B5Wars: Rules of Engagement Conversion

Quick Start Rules: Original Game Era (OGE)
Note: B5 & Babylon 5 are Trademarks of JMS, Babylonian Productions and the WB. B5Wars is Copyright Agents of Gaming.  Rules of Engagement I&II are, I believe, still properties of Impressions Games and the original designers. Nothing here is meant to infringe on any rights that have been mentioned or that exist and have not been mentioned.  This is for personal entertainment only.
The following rules and the accompanying SCS’s are based on designs from the Rules of Engagement (ROE) I Computer Game and Manual.  Thus these are interpretations of the original designs of that game.  These rules do not directly reflect the Game Rules of Engagement II. As more information becomes available this could change.

Unless otherwise stated, all items and rules found in the B5Wars Rules Compendium work as normal.

Weapon Systems

Unified Weapons Array (UWA)

The Unified Weapons Array is a large reactor and munitions magazine that acts as a central distributor to the weapons on board the ship.  It holds both the collected energy particles for Energy Beams (EB) as well as the various missiles.  Depending on the size of the Weapon System installed, these could be standard missiles or more advanced versions.

The UWA is separate from the Reactor.

Rules: Each UWA will have a number associated with it. This is the energy reserve available for the weapons systems.  Note that this number is different than the amount of power saved by turning the UWA system off.  In effect the UWA is a power converter, turning reactor power into energy for the Energy Beams or guidance and launch power for the missiles.

The energy used to fire weapons is automatically replenished each round that the UWA is on and active. The reason that a given UWA may require more power is that some of the ships of the OGE are a bit over gunned for their sizes in B5Wars terms.  Thus there may be more ELT to fire than there is power for them.

The UWA is heat and radiation shielded so that Plasma weapons do not impose any half armor penalties.  However, when an ELT is destroyed, the connections to the UWA may conduct any residual energy to the UWA itself, instead of the structure for that section as per the normal rules. Roll 1d20, on a 1-5 the energy is transmitted to the UWA, which takes damage as normal.
If the UWA is destroyed, any energy in it is released as a single volley on the Primary Section.  If there are remaining missiles, roll 1d20 for each missile. On a 1 or 2 the missile explodes for 5 points.  Each missile that explodes is a single volley.

Energy Beam – Launcher Turret (ELT)

The primary weapon of the Local Group forces (both FW and UDP) is the Energy Beam.  However, the weapon systems designed by the local manufacturers also come equipped with missiles.  In the original game, Rules of Engagement, there is no specific emitter or launcher, the weapons just seem to fire from an undisclosed location. Thus it seemed logical that all weapons were connected to some centralized location, the UWA, and then the energy or missile was sent out to a specific launch point on the hull.  This is the ELT.  Most ships in the OGE have from 1 to 6 ELT on their SCS.  

Rules: A given ELT may be used on any given turn either to fire an Energy Beam or to launch one ballistic missile.  It may not do both.  An ELT can fire every turn and the mode of fire from the previous turn has no effect on the mode of fire for the current turn.

To fire in Energy Beam (EB) Mode, 3 points of power must be allocated from the UWA to the ELT in question. If not used on the current turn, this power is lost.  However, this does not prevent the weapon firing in either mode the following turn.  Energy Beams come in 1 size and do 2d10+2 damage per hit.  They fire in standard mode.

To fire in Ballistic Missile (BM) Mode, 1 point of power must be allocated.  Note however, that these ships carry a very limited amount of missiles for each type.  See Missile Types below for more rules on these weapons. Note also that when in BM mode, the firing arc of the ELT is 3600 and not what is printed on the SCS. 

Aside from their varying warheads these weapons are in all ways like normal missiles in B5Wars.

When an ELT is destroyed, the feedback might damage the UWA. See the UWA rules above.

Defensive Energy Screens (DES)

Aside from extensive armor plating, the ships in the Local Group depend on electronic shielding to deflect damage away from their ships.  DES systems in no way make a ship harder to hit but instead absorb a certain amount of damage.  They act as energy armor and absorb damage. There are 4 shields and each is connected to and controlled from the central DES.  This system allows a good deal of flexibility in how power is given to the shields.  Each individual shield can hold a variable amount of power, depending on the amount transferred into the individual shield from the DES. 

Rules: The DES system is a centrally located power converter, taking whatever power it generates or is transferred into it and converting it into ionized energy that first polarizes and then dissipates energies that strike it.  Unless damaged, the DES regenerates power equal to its power rating every turn.  This power can be assigned to any DESP on the ship that is not destroyed.  For each point of power given to the DESP, 1 point of damage protection is created.  Every turn, the power must allocated, whether the points are maintained or varied from turn to turn.  Shield power will regenerate between turns as long both the DES and the DESP are working.

Like the UWA, the DES is armored and shielded in such a way as to not be affected by the armor degrading properties of Plasma weapons.

Defensive Energy Screen Projector (DESP)

Each Ship in the ROE has 4 DESP, numbered clockwise from 1(forward) to 4(port).  These convert raw energy into protective energies and help protect the ships from damage.  These shields or screens can absorb any type of known energy.  They do suffer normal degradation from Plasma weapons just like armor does.

Rules: Each projector can accept a maximum of 5 points of energy from the DES and thus produce 5 points of armor per round (one point of armor per point of power added). This provides an extra point of armor for any and all attacks that come through that shield during the given turn. Once the projector itself is destroyed, it is impossible to cover that side of the ship with a DES anymore.  Screens and shields cannot be stretched to cover more than one side.  For a Transporter to be used, the shields must be dropped.  Dropping shields can be done at any point in a given turn.  Raising them again can only occur in the Power Allocation Phase.

Matter – Energy Transporter (MET)

A by-product of hyperspace science, the MET allows matter to be turned into energy and transported to another location within a limited distance.  The target location and original location must both be free of any kind of shielding.  There are very few solid objects that can block the MET.  

Rules: For the MET to be usable in a ship-to-ship transport, the transporting vessel and target vessel must be within 6 speed factors of each other.  Otherwise there is too much speed differential to attain lock.  Second, the transporting vessel must have a positive lock on the target vessel.  Finally, neither ship can be under the protection of any kind of shielding.  Each MET can transport 1 MRS (Marine Raider Squad) per turn.  Every ship in ROE has at least one MET.  Some of the larger ships have more than one.  The MET is affected the same way a weapon would be against a Minbari jammer.  The maximum range of an MET is 10 hexes.  Transportation takes place during the Ship-to-Ship Firing phase.

Marine Raider Squad (MRS)

The Marine Raider Squad or MRS is a highly trained group of men and women who enjoy causing mayhem on enemy ships. Use the normal boarding rules from B5Wars. 

Note: More information will be forthcoming on the Marine Raider Squads and other alien shipboard combatants. 

Missiles

Missiles are an important tactical consideration in the ROE universe. Ships carry relatively few of these weapons but they can offer a tactical advantage when used properly.  The following missile types are available in the OGE.

General Damage: This is straight up brute force damage.

Anti-Shield: Destroys a shield and a DESP’s ability to convert energy into protection. When a shield is struck, the amount of AS damage is applied to that shield immediately.  If there is equal to or more AS damage than shield power, the shield collapses.  If the AS damage is less, the shield’s ability is lowered. Regardless, the DESP cannot convert as much energy to protection as before. 

Example: A normal DESP can create up to 5 points of armor. If hit by a missile doing 3 AS damage, the DESP can now only created 2 points of armor.  If AS damage negates a DESP entirely (doing 5 or more damage or a combination of missiles doing 5 or more) that DESP can no longer function though it is not destroyed. It can still absorb normal damage as a system if its number is rolled.

Anti-Personnel: This missile was harder to convert. So what I did was convert it straight into C&C damage. When one of these missiles strikes a ship, no location hit is rolled. Instead, the damage is dealt to the C&C only.  This is a very powerful missile type representing crew killing ability.

Anti-Drive: Like the AP missile, the Ant-Drive missile attacks only one system: engines. All damage is done directly to the engine.

Anti-Weapon: This missile is exclusively a weapon of the UDP. It attacks the UWA directly, trying to cause a critical explosion and disable an enemy’s ability to fire its weapons.

Missile Statistics

Federated Worlds

	Missile
	Damage
	Cost

	PN Pritchard SBR
	3 Anti-Shield
	5 per

	Melbourne FU8
	10 Damage
	2 per

	Giaperelli FU9
	20 Damage
	4 per

	Franklin Lab FE
	6 C&C Damage
	10 per

	Woden FE
	9 C&C Damage
	12 per

	Thiodyne P/PD
	6 Engine Damage
	6 per

	Woden Nova
	30 Damage
	8 per

	Iliya Nova
	40 Damage
	10 per


Missile: Missile Name

Damage: Amount and Type of Damage Caused

Cost: For purposes of trading missiles out and altering a ship’s cost

United Democratic Planets

	Missile
	Damage
	Cost

	Type 1
	20 Damage
	5 per

	Type 2
	6 C&C Damage
	10 per

	Type 3
	3 Anti-Shield
	4 per

	Type 4
	30 Damage
	5 per

	Type 5
	9 C&C Damage
	12 per

	Type 6
	6 UWA Damage
	6 per

	Type 7
	6 Engine Damage
	8 per

	Type 8
	40 Damage
	10 per


Missile: Missile Name

Damage: Amount and Type of Damage Caused

Cost: For purposes of trading missiles out and altering a ship’s cost

A Brief History of the Local Group

The current year is 2374 and the Federated Worlds (FW) & the United Democratic Planets (UDP) are at war with one another. Much of the conflict stems from the loss of communication with other Earth colonies for a period of thirty years.  The people of the Local Group have been on their own for a very long time and have grown accustomed to handling their own problems. 

The Human worlds in the area split into two armed camps, the FW and the UDP. The ships of both forces are limited to HCV or lower due to limited yard size and size limitations placed on Hyperspace travel by the Mass Limit. This limits the size of craft that can enter Hyperspace (ROE Manual, Pg. 27). 

Although technologically evenly matched, the FW’s industry is slightly better than that of the UDP. It could easily overcome the one enemy but the FW must deal with more than one. Creatures known as ‘Aliens’; the alien Entymion; the Muties – humans who have undergone sever mutation; and the Cybers – a powerful race of human-machine hybrids.

(Author’s Note: I could reprint all the pages of the History but these are included in the game manual and thus I am not sure of the legalities involved.)

Design Decisions

Why Rules of Engagement?

I loved this game. It was the best ship-to-ship game that had come out to date AND it had a lot of Star Trek: Next Generation feel to it. It also had a fairly simple but compelling history and unlike many TV shows, the ships had never been converted to my knowledge. The unique feel of the weapons systems also meant that I had to seek out some inventive solutions instead of just arming everything with a Babylon 5 Wars weapon.

Weapon Systems

You would think that a weapon system which essentially consisted of two components (beams & missiles) would be fairly easy to convert. Well this is not the case for a number of reasons. For one, the different ship classes could fit different sized weapon systems. This was not exactly a “modular” system that could be easily represented.  For another, there was no obvious hard points for the weapons. So after some thought and some advice from Tyrel, I decided to create the UWA – ELT system. It’s a slightly different way of creating over-gunned situations, since all weapon power comes from the UWA and not the reactor directly. So an ELT that stands idle is not saving power.  

Shields

The shields or Defensive Energy Screens went through a few variations.  Initially I had them as damage absorption and being able to be recharged very easily each round. I realized that this would not work well in that two scouts could potentially never hurt each other if they maintained the same facing throughout he battle. So the DES went from damage absorption to damage reduction. Now they act as extra armor though there is still a variable element. 

No Capital Units

The FW Dreadnaught is 303 meters long. The FW freighter is 450. These barely make it into HCV category. I decided that the fluff about the Mass Limit allowed me to simply keep everything at HCV or smaller. So in campaign games the ROE ships will be at a disadvantage due to no capital units (among other things). However, they will be heavily gunned units for the most part.

Expanded Era vs. Original Game Era

I had plenty of ideas for expanded era designs and histories. I have not seen the information from ROE II yet so I am not sure how things might change. In any case, the OGE does offer up a variety of enemies - even if they all use the UDP ships.

Federated Worlds Shipyard

Mark 1 Scout (LCV)

Although this is an ELINT ship, the FW & UDP forces use their scouts as Gunboats as well as Scouts. Scouts will often perform the same mission as Cruisers.  The FWAF designed the scout to not only be the eyes and ears of the fleet but to carry out small missions on its own. Its primary purpose is as a patrol and early warning ship, but it also performs convoy escort and fleet support roles.

Although armed with the same number of ELT’s as the UDP Scout, the Mk1 has one weapon forward and one weapon aft, making it difficult to outflank. FW captains prefer an oblique approach which allows the front and rear weapons to fire.

Mark 2 Freighter (HCV)

The largest ship in the FWAF inventory, it is also the least combat worthy. Never the less, in such a dangerous universe, the engineers and Fleet command thought it best that all ships be armed, even the merchantmen. Although many of these ships are privately owned and operated, they use the same design throughout FW territory. 

United Democratic Planets Shipyard

Type I Scout (LCV)

The Scout was the prototype design for the UDP who initially relied on fast moving small ships in their war against the FW. Although not as sturdy as the Mark 1, the T1 is able to fire both ELT’s in the forward arc.  This gives it an advantage on head-on attacks.

Designed primarily as a raider, the T1 performs well in escort and fleet duties, especially since it carries an Anti-Personnel missile as a standard load out.

Type II Freighter (HCV)

Designed by the military and leased to civilian corporations, the Type II Hull is much like the FW Mark 2. Instead of being a single large hull however, it is broken into three large cargo areas that are strapped onto a bridge and control unit. The heavy losses these incurred during the War nearly crippled the UDP economy.
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