BATTLESTAR GALACTICA REIMAGINED IN B5 WARS
Okay so after about a year or more after emailing Rannoch, and Demiurgex, I have come up with my take on the Battlestar ships from the reimagined universe. I have some ship that look horrible on my computer dated from April 2006, and my take on these ships have changed a lot over the 3-4 years. Also due to the fact that I have grown in experience with the game itself and understand how potent somethings look on paper as oppoed to translating in the game itself. I also have modified my ships based on suggestions from other people that have debated other takes on these ships on the B5Wars.net forum. 
First off I want to apologize and give my thanks go to any of the SCS creators if you recognize the silhouettes of the ships for the Galactica and Basestar. The apology is if you are upset that I used your work to try to come up with my version. I know I tried to contact a couple people who made the silhouettes to ask permission, but that was a while ago, and at this point I’m not even sure if I ever got a response back. I believe the Galactica (and Pegasus when I post it) are Rannoch’s ship from his SCS, but his sheet says the silhouette was made by Tyrel. I am sure my Basestar from the First Cylon War came from the designs on BattleSpoo by Todd Boyce, which originally inspired me to begin work on these ships. I hope you all do not mind terribly much, but I did this because you silhouettes were perfect, in my opinion, for these vessels. So please just keep in mind they are being used for enjoyment, not publication and/or profit. Also I hope you can enjoy these ships as much as I have enjoyed using yours while creating my take on the ships. 


Richard Allen (aka Knave 1, Knavelead).
Now to the rules:

I use my Vipers in flights of 4, so that Galactica universe squadrons of 20 fighters are easily divided up into 5 flights of 4 fighters.

Note on In Service Dates: The in service dates I came up with are based on the year that the miniseries came out in 2003. I decided I needed a year for ships so if players wanted to more historical games then they could, with the theme of keeping in service years as a stand point.

So 2003 is the year I have for the attack and destruction of the Colonies.
The 1st Cylon War would then have ended around the year 1963, and began in 1950, since it went on for 4,571 days which is about 12 and half years. 
Dradis: 
The Dradis that the Galactica and other ships use are represented by the antiquated sensors rule. The Cylon vessels from the first war also use the antiquated sensors rule, but when I finish the new Basestars they are not subject to that rule, and instead have standard sensors.

However if you don’t feel like that the Dradis should be penalized like this then feel free to play them as standard sensors, but I don’t recommend it. 
CNP Network:

Gaius Baltar’s Command Navigation Program, the software which helped destroy the Twelve Colonies, this network is an upgrade that Colonial ships come standard with after 2001.

A ship with the CNP upgrade benefits from +1 Initiative, and +1 Sensor Rating.

Fighters such as the Mark VII benefit from the CNP with a +1 Initiative, and +1 Offensive Bonus. 


However due to the networked backdoor properties that the Cylons learned to exploit in the program the following rules apply: Cylon Raiders may try to download their virus into the CNP, to do this a Raider flight must be within 6 Hexes of the target and facing the target ship. Each Raider flight may attempt to download the virus into the CNP once per turn. The Cylon Raiders may otherwise act normally that turn


The virus will cause an automatic critical hit to a chosen system the systems that may be chosen are: C+C, Engine, FTL Drive, Reactor, Sensors. The system takes a critical hit with a +10 bonus to the roll. This is rolled in the usual critical hit step of the turn and is cumulative with damage and other Virus attacks on the same turn. In the event the FTL Drive is chosen, FTL delay time is reset. The drive is not fully deactivated just interrupted so the recharge time is forced to restart.
To target fighters each Raider in the flight may target a CNP networked fighter. The Cylon Raiders must be within 6 hexes of the target flight and also facing the target fighters after combat pivots are made. Raiders attack fighters with the virus after all other offensive fire is declared, and resolved immediately. Fighters take a drop out test with a +5 to the roll.
Flight pods:

My take on the Galactica has flight pods which may look complicated but aren’t or at least not in my opinion. The hangar system on the Galactica type of battlestar is two parts the Flight Deck and the Launch Tubes/Hangar: 


The Launch Tubes/Hangar: This is the pressurized deck which the Vipers/Raptor s are serviced and repaired etc. This icon is divided into 5 equal sections, representing the fact that battlestar wiki among a couple other sources said that the hangar bay could be sealed off into 5 sections with bulkheads. The equal sections are divided up into 12 fighter boxes, 2 Raptor boxes (the R marked boxes), and 4 Viper Launch Tubes. When dealing damage to the Hangar/Launch Tube section, the controlling player marks damage on a section in this bay and any overkill then goes to the structure as if the equal sections were separate icons.


The arrow that has a number between the Launch Tube/Hangar icon and the Flight Deck represents how many fighters/Raptors, shuttles etc. can be transferred to and from each icon.


Launch Tubes: The launch tubes allow Vipers to launch from the battlestar without the use of conventional hangars. It takes a whole turn to put a viper in a launch tube, one Viper per launch tube may be put in to each empty tube attached to their hangar section per turn. On the following turn the Viper flight may launch using the standard rules for launching fighters, but the Viper flight launches into a hex that is on that side of the battlestar, also using the standard rules.


The main advantage of Launch Tubes is that the Battlestar does NOT suffer an initiative penalty when launching fighters from the Launch Tubes, however the Vipers themselves still suffer the normal penalty. If Raptors launch out of the flight deck on that turn then the Battlestar will suffer the normal penalty. During certain scenarios the launch tubes may start loaded and/or when the ship is fully stocked to the point of being overloaded, such as when Galactica takes on Pegasus air wing after the Battle of New Caprica.


The Flight Deck: which is the exposed to space area where Vipers land, as does Colonial One (from time to time), and where Raptors launch and land. This icon looks like a large hangar, which has the jagged edge on both the top and bottom of the icon.


The rules for this are simple LCV’s can land in this bay using 20 boxes, whereas fighters from light to heavy, Raptors (super-heavy fighters) and shuttles use it normally taking up 1 box each. Ultra-light fighters take up ½ box each, (not that they will be a major issue).


The bay has two arrows at the top and bottom respectively with a number, the number is the number of fighters/shuttles that can enter/exit the flight deck from that direction. The bottom thus can land fighters/shuttles, and the top of the icon (forward of the ship) can launch them. This is done using the standard rules. If an LCV wishes to land/launch then it takes up that entire direction’s value for that turn.  


Flight pod Retraction: The flight pods on the Galactica type Battlestar also retract so the ship can go to FTL, or extract to launch Raptors or other ships out of the Flghit Deck, or land Vipers. To do this the player using the Battlestar must announce that he wishes to extend to or retract the pods in the fighters launch announcement phase of the turn. The pods take 3 turns to be fully extended. The pods begin retracting/extending each time the ship could land/launch fighters. 
While the pods are in motion of extension/retraction, fighters may land and or launch but depending on how extended the pods are, determines the amount of fighters that can safely launch/land in the ends of the flight deck.
Fully Extended: 1st turn of retraction/3rd turn of extension: 8 fighters/shuttles may launch and or land safely as normal from each end of the flight deck. No LCV’s may land or launch.
Midway: 2nd turn: 4fighters/shuttles may launch and or land from each end of the flight deck.
Almost Closed: 3rd turn of retraction/1st turn of extension: No LCV’s may land or launch. 4 fighters may launch or land from each end of the flight deck. But roll a 1d6 per fighter: If a “1” appears score 1d6 damage to that fighter  (ignoring) armor as it bounces off the side of the flight pod as it attempts to land or launch, then it continues to launch or land normally. 
 
Weapons:
Colonial Weapons: 
Flak Batteries: The flak batteries are my version of the defensive guns used by the Colonial military vessels. Each of these icons represents multiple individual guns. These batteries fire together to create a defensive perimeter for the ship. The flak batteries fire a cloud of metal particles into a hex within 6 hexes of the firing ship. Place a counter to mark the hex which contains the cloud any marker will do (I personally use the blast markers from Battle Fleet Gothic). 

All fire through that hex (except for the ship firing the flak battery) suffers the intercept penalty. This can be used to effectively cover several friendly ships as well as the firing ship at once. However any friendly ships being covered are also at a disadvantage if they wish to fire through the flak cloud. Most civilian ships will not have an issue about this, but some are armed, as with other military ships that fight beside the battlestar. 

Flak clouds do stack, which is a huge advantage, but with the normal degradation. 
Flak clouds are created at the end of the creating capital ship’s Movement phase, after the ship firing the flak batteries has moved. The flak clouds are removed at the End of Turn Actions Step of the turn, at the same time plasma web hexes are removed. This creation and removal is important because fighters may wish to fly through a flak cloud to get to a certain point, for example to attack a ship being protected by the cloud. Any fighters/shuttles that move through or into a hex which has a flak cloud in it will take the listed damage, (one will take the full damage and the others 25% as normal in flash rules). 
Flak Battery

Class: Matter (Flash)
Damage: 2d6 (fighters only)

Maximum Range: 6 hexes

Intercept Rating: -4, (-5 vs Ballistic)

Rate of Fire: 1 per 2 turns
Designers Note: This weapon is almost like the Plasma Web and also like the Grome Flak Cannon, but an amalgamation of the two. I believe that this Flak Battery format is the best way to easily portray the massed fire that the Galactica and Pegasus put out during the show. It also is very effective against their designed enemy the Cylons who primarily use Ballistic Weapons. Against non-ballistic enemies the Flak cloud is useful but not overly so, even when having a weapon go through one or two clouds. 
KEW Turret : 
Kinetic Energy Weapons (KEW) are the turrets shown to be on the battlestars, they fire shells that seem to explode on impact. Alternatively they can fire shells that explode in a cloud of shrapnel as seen in the Miniseries. 

They are treated as standard matter weapons that can fire as listed on the SCS or as a Flak Battery with a rate of fire of 1 per 2 turns and an enhanced range of up to 8 hexes away. There is no turn firing delay when switching firing modes.
KEW Turret

Class: Matter

Modes: Standard

Damage: 2d10

Range Penalty: -1 per 3 hexes

Fire Control: +4/+2/-3

Intercept Rating: N/A

Rate of Fire: 1 per 2 turns
Special: May fire in Flak Mode.

Heavy KEW Battery:

Not found on the Galactica type battlestar, but it is found on the Mercury type, which has 4 in the front arc. These are the main guns that Pegasus fires, when given a close up ona couple episodes the shell fired is bigger than a Cylon Raider which is shown next to the gun in an episode. Thus these do significantly more damage than the standard turrets. The draw back is that they can not fire in Flak Mode, although I really don’t see why one would want to.
Heavy KEW Turret

Class: Matter

Modes: Standard

Damage: 2d10+10

Range Penalty: -1 per 3 hexes

Fire Control: +5/+1/-6

Intercept Rating: N/A

Rate of Fire: 1 per 2 turns

Missiles:
Both the Cylons and Colonials have access to the Nuclear missile.  

There are 12 vertical missile launch tubes on the battlestar. To represent the 12 missile tubes I have chosen to go with two standard missile racks (Class-S). In the entire series only one episode that I know of shows the missiles to actually be fired: Ressurection Ship Part 2 against the basestars that Galactica and Pegasus are pounding. Yes there is an image of a curved weapon exhaust trail coming from Galactica, and no it is not a missile from the basestar. 
In the Eye of Jupiter episode, probably the only episode that they are actually given a close up on, the missiles are shown to be rather large bulky missiles, so I decided to make the tubes capable of only launching Heavy Missiles, and Nuclear Missiles. The Heavy missiles are paid for in the cost of the ship, and come standard but may be replaced by Nuclear Missiles for 75 points each.  I believe the Nukes on the ships were 50 kilotons according to the series.
My rules for the nuclear missiles are simple and not overly powerful; they do raking 20 and also flash damage. Both damage forms are treated as plasma type for ignoring half a target’s armor value. The Raking hits are caused first, and then the flash damage is scored.

Fighters may also purchase the nuclear missile, Vipers may have 2 per fighter, and Raptors may have 4.

Nuclear Missiles have the following profile: 
Also unlike most other flash weapons, the whole 40 flash damage, hits all other units in the hex. not just 25% of the damage.
50 kiloton Nuclear Missile
Class: Nuclear (plasma)
Mode: Raking (20) and then Flash
Damage: 60 (Raking) + 40 (Flash)
Max Range: 10 hexes
Fire Control: +3/+3/-3

Intercept Rating: N/A

Points Cost: 75 points

Cylon Weapons:

Mini Missile Rack:

This rack is on the 1st War Basestar which is shown in clips of Razor firing multiple missiles at the Galactica and Columbia. I decided to give the 1st war Basestars a lot of small weapons that can, through shear number of shots can, get through the flak clouds that the Battlestars are capable of producing. The mini missile rack is relatively small with only a magazine capacity of five missiles, and is also only capable of using the Class-D sub-basic missiles (used by the Alacans during the Dilgar War). The advantage of the Mini missile rack is that usually there are many of them on a vessel, and also they are protected from magazine criticals much like the LH Rack.
Class-D Missile

Class:Ballistic

Mode: Standard

Damage: 12

Max Range: 15 hexes

Fire Control: +3/+3/+3

Intercept Rating: N/A

Mini-Missile Rack

Class: Ballistic

Missiles: 5

Range Penalty: None

Fire Control: +3/+3/+3

Rate of Fire: 1 per 2 turns
Special: Fires only missiles of type D.

Dual Turret:

This weapon was only ever seen once in the series, during the finale. This weapon is the small rapid firing dual turret that the Cylon Colony has. I have decided that has a quick rate of fire and does small amounts of very lethal damage. It is very effective against fighters and capital ships alike.  It appears on my Uncommon Variant of the 1st War Basestar and also on the Cylon Colony which if I make it, will be an enormous unit, and can’t even think on how I will manage to create that SCS. 

Dual Turret

Class: Matter

Modes: Standard

Damage: 4

Range Penalty: -1 per hex
Fire Control: +3/+3/+3

Intercept Rating: -3

Rate of Fire: 1 per turn

Heavy Cannon:

This weapon just like the dual turret was only ever seen once in the series, during the finale. This weapon is the large cannon with the recoil that the Cylon Colony fires against the Galactica doing tremendous damage. In fact Colonel Tigh even mentions that they can’t take much more of this. The weapon itself I decided would do decent damage to any ship regardless of how heavily armored it is, again a matter weapon. I did not want to make it as slow loading as a rail gun, and definitely did not want to make it something like a Grome heavy railgun.  So I decided a relatively quick rate of fire and medium damage. This comes out to doing as much as a rail gun will, especially since a rail gun will hit one system for 3d10+3, and against most systems will be wasted overkill, whereas this weapon can fire almost twice as fast for less damage against possibly different systems. This weapon also appears only on the Uncommon Variant of the 1st War Basestar and the colony.
Heavy Cannon

Class: Matter

Modes: Standard

Damage: 1d10+6

Range Penalty: -1 per 4 hexes

Fire Control: +3/+2/-6

Intercept Rating: N/A

Rate of Fire: 1 per 2 turns

The Ships:
Battlestar:

The Galactica is a battlestar of this class, large structure, heavy armor and strong weapons. I decided to represent the turret weapons on a one-to-one ratio. The 4 in the primary section of the ship represent the top turrets in the show that seem to be always targeted but rarely hit until the Galactica is on its almost death bed in Exodus part 2 during the rescue mission of New Caprica. The flak batteries are mostly oriented so they can cover the side arcs very effectively and either put out a wide screen to the side or a concentrated smaller screen of flak clouds. The missiles as I said earlier are 2 launchers representing the 12 tubes, always armed with Heavy missiles standard, but may upgrade to Nuclear. 


The reason I made the fighter capacity so large compared to other conversions that other people have done is because I wanted to do the ship its full justice. I also wanted to represent the Galactica having space for the extra fighters and Raptors it will eventually have to carry when Pegasus is destroyed at New Caprica. As I said above the launch tubes may start loaded during certain scenarios and/or when the ship is fully stocked to the point of being overloaded. 
Galactica:  As above, but I have a variant of the above ship representing the Galactica itself. The variant loses its starboard hangar facilities/launch tubes and flight deck for a museum. 
I also plan on doing a beaten up variant of Galactica representing it after it fought for its life for several years, especially after the liberation of New Caprica, and the Battle of the Ionian Nebulas, which were two battles that it is lucky to have escaped from.

Mercury Battlestar:

The Pegasus is a ship of this class, the newest state of the art battlestar class in the Colonial Military. It has four of the heavy KEW batteries on the front section, and is loaded with 30 of the standard KEW turrets. It like Galactica has 2 missile tubes which come standard with Heavy Missiles and may be upgraded to Nuclear. The main differences between the Galactica type of Battlestar and the Mercury is that the Mercury has a shorter FTL delay, more armor, more structure, and larger fighter capacity. 

Civilian Fleet:

I modeled these ships off of the civilian vessels by Rannoch35, to complement his Geminon Freighter, the Colonial Movers, the Mineralship, and Colonial One (I suggest allowing the ship to ignore the LCV’s EW restriction due to the fact that it is unarmed, might help it survive, maybe). The ships I am making fill out more of the civilian fleet, so that if players wish they can attack the fleet protected by Galactica, and can find out for themselves how difficult it is to protect 40+ vessels.

Note some of these are finished some are in various stages of creation, I will post them as I finish.

Olympic Carrier: Which are 2 per page, with little armor, and very very delicate. Also capable of being killed by one missile like Pyxis in the Battle of the Ionian Nebula, or by a lucky couple fighter shots to the rear, which could take out the Reactor, like Lee and Starbuck did to the Olympic Carrier itself. 

Astral Queen: Ahh Tom Zarek’s ship…I mean the prison ship of the fleet. Several hangars, the front one is shown to be where the Heavy Raider with Starbuck, Helo, and Sharon dock at.  The main hangars located above and below the middle of the ship, which carry large prison shuttles. I gave the Astral Queen two missile racks, one Class-S, and one Class-A anti-fighter rack. I made this decision based on the remarks of the episodes where Roslin takes the majority of the civilian fleet to Kobol, and one of Zarek’s men says that several ships are armed but that they should arm the rest. Now it is most likely probable that they didn’t arm the others, but I believe that Zarek would have armed his own ship.
The Prison Shuttles may be used as assault shuttles if played in a scenario which requires assault shuttles, this represents the convicts being used as impressed resistance fighters, or the as a kind of black market Zarek controlled paramilitary organization. In this case the Prison Shuttles cost +5 extra points, and the convicts if used in any marine operations have -1penalty to all marine operations other than the wreak havoc mission.

Botanical Cruiser: The large greenhouse ship with a massive number of large non armored greenhouses. Basically Cylon bait, but it can withstand a significant amount of damage. Other than that the ships is not all that special. One FTL unequipped version was destroyed in the miniseries, however one is known to have survived through to the end of the series until its destruction in our sun.


Gemenon Traveler/Kimba Huta: This small ship is a LCV much like the previously made Colonial One/Intersun Liner by Rannoch35. Four per page in standard LCV fashion with them all unarmed, small, and not very well armored. But it does ignore the EW restrictions of LCV’s they have no weapons. They are most likely the most numerous ship in the Colonial refugee fleet, and their cargos seem to range from passengers to cold storage (steaks and other meat and microwave dinners on the Kimba Huta. 
Cloud Nine: Big capital ship that I’m still working on. Has a large hangar for numerous shuttles, and a couple LCVs. Also very big biodome for where all the passengers enjoyed fresh air and blue skies while in space. The biodome is on one of the side sections but due to its size can be hit from the front and aft as well as the side it is on. No weapons on the ship however it is big enough to be a prime target for any Cylon or other hostiles to want to kill the ship.
Space Park: Also known as the Zephyr, it is the large thin ringed ship for those who don’t know which ship I am referencing. Large rotational habitat ring, with many passenger compartments. Capital ship, capable of being a prime target for the Cylons, due to size rather than it being armed which it isn’t.
Cylon ships: 
1st War Basestar:

The Basestar for the 1st Cylon War, shown in a couple clips of Razor’s flashbacks. In the flashbacks they are shown to be firing missiles based on speculation of the curving exhaust trails.

They are predominantly carriers, but have many of the small missile racks, and also several Class-S0 racks, along with a very few Class-LH racks. Making a 0 cost pivot for the ship embodies the ability for it to rotate while bringing loaded weapons to bear while waiting for other racks to reload. With the amount of missiles that the Basestar can put out, enough missiles will get through the Battlestar’s flak cloud to severly damage or destroy the Battlestar, it just takes time. 


The Uncommon Variant, which is armed with dual turrets and the heavy cannons, is an experiment of a ship I came up with. I wanted to see the weapons from the colony in action, and decided that the colony would not have been protected by untested weapons so thought to myself that they would have been on a Cylon ship from the 1st War, and if effective then would have been used in defense of the Colony built by the Cylons after the war. I determined that if the ship was an uncommon ship during the 1st war because we don’t really see Basestars firing anything but missile, and barely that. 

1st War Raiders:


I have been using the Cylon Raiders made by Todd Boyce for the 1st Cylon War, with no changes, other than allowing their guns to be intercepted counting them as particle and not laser, making them much like the Vipers and new series Raiders have their guns.
New Raiders:


I have taken the advisement of reading the b5wars.net forums for how to work raiders.

Someone suggested Raider Waves. This suggestion seems to be a very good one when using lots of fighters especially when Cylon Basestars have 792 Raiders on board. But then I saw that some players may not want to do Raider waves since keeping fighters together might result in one bad initiative roll, or even reduce the number of targets that the fighters could attack. So in compensation of this, and also that I’m sure it is easier to control one wave of Raiders rather than 8 flights, I came up with the following rules:
Raider Waves have the following rules:

Waves are a group of flights from:  2-8 flights (12-48 fighters). The wave rolls initiative as one unit, much like if it was one flight of up to 48 fighters. The wave must be of all the same experience type of raider, all newborn, or all experienced or (God forbid) all veterans like Scar. The wave moves as one unit meaning acceleration, jinking turning and combat pivots are all done at the same time and are done together. But the Raiders flights in a wave still fire separately as if they were still single flights. Flight in the wave may target different units, however since the wave moves together; they typically are limited in what targets they have an opportunity to attack.

The main advantage that the raider waves have is the bonus they give each other when attacking. For every flight of raiders after the first, all flights in the wave benefit from +1 Offensive Bonus. This means that a full wave of 8 raider flights would gain +7 OB in addition to the normal Offensive Bonus of the type of raider. 

For example: the newborn raider, has an OB of +2. If there were 8 flights in the wave then all the flights would then have an Offensive Bonus of +9. If there were only 6 flights in the wave then the raiders would all have an Offensive Bonus of +7.

However for a wave to benefit from a flight of Raiders being counted in that wave to increase the OB there must be at least 4 raiders in the flight at the time that the wave is attacking. If there are less than 4 fighters in the flight they will benefit from the wave’s OB increase but not contribute to it.

    


In conclusion I hope people enjoy these ships, and I would like to hear any comments on the ships, rules, battle reports etc. I have plans on making the Tylium Ship, the Black market ship: Prometheus/Adriatic, the waste extraction ship which Starbuck uses to locate the Rebel Basestar: Demetrius, and my take on the Raptor, and Resurrection ship, Basestar, and even Rebel Basestar.

I have been using the Colonial Raptors with a few weapon changes, and Vipers by Rannoch35. The version of these fighters he came up with, suit my ships well, and I suggest using them, but in flights of 4 fighters, and to use my nuclear Missile instead of the one listed on the sheet. I suggest that Cylon Raiders are used in flights of 6 still.

Raptors of course are individual super heavy fighters, and I have armed them slightly differently than his version, and will post my take on them soon. Raptors are also used as shuttles and also breaching pods/assault shuttles when necessary.
