Babylon 5 Wars: The Stars are Right!
In the depths of space, buried and slumbering on countless worlds, or shambling in places between space and time, the Ancient Ones roam the galaxy.  Mind-blowing alien horrors from beyond may once again rise to threaten life as we know it... if the Stars are Right!

B5W: The Stars are Right is an unusual crossover, adding the horrors of Lovecraft’s creations, what he termed “Yog-sothery,” to the B5W rules setting.  This crossover is not so much an enumeration of a new race so much as a bestiary and set of additional rules which can allow your favorite B5W fleets to encounter terror past their imagining.

New Rules: The Stars are Right adds a few new rules to B5W in order to model the deities and creatures of the Cthulhu mythos.  Insanity rules and rules for the Great Old Ones follow.

Insanity: The mere detection of some of the Ancient Ones causes the weak-minded to surrender to insanity.  Many of these beings also possess the ability to inspire madness in their foes.  These rules will help you compute a new “sanity” statistic for B5W ships.  Some Ancient Ones will cause all enemy ships to lose a certain amount of sanity every turn; others possess “weapons” which drain sanity on a hit.  Depending on how complicated and atmospheric you’d like your game to be, you can follow the simple or complex mechanic for insanity.

Simple Insanity: For every point of sanity a ship loses, reduce its initiative bonus by 1 point.  When a ship is reduced to 0 sanity, it is considered disabled.  Treat the ship as if all C & C boxes have been destroyed.  Bases ignore the initiative reduction but are also considered disabled when reduced to 0 sanity.  Mines and OSATs have no sanity score and are immune to sanity loss, as are automated units like Hunter-Killers or Walker Mapmakers.  Fighters have no sanity score, but must roll for drop-out if they suffered any sanity loss in a turn.  For every point of sanity loss beyond the first suffered by a fighter in a turn, apply a +1 penalty to the roll.

Complex Insanity: Use the rules above, but with the following addition.  If a unit’s sanity score is reduced to less than or equal to 25% of its starting score (rounded down), the unit is considered erratic.  Roll 1d20 on the following table at the beginning of each turn:

1-2
Unit attempts to ram an Ancient One unit if possible.  If not possible, unit must declare full OEW against a single Ancient One unit and fire all weapons which bear, even if they have no chance to hit.

3-4
Unit must declare full OEW against a single Ancient One unit and fire all weapons which bear, even if they have no chance to hit.

5-7
Unit must employ all available EW as DEW and must intercept incoming fire with all available weapons.  It may not attack this turn.  Unit may not apply any thrust in order to maneuver this turn.

8-10
Unit randomly assigns each point of available EW to the 6 closest friendly or enemy units (roll 1d6 for each point and assign to that unit).  This unit must fire all available weapons at targets it has a lock-on to.  If multiple targets are available for a given weapon, roll randomly amongst them to determine which will be fired upon by that weapon; the weapons must fire even if there is no chance to hit.

11-13
Unit may not apply any thrust in order to maneuver this turn, but declares EW and may fire normally.

14-16
Unit must employ all available EW as DEW and must intercept incoming fire with all available weapons.  It may not attack this turn but may maneuver normally.

17-18
Unit must declare full OEW against the closest ship and fire all weapons which bear, even if they have no chance to hit.

19-20
Unit attempts to ram the closest ship, friendly or enemy, if possible.  If not possible, unit must declare full OEW against the closest ship and fire all weapons which bear, even if they have no chance to hit.

Determining Sanity:
Sanity points for each ship are determined based on the size of the ship and the controlling race.  A few races have special rules.  For races not listed here, use the default sanity modifiers or decide upon the closest cognate race and apply the appropriate modifier.

Size Defaults:
LCV: 4

MCV: 6

HCV: 9

Capital Ship: 12

Enormous Ship: 15

Base (HCV or smaller size, includes manned OSATs): 8

Capital Base: 16

Enormous Base: 20

ELINT-capable unit: -3 (sometimes special sensors aren’t a good thing)

Race Modifiers:
B5: Abbai: +3

Alacan: +0

Balosian: +1

Brakiri:  -1

Cascor: +1

Centauri: +0

Civilian:  -1

Corillani: +4

Descari: +0

Dilgar: +2

Drazi: +0

Earth Alliance (human): +1

Gaim: +5

Grome:  -1

Hurr:  -1

Hyach: +1

Ipsha: +0

Kor-Lyan:  -1

Llort:  -2

Markab: +4

Minbari: +4

Narn: +3

Orieni: +4

Pak’ma’ra: +2

Rogolon: +1

Streib: +6

Torata: +1

Usuuth: +0

Vree: +1

Yolu: +1

Ancients:

Although the Ancients often possess tremendous force of will, their improved senses actually make them more vulnerable to the effects of a Great Old One’s mental attacks.  These modifiers take these factors into account.

Kirishiac: +4

Mindriders: +8

Shadows: Special.  Instead of tracking current sanity, track sanity loss.  At the beginning of each turn, roll as if the ship was under telepathic attack, with a Psi rating equal to the current sanity loss.  If the ship is piloted by Shadows, compute sanity normally with a +6 modifier.

Torvalus: +1

Triad: The Triad are immune to the effects of sanity loss.

Vorlon: +5

Walkers: +3

Star Trek:
Humans: +0

Klingons: +2

Romulans: +1

Cardassians:  -1

Dominion: +4

Ferengi:  -2

Breen: +0

Tholians: +5

Borg: +7

Species 8472: +15

Ancient One Control Sheets: As beings capable of surviving in interstellar space, many of the Ancient Ones possess an unusual fluidity of form.  I model them as the equivalent of fighters.  The most powerful and least material, however, like the so-called Gods and Great Old Ones, have a diffuse form difficult to damage effectively.  The control sheets for these beings list only structure (aka “hit points”) along with the Old One’s options and abilities.  Unless otherwise noted, Ancient One weapons use the standard fighter arc to determine what they can hit.  Most Ancient Ones possess inherent OEW which applies to all enemy units equally (this is listed as an Offensive Bonus, and stacks with weapon fire control).  Some Ancient Ones have additional EW points they can spend as indicated on the sheet–these EW points add up with the Offensive Bonus and weapon fire control.  Ancient Ones rarely possess any DEW, and cannot benefit from an ELINT ship or have a lock disrupted by one.  Regardless of effective size, Ancient Ones maneuver using the rules for fighters.  Ancient Ones do not drop out and are immune to power drain, stunning and similar effects.

Mythos Unit Descriptions:
Non-unique, non-Great Old Ones units:

The following units represent creatures which exist in numbers.  None of these creatures are Great Old Ones although some are nearly as terrible.

Mi-Go, Fungi from Yuggoth
(Unlimited Deployment)
These fungi-crustaceons can fly through space on vast membranous wings.  They carry electrical weapons.  Their nonterrene bodies are resistant to attack.  Mi-go have no special association with any Mythos being, but many worship various Great Old Ones and they may appear to assist one.  Mi-go are effectively light fighters.  Their wings provide them limited maneuverability, but they are unusually small compared to most fighters (though those same wings make them easier to hit from front or rear).  Mi-go need to appear in numbers to be effective, but their high-tech lightning guns are comparable to fighter armament.

Star Spawn of Cthulhu

(Unlimited Deployment)
These massive creatures may stand 50 feet tall, and appear as slimy humanoids with octopod heads, vicious claws and great batlike wings.  Like their progenitor Great Cthulhu, the Star Spawn are only partly made up of ordinary matter, and they regenerate damage rapidly.  Their rubbery flesh resists attacks.  At range, Star Spawn can invade the minds of others to weaken their resolve and hurl star-stuff at foes; up close, they lash out around them with their many tentacles, which can extend to tremendous distances.  As beings originating in the depths of space, Star Spawn maneuver well in that environment.

Fire Vampires
(Unlimited Deployment)
Little more than living plasma, Fire Vampires are usually found in the company of Cthugha, though they can be summoned and bound by other Mythos beings.  As creatures of plasma, they are immune to plasma weapons and their heat often dissolves matter weapons before they can do harm.  Small and agile, Fire Vampires are extremely dangerous but must actually make physical contact with an enemy to deal damage.  Fire Vampires can transform matter into living plasma like that which makes up their bodies, and if they successfully deal damage they can heal themselves or replenish their numbers.  These formidable creatures are best as ship-killers, and their presence is sure to draw off enemy fighters.  Races relying on plasma weapons may find themselves defenseless if forced to confront these beings or their flaming God.

Hunting Horror

(Unlimited Deployment)
Servants of Nyarlathotep, Hunting Horrors look something like vast ropy worms with a single wing along their backs and a gaping maw.  They fly along paths not existent in our universe, and they hunt down enemies of their lord and punish them terribly.  Hunting Horrors are sometimes “loaned” to other Mythos beings or summoned for special purposes.  Hunting Horrors are composed of highly unusual matter, and they cannot abide strong light.  Even regular starlight does them harm, although their regenerative abilities can preserve them for short periods of exposure.  Horrors radiate a miasma of fear around themselves.  At close range their vast maws can take deep bites out of their foes; at range they rely on dark incantations to literally eat away matter.  This disintegrating attack weapons molecular bonds across the entire side of a ship struck by it, rendering it more susceptible to continued attack.

Servitor of the Outer Gods

(Unlimited Deployment)
These protean horrors most closely resemble giant toads, though they have no single shape, and they move through space in a sort of roiling boil, flowing forward in an ungainly fashion.  Though not large and not material, they can withstand an unusual amount of physical punishment.  These things send out a full-spectrum piping noise as much psionic as sonic, as it can distinctly be heard even through the depths of space.  This obscene accompaniment can enhance the summoning of Mythos creatures, but its more dangerous effect is upon the sanity of all who can hear it.  These creatures often appear in groups, and can quickly drive foes insane.  Fortunately, they are not otherwise very dangerous, being limited to close-range lashes of their tentacles and pseudopods.

Colour Out of Space

(Unlimited Deployment)
Native to space, these creatures are noncorporeal and appear to be some form of sentient electromagnetic energy.  Roiling masses of color and mist, they glow through the depths of space seeking out life and energy to consume.  These beings are terribly dangerous, capable of engulphing a ship or fighter flight and slowly draining away both ship’s energy and the lifeforce of the crew.  The constant electromagnetic field surrounding them provides some measure of obscurement, and since the things themselves barely exist in our universe they are excessively hard to damage, with most fighters and light weapons unable to create any substantial effect on them.  Contrary electromagnetic interference or gravitic interference is most useful against them, though in many cases the Colour will suffer the most damage at the hands of a crew desperate to force it off their ship before they all die.  The Colour can hurl electromagnetic packets short distances to disintegrate matter, and can drain energy from nearby ships.  Few “common” Mythos creatures are more feared.

Non-unique Great Old Ones:

A few of the divinities of the Mythos can exist in multiple versions simultaneously.

Nyarlathotep, the Crawling Chaos
(Limited Deployment)
Often considered the most conventionally intelligent of the Great Old Ones, Nyarlathotep is the Herald of Azathoth.  He spreads chaos, insanity, evil and destruction wherever he goes.  Though capable of appearing in human form, Nyarlathotep also possesses many monstrous forms.  The statistics provided here are for one of his monstrous Masks.  Nyarlathotep can draw upon the power of the “deities” of the Mythos and possesses a wide range of magical spells, many of which he developed himself.  By drawing on Yog-Sothoth, Nyarlathotep can appear multiple times in a single location.

Nyarlathotep can warp minds, and he can command a wide range of Mythos creatures magically (in his role as agent of the supreme Azathoth).  By reaching through space with magic, he can draw servitors to him to assist in a range of different tasks.

Though Nyarlathotep can potentially associate with any Mythos creature, he favors Hunting Horrors as his special servants.  Unlike many of the Great Old Ones, Nyarlathotep (as the messenger of Azathoth) freely associates with his “peers” with only rare conflict.

Yog-Sothoth

(Restricted Deployment)
The Key and the Gate, Yog-Sothoth dwells outside space-time but can coexist with space-time at all its points.  Although Yog-Sothoth can appear as a small collection of glowing silver orbs, the form indicated by these statistics appears as a conglomeration of iridescent globes shifting, flowing, and breaking into one another, spanning up to half a mile.  Besides its ability to play tricks with time and space, Yog-Sothoth can expand or contract into a closer target to ram it.  As the Key and the Gate, Yog-Sothoth can open doors to elsewhere and pull other Mythos beings through.

Fortunately, Yog-Sothoth can only appear at certain points in space-time, or if summoned.  Yog-Sothoth’s role means that, like Nyarlathotep and Azathoth, it can coexist with other Great Old Ones.  No Mythos creatures are especially associated with Yog-Sothoth, though he is the patron of sorcerors.

Unique Great Old Ones:

These beings either exist in a single location, or at the least appear only once in any given place.  Many of them do not like each other.  Except under extraordinary circumstances, only one Unique Great Old One should be present at a given battle (except for Azathoth, who may potentially appear along with any of the others).  The non-unique Great Old Ones can appear alongside Unique Great Old Ones freely.

Great Cthulhu
(Unique)
A high priest of Azathoth, Great Cthulhu vaguely resembles a squid, a misshapen humanoid, and a dragon.  He stands over 100 feet high, and can strike with his long tentacles or with his magic.  Cthulhu’s flesh is rubbery and resists damage; if injured he regenerates rapidly from damage, though severe damage may burst his flesh and release a noxious cloud of green mist which gradually coalesces back into his physical form unless disrupted.

While Great Cthulhu hypothetically lies slumbering in the city of R’yleh, his mind wakes and may project his substance into space.  Cthulhu touches the minds of sleepers and he can reawaken their nightmares through his mere presence, or through a mind-shredding direct attack.  His children, the Star Spawn, often accompany him.

Azathoth

(Unique)
An amorphous, blind, idiot god gnawing at the center of creation, Azathoth is senseless, destructive matter.  A part of Azathoth can be summoned into the normal universe, though this requires the work of a priest or other Mythos creature.  Only insane humans worship the thing as it is incapable of registering such worship or rewarding it.  Conditions for summoning Azathoth should be provided in a given battle or scenario–Azathoth is the Mythos equivalent of a Planet-Killer and should be treated appropriately.  Once released, Azathoth absorbs all matter around it (save for a few powerful Mythos beings who can shield themselves from this effect), and grows hungrily for some time unless its link to the rest of itself is severed.

Azathoth is always accompanied by at least one Servitor of the Outer Gods.  If summoned during a scenario, you should place one Servitor adjacent to one of Azathoth’s hexes unless a Servitor is already present.  Azathoth does not require a Servitor to be present in order to manifest, but it tends to lash out with greater fury when deprived of musical accompaniment.

Cthugha

(Unique)
Effectively a giant Fire Vampire, Cthugha dwells near Fomalhaut and is worshipped by the Fire Vampires as god and progenitor.  Cthugha exists to burn things around it.  Cthugha is fairly dangerous to other Mythos creatures but they will sometimes employ rituals to summon it and direct its destructive tendencies against enemies.

Cthugha is most appropriate in the company of Fire Vampires and Colours Out of Space.  It will only be found in the company of a Star Spawn under extremely unusual circumstances.

Using the Old Ones: One option is to generate scenarios–you can include “ordinary” ships commanded by cultists or insane followers of the Old One in question, and either augment these ships with some of these beings, or have some timed event which summons an Old One into the battle.  They also make nifty random encounters for campaigns.

Mi-Go, Fungi from Yuggoth
(Unlimited Deployment)
Class: Light Fighter

Turn Cost: 1/3 Speed

Fwd/Aft Defense: 7

Turn Delay: 0


Stb/Port Defense: 4

Accel/Decel Cost: 1 Thrust
Free Thrust: 8

Pivot Cost: 1 Thrust

Offensive Bonus: +4

Jinking Limit: 10 Levels
Roll Cost: 1 Thrust

Initiative Bonus: +20

Advanced Armor

Immune to Drop-out

Armor: 6 points in all directions

Structure: 7 boxes

Weapon: Lightning Gun

Number of Guns: 1

Class: Electromagnetic

Damage: 2d6+1

Range Penalty:  -2 per hex

Fire Control: n/a

Rate of Fire: 1 per turn

Great Cthulhu
(Unique)
Effective Class: MCV
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 9

Turn Delay: 0


Stb/Port Defense: 6

Accel/Decel Cost: 2 Thrust
Free Thrust: 13

Ramming Factor: 60

Pivot Cost: 1 Thrust

Offensive Bonus: +5

Jinking Limit: 2 Levels
Roll Cost: 3 Thrust

Initiative Bonus: +10

Hardened Advanced Armor, Advanced Sensors, Has 4 OEW to distribute each turn

Armor 6 (all directions)

Active structure: 50 boxes

Regenerative structure: 50 boxes

Special rules:

Regeneration: Great Cthulhu can regenerate damage which would cause an ordinary being’s death.  If at least one box of active structure exists Great Cthulhu can act normally.  If all active structure is destroyed, Cthulhu dissolves into a cloud of mist and cannot maneuver or employ any of his abilities except for his regeneration.  If all regenerative structure is destroyed, Cthulhu’s material form is banished.  At the end of every turn during the self-repair phase, Cthulhu regenerates 3d6 boxes of damage (starting with regenerative structure).  If Great Cthulhu spent the entire turn in mist-form, he regenerates 6d6 boxes instead.

General Sanity Drain: The mere presence of Cthulhu sends waves of insanity and despair against all who oppose him.  All opposing units with LOS on Great Cthulhu suffer 1d3 points of sanity loss at the end of each turn of battle.

Abilities: Treat all of the abilities listed as weapons systems.  All systems may be used simultaneously, as with any ship.

Telepathic Blast
Class: Psionic

Mode: Special

Damage: 1d6-1 sanity loss for target (if hit)

Range Penalty:  -1 per 3 hexes

Fire Control: +4/+3/-1

Intercept Rating: n/a

Rate of Fire: 1 per turn

Weapon arc is 360 degrees.

Starfire
Class: Plasma

Mode: Flash

Damage: 6d10+15 (-1 per 3 hexes)

Range Penalty:  -1 per 3 hexes

Fire Control: +3/+2/–

Intercept Rating: n/a

Rate of Fire: 1 per 3 turns

Star Projectile
Class: Matter

Mode: Standard

Damage: 4d10+6

Range Penalty:  -1 per 2 hexes

Fire Control: +4/+3/-3

Intercept Rating: n/a

Rate of Fire: 1 per turn

Tentacle Lash
Class: Matter

Mode: Raking

Damage: 1d10+10

Range Penalty:  -2 per hex (10 hex maximum range)

Fire Control: +4/+4/+5

Intercept Rating:  -3

Rate of Fire: 6 per turn

Weapon Arc is 360 degrees.

Star Spawn of Cthulhu

(Unlimited Deployment)
Effective Class: LCV 
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 6

Turn Delay: 0


Stb/Port Defense: 4

Accel/Decel Cost: 1 Thrust
Free Thrust: 9

Ramming Factor: 25

Pivot Cost: 1 Thrust

Offensive Bonus: +2

Jinking Limit: 2 Levels
Roll Cost: 2 Thrust

Initiative Bonus: +12

Hardened Advanced Armor

Armor 6 (all directions)

Structure 30

Special Rules:

Regeneration: Star Spawn regain 2d6 structure during the self-repair phase of every turn if they are damaged.  30 structure is their maximum.  Star Spawn do not regenerate if destroyed but can regenerate damage suffered this turn if they survive to the self-repair phase.

Abilities: Treat all of the abilities listed as weapons systems.  All systems may be used simultaneously, as with any ship.

Telepathic Blast
Class: Psionic

Mode: Special

Damage: 1d3-1 sanity loss for target (if hit)

Range Penalty:  -1 per 3 hexes

Fire Control: +4/+3/-1

Intercept Rating: n/a

Rate of Fire: 1 per turn

Weapon arc is 360 degrees.

Star Projectile
Class: Matter

Mode: Standard

Damage: 4d10+6

Range Penalty:  -1 per 2 hexes

Fire Control: +4/+3/-3

Intercept Rating: n/a

Rate of Fire: 1 per turn

Tentacle Lash
Class: Matter

Mode: Raking

Damage: 1d10+5

Range Penalty:  -2 per hex (10 hex maximum range)

Fire Control: +4/+4/+5

Intercept Rating:  -3

Rate of Fire: 3 per turn

Weapon Arc is 360 degrees.

Nyarlathotep, the Crawling Chaos
(Limited Deployment)
Since he can appear in the form of multiple masks simultaneously, multiple “versions” of Nyarlathotep can fight alongside each other.  The statistics provided here are fairly generic and represent a monstrous form.  Feel free to tweak stats to represent other masks.

Effective class: HCV

Turn Cost: 1/3 Speed

Fwd/Aft Defense: 8

Turn Delay: 0


Stb/Port Defense: 8

Accel/Decel Cost: 1 Thrust
Free Thrust: 10

Ramming Factor: 100
Pivot Cost: 2 Thrust

Offensive Bonus: +7

Roll Cost: 2 Thrust

Initiative Bonus: +9

Hardened Advanced Armor, Advanced Sensors, Has 5 OEW to distribute each turn

6 armor in all directions

Structure 120 boxes

Special Rules:

Summon Mythos: Nyarlathotep can summon additional Mythos creatures to serve him.  During the Jump Points Open phase of the turn, Nyarlathotep can summon a Mythos unit to any hex within 50 hexes of his position.  Under ordinary circumstances, his player must have pre-purchased these summoned creatures.  They appear with any facing, all weapons charged, and speed 6 or less.  Note that Nyarlathotep can summon other masks of himself.

If you’re not playing a pointed combat, you can use the following table to determine what Nyarlathotep gets each turn:

1-5
Nothing appears this turn.

6-10
Summon 1d2 flights of Mi-Go or 1 flight of Fire Vampires

11-13
Summon 1 Star Spawn or 1 Hunting Horror

14-15
Summon 2d3 Servitors of the Outer Gods or 1 Colour out of Space

16-17
Summon 1 Mask of Nyarlathotep

18-19
Summon 1 Mask or 1 Unique Mythos Unit of your choice.  If the latter, roll another d20–on a 11+ you control the Unique Mythos Unit.  On 1-10, your opponent controls it.

20+
Summon any 1 Unique Mythos Unit, 1 Mask, or 2d3 non-unique units (not counting Masks or Yog-Sothoth)

Enslave Minds: Nyarlathotep can sway the weak-minded and force them to do his bidding.  At the beginning of each turn starting with the second turn, Nyarlathotep picks one enemy unit to try to control.  Determine his success or failure as follows: 1d20, he succeeds if he rolls greater than the unit’s current Sanity.  -1 to the roll against Ancients.  -X to the roll if the enemy fleet has at least one telepath, with X = to the P rating of that telepath.  (Use the Ancient Telepath rules to determine their best P rating.)

If Nyarlathotep fails to control his target, that unit immediately gains 1d3+1 Sanity.  If he succeeds, his side controls that unit for this turn of combat, after which it returns to its owner’s control.  A unit controlled by Nyarlathotep in this way which destroys a friendly unit immediately loses 1d3+1 Sanity.  Note that units with 0 Sanity are no longer active and thus cannot be usefully controlled.

Nyarlathotep is not required to choose any unit to enslave if he does not wish to.  Only one Mask may attempt to enslave an enemy, even if multiple Masks are present.

Abilities: Treat all of the abilities listed as weapons systems.  All systems may be used simultaneously, as with any ship.

Shred Reality
Class: Electromagnetic

Mode: Raking (6)

Damage: 2d10+2 (+1 Sanity)

Range Penalty:  -1 per 2 hexes

Fire Control: +4/+2/–

Intercept Rating: n/a

Rate of Fire: 2 per turn

Uses the rules for the Ipsha Resonance Generator–ie. Hits all hit location charts on the target (including Primary), doing its damage to each; ignores armor except for adaptive armor, and Advanced Armor (which counts half).  The target ship also loses 1 Sanity.

Disintegrating Ray
Class: Molecular

Mode: Raking (12)

Damage: 4d10+10

Range Penalty: -1 per 4 hexes

Fire Control: +5/+4/+1

Intercept Rating:  -4

Rate of Fire: 2 per turn

Ignores all armor as a Shadow Slicer.  Damage caused by the Disintegrating Ray cannot be repaired.  All systems on the side of the unit struck by the Ray lose 1 point of armor whether or not they were hit–this takes place after all damage from the Ray has been scored (treat as a Yolu Molecular Flayer).

Flesh Ward
Class: Electromagnetic

Intercept Rating:  -6

Rate of Fire: 5 per turn

360 degree arc.

Defensive system.  Can intercept any weapon which scores damage.  Any weapon unsuccessfully intercepted scores only half its rolled damage (round down).

Bloody Tongue
Class: Matter

Mode: Raking

Damage: 3d10

Range Penalty: none (10 hex maximum range)

Fire Control: +2/+2/+2

Intercept Rating: n/a

Rate of Fire: 2 per turn

Fire Vampires
(Unlimited Deployment)
Class: Ultralight Fighter
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 4

Turn Delay: 0


Stb/Port Defense: 4

Accel/Decel Cost: 1 Thrust
Free Thrust: 10

Ramming Factor: 37

Pivot Cost: 1 Thrust

Offensive Bonus: +2

Jinking Limit: None

Roll Cost: 1 Thrust

Initiative Bonus: +22

Special Armor (see below)

Immune to Drop-out

Armor: 8 points in all directions

Structure: 5 boxes

Weapon: Touch of Fire

Number of Guns: 1

Class: Plasma

Damage: 2d6+4

Range Penalty: Only effective at Range 0

Fire Control: n/a

Rate of Fire: 1 per turn

The Touch of Fire also destroys 1 point of armor on the location hit.  A flight of Fire Vampires may repair all damaged Vampires which successfully hit a ship or base, OR it may replace a single destroyed Vampire (which returns at full health).  Vampires cannot heal or “reproduce” when damaging fighters, shuttles, and the like.

Special Armor: Fire Vampires suffer no harm from Plasma weapons.  Their armor counts DOUBLE against Matter weapons (instead of the regular rules).  Treat their armor as Advanced Armor against all other weapons.

Hunting Horror

(Unlimited Deployment)
Effective Class: LCV 
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 6

Turn Delay: 0


Stb/Port Defense: 9

Accel/Decel Cost: 1 Thrust
Free Thrust: 11

Ramming Factor: 40

Pivot Cost: n/a

Offensive Bonus: +6

Jinking Limit: 1 Level
Roll Cost: n/a 

Initiative Bonus: +12

Hardened Advanced Armor, Special Movement Rules (see below), Special Attack Rules

Armor 5 Fwd/Aft, 7 Stb/Port

Structure 45

Special Rules:

Special Movement: Travelling along non-Euclidean paths, the Hunting Horror shifts through alternate dimensions as it travels.  Instead of treating its forward facing as “forward” for purposes of movement, the Horror can use either adjacent facing interchangably as its forward facing, switching from one to the other freely.  Thus, if the Horror is facing direction A, it can move “forward” by moving one hex in directions F or B, and it can move F one hex and then move B the very next hex without turning or otherwise adjusting its movement.  Note that the Horror cannot actually move in the direction it is facing.  If the Horror moves in reverse, reverse these rules.  A Hunting Horror cannot pivot or roll.

Regeneration: A Hunting Horror normally regenerates a considerable amount of damage, but it also suffers constant damage from exposure to the light of stars and suns.  If the Horror is fighting under conditions which obscure light (in the shadow of a planet, or in a dust cloud), it recovers 3d6 points of structure during the self-repair phase of every turn.  If fighting under normal light conditions, it recovers 3d6-10 points of structure instead.  If this number is negative, the Horror actually loses points of structure.  A Horror with 0 structure is immediately destroyed.

Abilities: Treat these abilities as weapons systems.  Except where noted, all can be used simultaneously.

Aura of Dread
Class:  Psionic

Mode: Special

Damage: 1d2 sanity for all targets in radius (automatic)

Range: 3 hex radius around the Horror (6 hex radius if the Horror “shut down” its other weapons this turn)

Fire Control: n/a (automatically hits)

Intercept Rating: n/a

Rate of Fire: 1 per turn

360 degree arc (obviously)

Disintegrating Ray
Class: Molecular

Mode: Raking

Damage: 3d10+8

Range Penalty: -1 per 4 hexes

Fire Control: +4/+3/+0

Intercept Rating:  -3

Rate of Fire: 1 per 2 turns

Ignores all armor as a Shadow Slicer.  Damage caused by the Disintegrating Ray cannot be repaired.  All systems on the side of the unit struck by the Ray lose 1 point of armor whether or not they were hit–this takes place after all damage from the Ray has been scored (treat as a Yolu Molecular Flayer).  The Disintegrating Ray cannot be used on the same turn as the Ravenous Maw attack.

Ravenous Maw
Class: Matter

Mode: Standard (special)

Damage: 4d10+15

Range Penalty: none (maximum range 0)

Fire Control: +2/+1/+0

Intercept Rating: n/a

Rate of Fire: 2 per turn OR 1 per turn

The Ravenous Maw attack is a range 0 attack which cannot be used on the same turn as the Disintegrating Ray.  If the Horror is in the same hex as 1 or more other units during the weapons fire phase, it may take 2 Ravenous Maw attacks against the same unit (munching two fighters in the same flight is allowed).  Alternately, the Horror may take a Ravenous Maw attack immediately after its movement against a unit in the same hex, as if the attack were a ramming attack–in this case, the Horror receives only this single Maw attack this turn.  Roll to hit immediately with a -1 per 3 hexes the Horror moved this turn, and roll and apply damage normally.  The Ravenous Maw attack may not be intercepted.

Servitor of the Outer Gods

(Unlimited Deployment)
Effective Class: LCV 
Turn Cost: 1/2 Speed

Fwd/Aft Defense: 6

Turn Delay: 1/3 Speed
Stb/Port Defense: 6

Accel/Decel Cost: 1 Thrust
Free Thrust: 9

Ramming Factor: 20

Pivot Cost: 2 Thrust

Offensive Bonus: +2

Roll Cost: n/a 

Initiative Bonus: +6

Advanced Armor

6 armor in all directions

Structure 35

Abilities: Treat these abilities as weapons systems.  All can be used simultaneously.

Cacophonous Piping
Class: Psionic

Mode: Special

Damage: 1d2 Sanity (+1 per additional Servitor participating)

Range: 30 hex radius

Fire Control: Always hits

Intercept Rating: n/a

Rate of Fire: 1 per turn

Determine how many “flautists” are within range of each eligible unit, and figure damage from that number (thus each unit in the radius may take different damage depending upon overlap of the radius).

Tentacle Lash
Class: Matter

Mode: Raking

Damage: 1d10+5

Range Penalty:  -2 per hex (10 hex maximum range)

Fire Control: +4/+4/+5

Intercept Rating:  -3

Rate of Fire: 3 per turn

Weapon Arc is 360 degrees.

Assist Summoning
Class: Special

Rate of Fire: 1 per 4 turns

Activate at the moment that some other Mythos being attempts a summoning (scenario specific, or a special mythos summoning power).  The attempt receives a +2 bonus, +1 for each additional Servitor assisting beyond the first.

Azathoth

(Unique)

Azathoth is a terrain feature, not a ship.  Use counters to indicate Azathoth’s location.  Generally Azathoth must be summoned in some way to appear on the field–place its first counter at the point of summoning and place counters in all adjacent hexes, and execute the damage effects listed below if any units are in one of Azathoth’s hexes.  Azathoth normally appears during the Vortex Activation segment.  Azathoth operates under the following rules:

During the Ship Power Segment, Azathoth expands.  The Mythos player rolls 1d6 for every hex Azathoth currently occupies.  On each 5+, the Mythos player may add one hex to Azathoth so long as the hex is adjacent to a current Azathoth hex.  If a unit occupies the new hex, immediately apply damage as listed below.

Damage: If a ship occupies an Azathoth hex for any reason, it immediately suffers damage as follows.  Mythos units are automatically destroyed, adding another hex to Azathoth, unless the unit is a deity (Nyarlathotep, Great Cthulhu, Cthugha, Yog-Sothoth, and other uniques).  A Mythos deity may immediately redeploy to any open hex adjacent to Azathoth.

Non-Mythos units suffer these effects:

Fighters, shuttles, and similar sized units are automatically destroyed.

Larger units suffer 8d10+10 points of Gravitic class damage in Raking mode to EVERY side of the unit (except for the Primary hit location chart–unless a side has been destroyed, exposing the Primary to attack).  Armor applies but Azathoth dissolves normal armor immediately upon its blocking damage; advanced armor loses half its points (round down), and hardened advanced armor loses 1 point each time it is hit by Azathoth.  If the unit survives, move it directly forward in its direction of travel until it is no longer inside Azathoth.  It takes no further damage from this movement.  A surviving unit loses 1d6-2 points of sanity for every hex of Azathoth moved through, however, including the original hex, with a minimum of 0 points lost per die rolled.

If Azathoth expands or moves into a hex with a terrain feature (asteroid, moon, planet, atmosphere, etc) that hex of the feature is destroyed and Azathoth grows by 1d3 hexes immediately.  These new hexes do not move this turn and may not be placed on a terrain feature.  Azathoth does not consume clouds, storms, or nebulae, but can consume and grow from debris of strength 3 or greater.

EW Phase: All ships within 5 hexes of Azathoth during this phase lose 1d6 points of sanity automatically.  If they drop to 0 sanity the ship is considered inert immediately.  Note that Azathoth blocks LOS as any large object.

Movement Step: The Mythos player may move every hex of Azathoth one hex at this point, before any other ships move, with two restrictions–each hex of Azathoth must end movement adjacent to at least two other hexes of Azathoth (if possible), and Azathoth’s point of origin must be occupied (if possible).  Any hex of Azathoth which is not adjacent to two other hexes of Azathoth at the end of movement is immediately removed.  If Azathoth does not occupy its point of origin at the end of the movement step, its manifestation is dispelled and all Azathoth hexes must be removed immediately.  Note that Azathoth is only removed at this point in the turn sequence–thus, to dispel Azathoth it is necessary to destroy all hexes adjacent to its point of origin, as well as the origin hex itself.

Weapons Fire Step: Azathoth may be attacked.  Consider each hex of Azathoth as an enormous unit with a profile of 30.  Treat each hex as a separate unit for purposes of EW and weapons fire.  Roll damage for all weapons hitting the target hex, ignoring weapon type or damage mode.  If the total for all weapons fired by this ship or flight of fighters is 180 points or more, the hex is destroyed–immediately remove it from the map.  Other ships firing on Azathoth may target a different hex.  If the total damage is less than 180, divide the total damage by 30, dropping all fractions, and indicate how many units of 30 points the hex has suffered by marking it with a d6.  Ships, shuttles, and fighter flights unable to deal at least 30 points of damage cannot effectively damage Azathoth.

Tactical note: Protect Azathoth’s point of emergence with other hexes whenever possible.  Obviously, Azathoth is most effective as a consumer of moons or worlds.

Cthugha

(Unique)
Effective Class: MCV
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 7

Turn Delay: 0


Stb/Port Defense: 7

Accel/Decel Cost: 1 Thrust
Free Thrust: 16

Ramming Factor: 200
Pivot Cost: 1 Thrust

Offensive Bonus: +6

Jinking Limit: 2 Levels
Roll Cost: 1 Thrust

Initiative Bonus: +8

Special Armor

Armor: 8 in all directions

Structure: 50

Special Rules:

Special Armor: Cthugha suffers no harm from Plasma weapons.  Its armor counts DOUBLE against Matter weapons (instead of the regular rules).  Treat its armor as Advanced Armor against all other weapons.

Spawn Fire Vampires: If no flights of Fire Vampires are currently on the map, Cthugha may attempt to Summon flights at the end of each turn.  Roll 1d20 (modified by Servitors if any):

1-8 No vampires respond.

9-14 1 flight of Fire Vampires appear in Cthugha’s hex, speed 0, any facing.

15-18 2 flights of Fire Vampires appear in Cthugha’s hex, speed 0, any facing.

19+ 3 flights of Fire Vampires appear in Cthugha’s hex, speed 0, any facing.

If at least one flight of Fire Vampires is currently on the map, Cthugha may not summon any additional flights.  However, if it destroys an enemy ship (not a fighter flight) with its attacks, immediately place a number of Fire Vampire flights in the victim’s hex, speed 0, any facing, based on the ship’s size:

LCV = 1d2-1 flights (minimum 0)

MCV = 1d2 flights

HCV = 1d3 flights

Capital Ship = 1d2+1 flights

Enormous Ship = 1d3+1 flights

Fire Regeneration: Cthugha can absorb any flight of Fire Vampires which enters his hex during the movement phase.  Immediately remove the flight.  Cthugha immediately regains one point of structure per point of structure remaining to the Fire Vampires.

Abilities: Treat these abilities as weapons systems.  All may be used simultaneously.

Aura of Flames:
Class: Plasma

Mode: Standard

Damage: 1d6+5 (fighters only)

Range: 2 hex radius

Fire Control: n/a

Intercept Rating:  -3 or -2

Rate of Fire: 1 per turn

360 degree arc

Treat the Aura of Flames as a 2 hex radius Plasma Web which constantly surrounds Cthugha and moves when it moves.  Fighters in the radius suffer damage if either they enter the field or Cthugha moves it into them.  All weapons outside the radius firing at Cthugha are treated as if intercepted by a Plasma Web but at -3 intercept and -3 damage where applicable.  Any unit firing at Cthugha from within the radius suffers a -2 intercept as with a normal Plasma Web.  Cthugha receives anti-fighter and defensive modes simultaneously.

Blast of Fire:
Class: Plasma

Mode: Flash

Damage: 9d10+20 (-1 per hex)

Range Penalty:  -1 per 3 hexes

Fire Control: +5/+2/–

Intercept Rating: n/a

Rate of Fire: 1 per 2 turns

Tendrils of Flame:
Class: Plasma

Mode: Raking

Damage: 2d10+15

Range Penalty:  -2 per hex (10 hex maximum range)

Fire Control: +6/+5/+3

Intercept Rating:  -3

Rate of Fire: 4 per turn

Weapon Arc is 360 degrees.

Yog-Sothoth

(Restricted Deployment)
Effective Class: Capital Ship
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 11

Turn Delay: 0


Stb/Port Defense: 11

Accel/Decel Cost: 1 Thrust
Free Thrust: 13

Ramming Factor: 20

Pivot Cost: 1 Thrust

Offensive Bonus: +0

Roll Cost: 1 Thrust 

Initiative Bonus: +30

Advanced Armor, Advanced Sensors, has 14 EW to distribute each turn (as OEW or DEW or CCEW)

Armor: 6 in all directions

Structure: 250

Special Rules:

Temporal Manipulation: Yog-Sothoth can reach backwards or forwards in time to cause a variety of effects.  Each turn when Yog-Sothoth moves it may perform one of the following actions:

1.  Time-space manipulation.  Yog-Sothoth may move to any hex on the map and select any facing and speed.  Yog-Sothoth does not move normally this turn.  Yog-Sothoth may also escape from combat or move to any other space using this ability.

2.  Time double.  Yog-Sothoth may materialize a temporal duplicate of itself in any hex, facing any direction, speed 0.  This duplicate appears during the Vortex Activation Phase of this turn and is removed during the Vortex Activation Phase of the following turn.  The temporal duplicate has no damage and all systems are fully charged.  When the duplicate is removed, the original Yog-Sothoth suffers damage equal to half of the damage suffered by the duplicate (round down, ignore armor).  The duplicate may not employ any of the Temporal Manipulation effects on its turn.

3.  Timeheal.  Yog-Sothoth may immediately regain 6d6 structure.  Excess healing is ignored.

4.  Time Vortex.  Yog-Sothoth may edit one opposing unit out of time for the remainder of the turn.  Select one unit within Yog-Sothoth’s weapons arc and no more than 20 hexes away.  Roll 1d20.  If the roll is greater than the unit’s DEW, mark it.  It does not move or fire and it cannot be fired upon or affected for the remainder of this turn.  At the end of the turn the unit returns to normal space-time.  A unit removed from space-time suffers 1d3-1 Sanity damage.  If the roll is less than or equal to the target’s DEW, the Time Vortex fails.

Regeneration: During the Self-repair phase of each turn, Yog-Sothoth regains 2d6 structure.

Abilities: Treat these abilities as weapons systems.  All may be used simultaneously.

Silver Ray
Class: Molecular

Mode: Raking (20)

Damage: 8d10+20 and -1d6 initiative next turn

Range Penalty:  -1 per 3 hexes

Fire Control: +4/+2/-1

Intercept Rating:  -10 (ballistic only)

Rate of Fire: 1 per turn

Destroys 1 point of armor on each system hit.  Damage cannot be repaired by Self-Repair systems.

Light Silver Ray
Class: Molecular

Mode: Standard

Damage: 2d10+4

Range Penalty:  -1 per 2 hexes

Fire Control: +2/+3/+6

Intercept Rating:  -3

Rate of Fire: 3 per turn

Singularity Slam
Class: Gravitic

Mode: Raking (5)

Damage: 10d10

Range Penalty:  -2 per hex (maximum 5 hexes)

Fire Control: +2/+2/+2

Intercept Rating:  -3

Rate of Fire: 3 per turn

360 degree firing arc.

Ignores armor as a Molecular Slicer.

Summoning Vortex
Class: Special

Mode: Proximity

Rate of Fire: 1 per 3 turns

Select a hex.  During the ballistics phase, roll 1d20.  1-15: vortex opens at target hex.  16-18: vortex scatters as a Narn E-mine.  19-20: Vortex does not open.  This initial roll is not affected by Servitors of the Outer Gods.  If the vortex opens, roll on the summoning table (this roll is affected by Servitors of the Outer Gods).  Unlike Nyarlathotep, Yog-Sothoth does not need to “pay” for these summoned creatures.  Place all summoned creatures on the vortex hex, speed 0, any facing:

1-5
Nothing appears this turn.

6-10
1d3 flights of Mi-go appear.

11-13
1d3 Servitors of the Outer Gods appear.

14-16
1 Colour Out of Space appears.

17-19
2d3 Servitors of the Outer Gods appear OR 1d3+2 flights of Mi-go appear.

20+
Roll twice on this table without any modifiers.  (Yes, this result can happen again.)

Colour Out of Space

(Unlimited Deployment)
Effective Class: LCV 
Turn Cost: 1/3 Speed

Fwd/Aft Defense: 7(3)

Turn Delay: 0


Stb/Port Defense: 7(3)

Accel/Decel Cost: 1 Thrust
Free Thrust: 15

Ramming Factor: 10

Pivot Cost: 2 Thrust

Offensive Bonus: +7

Roll Cost: n/a 

Initiative Bonus: +10

Special Armor, 4 point EM shield (all directions), can envelop a ship

Armor: Special–see rules below

Structure: 32

Special Rules:

Special Armor: A Colour Out of Space consists predominantly of energetic particles, which respond very differently to weapons than conventional ship structures.  As a result, a Colour uses special armor rules.  Determine the class of weapon hitting the Colour and consult the following table.  Remember to subtract for the EM shield first:

Particle: 12 armor

Laser: 10 armor; 5 against all subsequent rakes from the same weapon

Plasma: 12 armor

Molecular: 10 armor; 5 against all subsequent rakes from the same weapon (against Slicers treat as 5 armor at all times)

Electromagnetic: 0 armor

Matter: 15 armor

Gravitic: 5 armor

Antimatter:  10 armor; 5 against all subsequent rakes from the same weapon

Ionic: 6 armor

Ballistic: 15 armor

Proximity: as other class if any–if none, the Colour is immune to this weapon

Envelop Ship: A Colour can attempt to board a ship using the boarding pod rules.  If it successfully attaches, the entire ship is considered enveloped by the Colour.  The Colour cannot envelop a ship protected by an active EM field–such attempts automatically fail.  If any arc of the ship has no active EM shielding, however, it can be enveloped.  Being enveloped by a Colour Out of Space has the following effects:

The enveloped ship gains the benefits of a 4 point EM shield.  (This actually protects it.)

During the Boarding segment of the combat round, the ship loses 1d6 Sanity points, 1d6 power, and 1d6 thrust.

The Colour may opt to depart the enveloped ship.  If it does not, the Colour cannot fire its weapons, nor can any unit fire weapons at it.  The Colour can be attacked by marines defending the ship–roll 1d10 every boarding segment, +1 if the defenders can ram, +1 if they are Narn, +2 if they are Gaim (in other words, apply standard modifiers):

3 or below: No damage to the Colour

4-6: The Colour loses 1d6 structure

7-9: The Colour loses 1d6+3 structure

10+: The Colour loses 2d6 structure

The Colour may also suffer damage if the ship it envelops is attacked.  Score half of the overkill damage done to the enveloped ship against the Colour instead of applying it to structure (round down against the Colour and up against the structure).  If the Colour is destroyed score any remaining overkill damage against the ship normally.

Envelop Fighters: A Colour which has not boarded a ship can envelop any fighters which are in its hex after it has moved.  All flights in the same hex can be affected.  At the end of the Colour’s movement phase, immediately roll 1d20+4 against each fighter flight in the same hex: if the result is greater than the target flight’s free thrust (not available thrust, so ignore usage this turn), the flight is enveloped.  An enveloped flight must immediately roll drop-out against all fighters in the flight–fighters not immune to drop-out roll 2d10, while fighters normally immune to drop-out roll 1d10.

Abilities: Treat these abilities as weapons systems.  All may be used simultaneously.

Disintegrating Touch
Class: Molecular

Mode: Raking

Damage: 2d10+10

Range Penalty: -1 per 2 hexes (maximum range 10 hexes)

Fire Control: +4/+3/+0

Intercept Rating:  -3

Rate of Fire: 2 per turn

Ignores all armor as a Shadow Slicer.  Damage caused by the Disintegrating Touch cannot be repaired.  Any system which survives this attack has its armor permanently reduced by 2.

Energy Leech
Class: Electromagnetic

Mode: Standard

Damage: None

Range Penalty:  -1 per hex

Fire Control: +3/+3/+3

Intercept Rating: n/a

Rate of Fire: 2 per turn

Power drains as a Burst Beam.

