlons ships set up along the opposite
short end of the map, all ships on the map’s edge, facing the
opposite side, with a speed of 10.

Victory Conditions (same for both sides):

Major Victory: Destroy two thirds of enemy units and drive the
rest off.

Minor Victory: Destroy half of enemy units and drive the rest
off.

Minor Loss: Lose half of your units and retreat.

Major Loss: Lose twa-thirds of your units and retreat.




Scenario 6D: Incoming Fighters,

Part 111

Side One: Babylon 5: 5 White Stors, 30 Starfuries, 48 Minbari
Nial fighters, 60 League fighters (choose, but no more than 12
from ary race, and no more than 6 Sky Serpenis), 12 Narn Frazi
Fighters.

Side Two: Shadows: 1 Shadow Cruiser, 72 fighters (this in-
cludes those from the cruiser).

Side Three: Vorlons: 96 fighters.

Babylon 5 Set-Up: The Babylon 5 forces have the unenviable
position of starting in the middle of the map. They set up any-
where within six hexes of the center of the map, with any facing,
and a starting speed of 10,

Shadow Set-Up: The Shadows enter from one short side of
the map, starting along the map’s edge, facing the opposite side.
They have a starting speed of 15.

Vorlon Set-Up: The Vorlons begin on the side opposite the
Shadows, along the map edge with a starting speed of 15.

Victory Conditions:

All three sides want fo kill as many of the two opposing sides
as possible and drive the rest off the map.

Major Victory: Be the only force left on the map and have at
least half of your unils.

Minor Victory: Be the only force left on the map and have af
least a quarter of your units.

Minor Loss: Be forced off the map, with af least one-quarter
of your units remaining.

Major Loss: Be forced off the map and more than three-quar-
ters of your units destroyed.

Scenario B6E: In Among Them,

Part |

As the White Stars and Alliance fighters managed to slip
through the enemy fighter screens, they engaged the Vorlons and
Shadows directly, trying to swarm the enemy ships. The Shadows
and Vorlons, for their parts, were doing very similar things.

Scenario Rules:

Side One: Babylon 5: 7 White Stars, 12 Starfuries, 24 Minbari
Nial fighters, 24 League fighters (choose, but no more than 6
from any race, and no Sky Serpents).

Side Two: Shadows: 3 Shadow Cruisers.

Shadow Sei-Up: The Shadows set up within three hexes of the
middle of the map, facing one corner, with a speed of 10.

Babylon 5 Set-Up: The Babylon 5 forces enter the map from
any corner of the map, choosing after the Shadow player has set
up. All BS ships start within four hexes of the corner, facing the
Shadows, with a speed of 15.

Babylon 5 Victory Conditions:

Majar Victory: Destroy all Shadow cruisers.

Minor Victory: Destroy two Shadow cruisers.

Minor Loss: Destroy one or no cruisers and driven off field
with more than a third of your ships.

Maojor Loss: Destroy one or fewer cruisers and driven off field
with less than a third of your ships.

Shadow Victory Conditions:
Major Victory: Destroy more than two thirds of enemy ships
and refain two cruisers,
Minor Victary: Drive enemy off and refain two cruisers.
Minor Loss: Lose two cruisers.
Major Loss: Lose three cruisers.
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Scenario 6F: In Among Them,

Part 1l

Side One: Babylon 5: 3 White Stars, 36 Minbari Nial fighters,
24 League fighters (choose, but no more than é from any race,
and no more than 2 Sky Serpents).

Side Two: Vorlons: 1 Dreadnought, 12 fighters.

Babylon 5 Set-Up: The Babylon 5 player starts at one short
end of the map, facing the oppaosite side with a speed of 15.

Vorlon Set-Up: The Vorlon ships start on the map edge oppo-
site the B5 ships, facing the enemy, with o speed of 10.

Bobylon 5 Victory Conditions:

Major Victory: Destroy dreadnought.

Minor Victory: Force dreadnought fo retreat.

Minor Loss: Fail to defeat dreadnought but retain one third of
your fleet.

Major Loss: Fail to defeat dreadnought and lose more than
two thirds of fleet.

Vorlon Victory Conditions:

Maojor Victory: Dreadnought survives, destroy more than two
thirds of enemy ships.

Minor Victory: Dreadnought survives, destroy more than o
third of enemy ships.

Minor Loss: Dreadnought forced to withdraw,

Major Loss: Dreadnought destroyed.

Scenario 6G: In Among Them,

Part 11

Side One: Babylon 5: 2 Minbari Sharlin Cruisers, 1 Narn
G'Quan War Cruiser, 2 Vree Saucers (1 Xill, 1 Xorr), 2 Brokiri
Avioki Cruisers, 1 Pak’ma’ra Pshul'shi Dreadnought.

Side Two: Shadows: 10 Shadow Scouts, 72 fighters.
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Babylon 5 Set-Up: Babylon 5 fleet sets up anywhere within
eight hexes of the middle of the map, all facing the same corner of
the map with @ speed of 5.

Shodow Set-Up: The Shadow ships start within four hexes of
the corner of the map which the fleet is facing with a speed of 15.

Babylon 5 Victory Conditions:

Major Victory: Preserve more than two-thirds of your ships,
drive off Shadows.

Minor Victory: Preserve more than half of your ships, drive off
Shadows.

Minor Loss: Lose more than half of your ships.

Major Loss: Lose more than two-thirds of your ships.

Shodow Victory Conditions:
Major Victory: Destroy more than two-thirds of enemy ships.
Minor Victory: Destroy more than one-third of enemy ships.
Minor Loss: Driven from map, lose more than half of your
ships.
Maijor Loss: Driven from map, lose more than two-thirds of
your ships.

Scenario 6H: In Among Them,

Part IV

Side One: Babylon 5: 1 Narn Bin'Tak Dreadnaught, 3 Brakiri
Avioki Cruisers, 3 Abbai Lakara Cruisers, 2 Gaim Moas Gun-
ships, 4 Drazi Sunhawks, 2 Drazi Warbirds, 12 Narn Frozis.

Side Two: 5 Vorlon transports, 48 Vorlon fighters.

Babylon 5 Set-Up: The Babylon 5 ships start within fen hexes
of one short edge of the map, facing the opposite edge, with a
speed of 5.

Vorlon Set-Up: The Vorlon ships enter from the opposite side,
starting on the edge, facing the B5 ships, with a speed of 12.




Babylon 5 Victory Conditions:

Major Victary: Preserve more than two-thirds of your ships,
drive off the Vorlons.

Miner Victory: Preserve more than half of your ships, drive off
the Vorlons.

Minor Loss: Lose more than half of your ships.

Major Loss: Lose more than two-thirds of your ships.

Vorlon Victory Conditions:
Major Victory: Destroy more than two-thirds of enemy ships.
Minor Victory: Destroy more than one-third of enemy ships.
Minor Loss: Driven from map, lose more than half of your
ships.
Major Loss: Driven from map, lose more than two- thirds of
your ships.

Scenario 61: Behemoths Engage

After the initial fighter skirmishes, the large capital ship fleets
moved into range and began engaging one another direcily. The
Babylon 5 fleet also began using more of its nuclear mines as the
enemy ships came into range of them. Thousands died on all
sides in a matter of minutes as capital ships were turned to dust
ond wreckage one after the other.

Scenario Rules:

Side One: Babylon 5: 10 White Stars, 5 Minbari Sharlin War
Cruisers, 3 Narn G'Quan Heavy Cruisers, 5 Vree Xorr War Sau-
cers, 3 Gaim Moas Gunships, 2 Pak’ma’ra Urik"hal Fast Destroy-
ers, 5 Drazi Sunhawks, 1 Drazi Strikehawk, 2 Drazi Warbirds, 24
Minbari Nial fighters, 36 League fighters (choose, but no more
than 6 from any race, and at most 1 Sky Serpent).

Side Two: Shodows: 15 Shadow Cruisers, 24 fighters (mark
the remainder destroyed).

Babylon 5 Set-Up: The Babylon 5 ships set up within ten hexes
of the middle of the map with any facing (different ships can have
different facings) and a starting speed of 5.

Shadow Set-Up: The Shadows can enter the map from any or
the map edges and have a starting speed of 15.

Babylon 5 Victory Conditions:

Total Victory: Destroy all Shadow cruisers.

Major Victory: Destroy 10 or more Shadow cruisers.

Minor Viciory: Destroy 7 or more Shadow cruisers.

Minor Loss: Fail to destroy 7 Shadow cruisers, lose less than
half the fleet.

Major Loss: Fail to destroy 7 Shadow cruisers, lose more than
half the fleel.

Total Loss: Fail to destroy seven Shadow cruisers, enfire fleet
destroyed.

Shadow Victory Conditions:

Total Victory: Lose less than 7 cruisers, destroy entire B5 fleet

Major Victory: Lose less than 7 cruisers, destroy more than
half of BS fleet.

Minor Victory: Lose less than 7 cruisers, destroy less than half
B5 fleet.

Minor Loss: Lose 7 to 9 cruisers.

Major Loss: Lose 10 or more cruisers.

Total Loss: Lose all your cruisers.

Scenario 6J: Davids

Against Goliaths
In one remarkable encounter, a fleet of younger race ships
met the Vorlons head-on.
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Scenario Rules:

Side One: Babylon 5: 10 White Stars, 1 Narn Bin'Tak
Dreadnought, 6 Brakiri Avioki Cruisers, 5 Vree Xill Battle Saucers,
5 Abbai Lakara Cruiser, 2 Pak’ma’ra Pshul’shi Dreadnoughts, 3
Drazi Warbirds, 2 Minbari Sharlin War Cruisers, 60 League fight-
ers (choose, but no more than 12 from any race, and no more
than é Sky Serpents).

Side Two: Vorlons: 1 Dreadnought, 4 Heavy Cruisers, 1 Heavy
Carrier, 4 Battle Destroyers, 3 Destroyer Escorts, 24 fighters (on
the carrier).

Babylon 5 Set-Up: The Babylon 5 ships start within eight hexes
of one corner of the map, facing the opposite corner, with a speed
of 10. Before the Vorlons set up, the B5 player chooses two hexes
that contain nuclear mines which can be detonated at any time,
even during the Vorlon movement. These cannot be detected (ihey
probably could be, but the Shadows and Vorlons will not think te
check) and score 100 points of flash damage when detonated.

Vorlon Set-Up: The Vorlon fleet starts within five hexes of the
comner opposite the B5 fleet, and has o starling speed of 8. They
can have any facing the Vorlon player wants.

Babylon 5 Victory Conditions:

Total Victory: Destroy all Vorlon ships.

Maijor Victory: Destroy the dreadnought and cruisers.

Minor Victory: Destroy the dreadnought and two cruisers.

Minor Loss: Fail to destroy the dreadnought and lose less than
half your fleet.

Major Loss: Fail fo destroy the dreadnought and lose more
than half your fleet.

Total Loss: Entire fleet destroyed.
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Varlon Victory Conditions:

Total Victary: Destroy all Babylon 5 ships.

Major Victory: The dreadnought survives and destroy more
than half enemy fleet.

Minor Victory: The dreadnought survives and destroy less than
half enemy fleet.

Minor Loss: Lose the dreadnought and two cruisers.

Major Loss: Lose the dreadnought and all cruisers.

lotal Loss: Lose everything.

Scenario 6K: Sweet Vengeance

The battle was raging out of anyone’s control, but the Vorlon
planet-killer seemed almost oblivious to its surroundings as it moved
info position above Corianus Six. Unable fo stop the planet-killer
with his own fleet, Sheridon called in the Ancient Ones from hy-
perspace. The five ancient spacecraft engaged the planet-killer
and destroyed it, then moved into the general fray.

Scenario Rules:

Side One: The five Ancient ships.

Side Two: Vorlons: Planet-killer, 1 Dreadnought, 3 Cruisers,

Vorlon Set-Up: The Vorlons begin the scenario with just the
planet-killer on the map. Choose one long side of the map to be
Corianus Six. The Vorlon planet-killer starts the game in the middle
of the map, facing the planet with a speed of 3. Belore ploy starts,
pick which short edge of the map the Vorlon reinforcements will
enfer from. The reinforcements do not arrive until furn two, and
hove a speed of 15. The planetary annihilation beam can fire on
turn 6, but not before.

Ancient Ones Sel-Up: The Ancients create jump points or
phase in anywhere on the board af least ten hexes from the planet
and ten hexes from the planet-killer. They have a starting speed of

5.




Varlon Victory Conditions:

Total Victory: Destroy Corianus Six.

Major Victory: Planet-killer survives and Ancient Ones driven
off.

Minor Victory: There is no minor victory for the Vorlons.

Minor Loss: There is no miner loss for the Vorlons.

Major Loss: Planet-killer destroyed before Corianus Six, but at
least three Ancient Ones destroyed as well.

Total Loss: Planet-killer destroyed before Corianus Six, and at
least three Ancient Ones survive.

First Ones Victory Conditions:
Total Victory: Save Corianus Six, destroy all Vorlon ships.
Maijor Victory: Save Corianus Six and destroy planet-killer.
Miner Victory: Save Corianus Six, planet-killer destroyed, but
lose three or more Ancient Ones.
Minor Loss: There is no Minor or Major Loss.
Total Loss: Corianus Six destroyed.

Scenario 6L: Three-Edged Sword

This final engagement of ships from all sides is, as the Vorlons
say, a three edged sword: the Vorlons, the Shadows, and the
Younger Races. This is a big battle and requires two full map sets
placed side by side.

Scenario Rules:

Side One: Babylon 5: 5 Ancient Ones, 20 White Stars, 8
Drazi Sunhawks, 2 Drazi Strikehawks, 6 Drazi Warbirds, 1 Drozi
Stormfalcon, 5 Minbari Sharlin War Cruisers, 1 Brakiri Corumai
Dreadnought, 6 Brakiri Avioki Cruisers, 1 Vree Xonn Dreadnought,
4 Vree Xorr War Saucers, 4 Vree Xill Battle Saucers, 1 Pak’ma’ra
Pshul’shi Dreadnought, 3 Pak’'ma’ra Urik’hal Fast Destroyers, 3

Gaim Moas Gunships, 4 Abbai Lakara Cruisers, 1 Narn G'Quan
War Cruiser, 36 Minbari Nial fighters, 12 Starfuries, 48 League
fighters (choose, but no more than 12 from any race, and no
more than 3 Sky Serpents). The Babylon 5 side can replace up to
3 of its units with published variants, but each must be of a differ-
ent race. Note: If all the ships of the younger races are destroyed,
the Ancient Ones will abandon the field, perhaps deciding these
people are not worth saving.

Side Two: Shadows: 20 Cruisers, 2 Carriers, 10 Desiroyers,

5 Scouts, 3 Dreadnoughts.

Side Three: Vorlons: 4 Dreadnoughts, 10 Heavy Cruisers, 2
Heavy Carriers, 5 Light Cruisers, 8 Battle Destroyers, 4 Destroyer
Escorts, 2 Light Carriers, 5 Scouts, 10 Transports (use the semi-
autonomous rules), all available fighters.

Babylon 5 Set-Up: The Babylon 5 player sets up in the middle
of the double map, with its ships facing in any direction desired,
and a speed of 10.

Shadow Sei-Up: The Shadow fleet starts within three hexes of
one map edge, facing the B5 ships, with a starting speed of 15.

Vorlon Set-Up: The Vorlon fleet staris on the apposite side of
the board from the Shadows, within three hexes of the edge, with
a starting speed of 12.

Victory Conditions:
Everyone has the same goals: destroy the enemy. If you are
keeping score, this battle is worth ten points rather than five.
Total Victory: Only your fleet remains on the map.
Total Loss: Your entire fleet destroyed or driven off the map.

Historical Note:

Of course, the battle represented in this scenario was halted
before its conclusion, Who would have won, though? Here's your
chance to find out! Enjoy!
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ard Bax.

Minnesota Rangers (St Louis Park, MN): Josh Garvais, Dennis Timm,
Brian Tauer, Tim Nelson.

MP Rangers (Chicago, IL): Michael King, Joe Haack, Robert Speicher,
Michae! Selk, Victor Santos, Harley Piccuro, Rick Christian, Lysander
Lysandrou.

Mr. Morden's Associates (Virginia Beach, VA): Bradford Bateman,
Richard D. Bergstresser Jr., Michael Brown, Robert Gilkeson, Scott
Michelson, Maximillian Natzet, David Weber.

Nolanville BSW Group (Nolanville, TX): Gary Downing, Robert A Pefia.
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Pensacola Group (Pensacola, FL): Kevin Clark, David Clark, Darren
Bogus, Henry Bogus, Glen Katner, Erik Finch.

Playtesting Horde (Dayton, OH): Robert “Valen” Glass, Dan “Rogue”
O'Connor, Jeff “Rude Dawg” Smith, Kelly “Apatheticist” Lofgren, Phil "Spec-
tre" Lacefield Jr., Pete “Ninja" Reese, Tom Miller, Stephen Turner, Dave
McFarland, Dan Ryan, Bob Mitchell, Derek DeBoer.

Purdue Wargamers: Daniel Miller, Mitchell Fait.

Redundant Playtesters of Willmar 2: Jason Jensen, Neil Evans.

Space-Crime Continuum (Northampton, MA): Chris Aylott, Nate
Hogan, Sean Hoyt, Dave Hirtle, Dave McCormic, Paul Zononi.

Stellardyne R&D Group (Fargo, ND): Keith Dague, Jocelyn Dague,
Jamie Baker, Kristi Baker.

Taskforce A-Squared: John Coleman, Jamie Coleman, Daryl Barnich;,
Gary Ciarkowski, Jason Larke, Dan Shauver, Rob Frazine.

Triangle Battlegroup: David Reeves, Mikeal Bolick.

Utah Battlegroup (Cache Valley, UT): Stew Hunsaker, Dalice Nilson,
Lance Mortensen, Marla Brindley, Reed Strawn, Glen Kartchner, Deneen
Pond, Derrick Hughes, Ross C Trowbridge.

Valen's Name (IA): Rob Hahn, Mark Jackson, Bruce Kinner, B.J. Knoke.

Walkers of Sigma 957: Brian “Tavutna chog" Bates, Kristine "Zog
Yes" Stacy-Bates, William "Boojee” Hubbard, Bill "Zag No" Hubbard-Rysted.

West Lafayette Playtesters (West Lafayette, IN): Leonard "Greywolf"
Farnsworth, Greg Moebs, Mike Cox,

Yankee Peddler Wargame Club: Eric Hilemon, David Mcintire, Ruth
Hilemon, Paul Ward, Steve Shields.

Others: Graves, Alex Kettle, Dylan Northrup, Brian Greinke, Steve Burk,
Brian Sack.

If you are interested in playtesting, visit our web site (see How

to Contact AoG, below) for instructions.

Special Credit Notes
AOG would like to thank Matt Plonski and the rest of the
Council of Ancients for their last-moment heroics in reviewing and
balancing the five Ancient ships found in this product.
Additional thanks go to members of the BSW Mailing List who
helped during the second phase of Shadow War testing in the
latter half of 1999.
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How tao Contact ADG

AOG can be reached through a variety of sources:

Postal Mail: Send to AOG, PO Box 31571, Dayton OH
45437-0571, USA. Be sure to read the submission guidelines in
the Core Rules before you mail. Include a self-addressed, stamped
envelope if you would like a reply. Registered mail will not be ac-
cepted.

Electronic mail: Send email to agent1 @agentsofgaming.com.
You con also find us on the web of www.agentsofgaming.com.

Phone/Fax: Phone numbers are less permanent than ad-
dresses, so we won't print them in this book, but you can find
them on our web site or by dialing infarmation for Dayton, Ohie.
Ask for AOG, Inc.

Copyright Information

BagyLon 5 Wars, the B5W Core Rules, the Shadow War, and all
material in this supplement are copyright © 2000 by Warner Bros.
All rights are reserved under the Pan-American, Berne, and Inter-
national Copyright Conventions.

BABYLON 5 is TM and copyright © 2000 by Warner Bros.
Basvion 5 Wags is produced under license with Warner Bros.

No material which is based on, incorporates elements of, or is
derived from Basvion 5 Wars may be published by any party with-
out the advance written permission of AOG Inc. and Warner Bros.



WHAT DO YOU WAI\.IT? __

WITH THIS SIMPLE QUESTION THE SHADOW WAR BEGINS.

OUICKLY IT BUILDS ON ITSELF, GROWING IN SIZE AND SCOPE AS IT OVERWHELMS |
THE YOUNGER RACES. SOON THE LEAGUE OF NON-ALIGNED WORLDS, ALONG WITH &
THEIR ALLIES AMONG THE RANGERS, MINBARI, AND BABYLON 5, FIND THEMSELVES |
THRUST INTO A CONFLICT THAT HAS RAGED FOR EONS. THE SHADOWS, AGENTS |
OF CHAOS, STIR UP THEIR ANCIENT WAR AGAINST THE FORCES OF DRDER o
REPRESENTED BY THE VORLONS ... IN-A BATTLE TO THE FINISH! Y. ™

CAN THE YOUNGER RACES SURVIVE? —
INCLUDED HEREIN YOU WILL FIND;

A COMPLETE HISTORY OF THE SHADOW WAR IN SCENARIOS, ALLOWING Y‘GQ TO

COMPLETELY REPLAY THE ENTIRE WAR FROM STARTTO FINISH! L\

RULES FOR VORLONS AND SHADOWS; INCLUDING UNIQUE \Q{F Uff ris AND SYSTEMS\ \ |
' SUCHAS LIGHTNING CANNONS, SLICER BEAMS, ENERGY DIFFUSERS;"POWER NS |
' CAPACITORS, YORTEX DISRUPTORS, AND DISCHARGE GUNS! A4

- BACKGROUND AND HISTORY OF THE ANCIENT ONES, INCLUDING ALL THE RULES
‘ NEEDED TO FEY-THEIR UNIQUE AND POWERFUL SHIPS: THE TRAVELER, THE
- TRIUMVIRON, THE DARK KNIFE; THE LORDSHIP, AND THOUGHTFORCE!

! DETAILS ON THE PARTICIPATION OF THE YOUNGER RACES IN THE SHADOW WAR,
INCLUDING SPECIAL RULES FOR WHITE STAR COMMAND SHIPS AND THE
MUCH DEMANDED EARTH ALLIANCE SHADOW OMEGA!

THIS IS NOT A STANDALONE PRODUCT AND REQUIRES BABYLON 5 WARS SECOND EDITION
TO FULLY-USE. OWNERSHIP OF THE EARTH-WARS AND MILITARIES OF THE LEAGUE (PART 1)
SUPﬁLEMENTB‘ARE HIGHLY RECOMMENDED.
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