Rules for Wing Commander Fighters in B5Wars 

Modeling the Wing Commander fighters in B5Wars does require some extra rules, as follows. These rules only apply to Wing Commander units.

Flight Level Combat
Wing Commander fighter weapons follow standard flight level combat rules. For fighters that are firing multiple weapons in the same round, roll to hit and calculate the to-hit number for each weapon separately. Ballistic weapons still make their to-hit rolls individually.

Wing Commander fighters are flown in flights of four craft each, which can be referred to as 'wings'. This is notated on the SCSs, with each wing having fighter #1 ,#2, etc. designated as such. Terran and Kilrathi military obey this procedure, regardless of the fighters class(i.e. Super-heavy fighters still fly in flights of four). Some craft, mainly civilian vessels, are operated without using the flight level combat rules. If this is the case it will be clearly noted on the SCS in the "Special Notes" box. The fighters' data will not be organized into flights if this is the case.

Missiles and Ordnance
Many Wing Commander fighters carry large amounts of missiles. However, missile capacity is handled differently than for standard B5 fighters. 

Each fighter has a certain number of 'hardpoints'. Each hardpoint is designated on the SCS as a group of connected rectangles under the 'missiles' heading. Each rectangle is a "payload slot" which may carry one missile. All payload slots on the same hardpoint must be equipped with the same type of missile. A hardpoint slot that has a small "T" in it can only be used to carry torpedoes. A slot that has a small "C" in it can only be used to carry chaff pods. A hardpoint slot that has an "M" in it can be used to carry mines. A slot with a small "N" in it can be used to carry the Mace Torpedo.

Each fighter may launch one missile per hardpoint per turn unless otherwise noted.

Shields
All WC fighters are equipped with shields. Unlike standard B5 shields, however, WC shields act more as damage absorbers than extra armor.

To reflect this, the shields are shown on the sheet next to the fighter's structure block. When a fighter takes damage, points are first marked against the shields. Armor will not reduce the damage that the shield takes.

Once the shields have been dissipated, damage is resolved against the fighters structure as per normal combat procedures. Overkill damage from the volley that took down the shield is applied normally to the fighters structue(armor is factored in).

Shields recharge at a rate listed in the fighters 'Power Plant' box, under the 'Shield Recharge' statistic. This is measured in boxes per turn. Shield recharge takes effect during the Power Allocation step of the combat sequence. Shields will continue to recharge even if they were previously taken down to zero strength.

Gun Batteries
Wing Commander fighters tend to field a much larger weapons array than B5Wars fighters. The downside to this, however, is that they tend to drain the fighters power reserves rather quickly.

Every fighter has a series of boxes with numbers inside of them displayed under the notation 'Batteries'. These represent the fighter's gun energy reserve. The boxes are used to track the fighter's remaining energy.

Each weapon also has a 'Battery Requirement' statistic listed in its weapon information.

All boxes start the game uncrossed and fully powered. Whenever a weapon is fired, deduct its 'Battery Requirement' from the fighter's batteries by crossing off an appropriate number of Battery boxes. This cost is payed when the fighter's fire is declared. 

Battery boxes recharge at a rate listed under the craft's 'Power Plant' box, under the 'Gun Recharge' statistic. This rate is in POINTS per turn, NOT BOXES PER TURN. Gun batteries recharge during the Power Allocation phase of the turn.

Rules of Wing Commander Capital Ships in B5Wars
 

Using Wing Commander capital ships in B5Wars requires the introduction of some new systems and game mechanics. Not that the definition of 'capital ships' in the two universes seems to differ. In this case, capital ships is defined as vessels that are larger than a fighter/assault ship.

Phase Shields
Ships in WC2&3 are protected by powerful shielding systems. Ships using these shields are noted as having 'Phase Shields' in their Special Notes box. These systems have been observed to be able to absorb enemy weapons fire, losing strength in the process. Once a shield absorbs too much fire, it falls and the ships hull is exposed to attack. Shield systems are also observed to recharge, albeit slowly.


This is what a shield icon looks on the SCS. The first number indicates how many damage 'boxes' that the shield has. Until the shield has taken this amount of damage, whether from one or multiple hits, the effect of incoming fire are greatly reduced. While most light weapons will be absorbed by the shield, heavier guns will still be able to punch through and hit the ships hull, even if the shield is still up. Until the shield has been reduced to zero boxes, incoming fire is subject to the shield's absorbtion and deflection values. These values, like the shield's overall strength, will often vary greatly from ship to ship.

The arc diagram on the shield indicates what directions a shield can intercept fire from. If a ship has multiple overlapping shields, the defending player chooses which shield takes the hits before to-hit rolls are made but after fire is announced. All fire from the same unit in the same round in the same phase must impact the same shield.

The second number is the shield's deflection value. For each incoming volley, subtract the deflection value from the shots total damage. Weapons fire in raking only has the deflection value subtracted from the total damage inflicted, not each sub-volley. Flash weapons subtract double the deflection value from each incoming shot. A weapon firing in pulse mode would have the deflection value applied to each pulse.

The third number is the shield's absorbtion value. After you have subtracted the deflection value from an incoming shot's damage total, the shield will take damage up to its absorbtion value, further weakening the incoming fire. Raking weapons have the absorbtion value subtracted from their total damage, not from each sub-volley. Against flash weapons, the shield will absorb up to twice its absorbtion rating. Against weapons firing in pulse mode, each pulse would be subject to the absorbtion effect.

If a shot has not had all of its damage resolved after the deflection and absorbtion values have been applied, then resolve all of the shots remaining damage at against the ships hull. Divide raking weapons into sub-volleys at this time, and roll normal to-hit locations. Apply all damage normally. The shield will have no further affect. If the shields strength has been reduced to zero, cease applying the deflection and absorbtion ratings to incoming fire until the shield has regained at least one box of strength. This includes weapons firing in the same phase as the weapons that downed the shield.

Example of Damage Resolution Against Phase Shields:

A Waterloo class Heavy Cruiser takes fire from an EA Omega Destroyer. The Omega hits with a heavy laser for 39 points of damage, a heavy pulse cannon for 3 pulses of 15 damage, and 3 standard particle beams for 9, 12, and 16 damage each.
The Waterloo 's forward shield is at full strength(40 boxes). It has a deflection value of 6 and an abosorbtion value of 8. 

First the particle beams hit. Each beam loses 6 points of damage, reducing them to 3, 6, and 12 respectively. The shield than absorbs up to 8 points of damage from each, resulting in 17 damage to it(leaving 23). The last particle beam penetrates the shield with its remaining 2 points of damage, which would roll hit locations normally.
Now the Heavy Laser shot. It is reduced by 6 points, and another 8 points is absorbed by the shield(leaving 15 points in the shield). It still has 25 points of damage, which will be resolved normally against the ship's hull. 

Then the HPC hits. The first two pulses hit the shield, losing 6 points damage each before filling up its last 15 boxes. The final pulse is rolled normally against the hull. 
When rolling hit locations, the firing player first rolls for the remaining heavy pulse. He gets a 7, which applies 15 points of damage to one of the Waterloo's Anti-Matter Guns. The gun has 8 boxes of structure and 3 armor, so the pulse destroys it. 
Then the firing player rolls for his heavy laser cannon three sub-volleys of 10,10 and 5 damage each. He rolls a 15, 1 and 18 respectively, resulting in a 10 point hit to the Waterloo's Retro Thruster in addition to a 10 and a 5 point hit to its forward structure. With three armor on the thruster and four on the structure, the Waterloo's owner crosses 7 boxes off of the thruster and 11 boxes off of the forward structure.
During next turn's power allocation phase the Waterloo's shield regenerates 8 points.
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Shields can also regain lost strength. The above icon is an example of a shield generator. The number on the generator tells you how many points of shield strength can be restored each turn. These points can be applied to one shield, or spread between multiple shields during the Power Allocation step of the combat sequence. Note that this is the TOTAL number of points that can be regenerated for the entire ship, NOT how many points each shield regenerates. 

If a shield generator is hit, use the following critical hit table:

1-12 No Effect

13-16 Reduce the recharge rate and the absorbtion rates of all shields by 25%(round up). -1 to the deflection value of all shields(minimum of 0).

17-20 Reduce the recharge rate and the absorbtion rates of all shields by 50%(round up). -2 to the deflection value of all shields(minimum of 0).

21-23 Generator can no longer support all of the shields. Unless another generator is available, one shield must be lowered to zero strength. This shield may not be recharged unless another shield is lowered to zero strength and not recharged. This effect lasts until this critical is repaired.

24-25 Effects 16-17 and 21-23 both apply.

26+ As effect 21-23, but two shields are effect in this way. Also effect 18-20.

Weapons on ships with phase shields are also alway subject to called shots. Called shots will ignore the shield entirely, going straight to damage. Overkill will be lost, however, and not applied to the facing structure.

Jump Drives
Wing Commander ships use different engines for interstellar travel than Babylon 5 ships, even though they are still labeled jump drives. Ships with Wing Commander engines are notated as having a 'Jump Point Drive' in the Special Notes box of their SCS. 

Ships with a Jump Point Drive can not open a normal hyperspace vortex. They can only jump in and out at designated map hexes, referred to as jump points. The location of a jump point, if there is one, should be noted in a scenario's description. If there is no scenario description than assume that one exists in the center hex of the map. Ships that have a jump point drive may use the jump point during the Enter/Exit Hyperspace Vortex phase of the combat sequence, using all of the applicable placement rules of a standard jump drive. 

 

Capital Ship Weaponry
Anti-Matter Gun

Introduced in the early 2660s, the Anti-Matter Gun quickly became the preferred heavy energy weapon for both Terran and Kilrathi capital ships. While this weapon is capable of punching through the heaviest phase shield its large size makes it difficult to employ against attacking fighters; even though it only takes one hit to knock out all but the heaviest of attack craft.

The Anti-Matter Gun is an anti-matter weapon which does damage in standard mode.

Anti-Matter Turret

The next evolution of the Anti-Matter Gun, the Anti-Matter Turret is an attempt to create a more flexible heavy weapon. Slimmed down and mounted in a lighter housing, the AMT is effective at targeting and engaging everything from the largest capital ships to the smallest fighters. Faster firing than the AMG, the AMT has a much shorter effective range and tends to do slightly less damage per volley. Still, this weapon has found its place as the primary armament on an entirely new generation of cruisers and destroyers on both sides of the Terran-Kilrathi War.

The Anti-Matter Turret is an anti-matter weapon which does damage in raking mode.

Phase-Transit Cannon

This massive weapon was developed from the remains of the Sivar Dreadnaught’s Anti-Proton Gun, which destroyed Goddard Colony in 2654. This massive weapon forms part of the keel of the Confederation Class Dreadnaught and is able to down an enemy capital ship with a single shot.

The Phase-Transit Cannon is a particle weapon which does damage in raking(20) mode.

Laser Turret

Consisting of two large-scale laser cannons mounted in a single turret housing, the Laser Turret is the primary secondary weapon of many different classes of ships. Fast-firing and with a surprisingly long range, this weapon is used for anti-ship, anti-fighter and point defense work.

The Laser Turret is a laser weapon which does damage in standard mode.

Tachyon Cannon

A weapon perfected in the closing years of the war, the Tachyon Cannon slows down and concentrates tachyon particles into streams. This weapon is power hungry and capable inflicting enormous amounts of damage for a weapon of its size. It is found both mounted on fixed hardpoints and in turrets.

The Tachyon Cannon is a particle weapon which does damage in standard mode.

Particle Turret

Somewhat of a stopgap, the Particle Turret consists of a pair of fighter-class particle cannons mounted in the same turret housing. An uncommon weapon, it typically appears on hulls that are too small to mount an Anti-Matter Turret but still require a heavy anti-fighter weapon. This weapon is short-ranged for a capital ship weapon, but tends to have excellent tracking and targeting systems.

The Particle Turret is a particle weapon which does damage in standard mode.

Ionic Pulse Cannon

Another scaled up fighter weapon, the Ionic Pulse Cannon fires a series of charged ionic particles at its target. Another late war invention, this weapon proved popular on picket ships an patrol craft of that era and was used in a wide variety of roles.

The Ionic Pulse Cannon is an ionic weapon which fires pulses that do damage in standard mode.

Flak Cannon

The Flak Cannon gained widespread use among ships of the line in the 2660s. A strictly defensive weapon, the Flak Cannon fired packets of explosive particles against attacking fighter craft and torpedoes.

The Flak Cannon is capable of firing in two different modes, Burst Mode and Point Defense Mode. If a ship carries the Flak Cannon, the stats for both modes will be on the SCS. The owner of the ship can choose which mode he wishes to fire in at the time that Allocate Weapons Fire section of the combat sequence. Once a mode has been chosen and announced, it can not be changed.

The Flak Cannon is a particle weapon which fires in either standard (Point Defense) or flash mode(Burst).

Class W Missile Rack

Many capital ships carried missile racks for defending against enemy fighters and capital ships. These racks were capable of firing rapidly, and could carry any standard fighter missiles of the era, using all of the appropriate rules for each missile. This includes Dumb-Fire, Friend or Foe, Image Recognition, Heat-Seeker,  or Leech  missiles. Typically Friend or Foe missiles were used, but any available missile type can be carried.

The Class-W Rack is a ballistic weapon which does damage according to the type of missile fired.

 

Light Torpedo Tube

The Light Torpedo Tube is designed to fire a modified version of the standard fighter-mounted torpedo. These torpedoes are optimized for use by capital ships by having a longer range and a slightly lower damage potential.

Torpedoes launched from a light torpedo tube follow all of the applicable rules for torpedoes found in the ordnance section, and do not benefit from the OEW of the firing craft. In order to launch the torpedo with a lock the firing ship must keep its target in the tube’s arc for a second ballistic phase. The target must be announced before the first required ballistic phase. If launched with a lock, the torpedo will ignore any phase shields that the target has. If launched without a lock, the torpedo will not get its own internal OEW and will be treated like a Dumb-Fire Missile for range penalty purposes. The torpedo also has an inherent –6 to hit against fighters.

Light Torpedoes Tubes fire ballistic weapons which score damage in raking(20) mode.

CapShip Missile Launcher

CapShip missiles are massive weapons that carry a heavy anti-matter warhead. Typically used for planetary bombardment, these weapons are also capable of destroying all but the largest vessels with only one hit.

Carried externally on large launch racks, CS missiles are treated differently from standard ballistic weapons. They are fired with other ballistics during the Declare EW and Ballistics phase of the combat sequence, but at this time the missile is given a counter with the same velocity as the launching ship. Treat this weapon as having lost initiative to all units on the board for this turn. The missile has 8 points of free thrust, a Turn Cost of x1/3 Speed, a Turn Delay of 0, 10 points of structure, no armor, no shields, a +13 initiative bonus, defensive values of 5/7 and a jinking limit of 2 levels. When launched, the firing player must declare a target for the missile. The missile will take the shortest route possible to said target and will try to ram it. If its target is destroyed, the missile is lost. The target can not be changed. Upon impact treat it as having a ramming factor of 250.

CapShip missiles must be bought separately, for a cost of 100 points each. Each launcher may only carry one missile

Missiles and Torpedoes-Stats
WC3 Weapons

	Ordnance Type
	Damage
	Range
	Internal OEW
	BPV

	Dumbfire
	20
	-4/hex
	None
	12

	Heat-Seeker
	18
	6
	+8
	16

	Leech
	Special
	8
	+6
	35

	Mine
	10
	2
	+4
	8

	Friend-or-Foe
	14
	8
	+7
	16

	Image Recognition
	16
	8
	+8
	16

	Torpedo
	70
	10
	+8
	55

	Light Torpedo
	50
	15
	+5
	N/A


WC2 Weapons

	Ordnance Type
	Damage
	Range
	Internal OEW
	BPV

	Dumbfire
	16
	-4/hex
	None
	10

	Heat-Seeker
	14
	6
	+7
	14

	Friend-or-Foe
	13
	8
	+6
	14

	Image Recognition
	13
	8
	+7
	14

	Torpedo
	65
	10
	+7
	50


 

Dumb-Fire[DF]
The dumbfire missile is an unguided rocket, not a guided missiles. It has no onboard guidance systems whatsoever, filling the space with extra large warhead instead. When firing, the DF missile should be treated just like any other regular direct-fire weapon. It not in the ballistic phase but in the phase that the firing craft's other weapons are used(fighters vs. fighters, ship vs ship, etc). Unlike other ballistic weapons the DF missile has no maximum launch range, but a range penalty. 

Fighters firing DF missiles may do so in addition to normal gunfire.The craft's Offensive Bonus will apply to both missile and cannon fire whether a navigator is present or not. DF missiles can also benefit from CCEW or OEW.

The Dumb-Fire Missile is a ballistic weapon which does damage in standard mode.

Heat-Seeker[HS]
Low-tech, low cost HS missiles have some limitations. While it has the largest damage potential of any of the fighter launched missiles, it can only be launched if the attacking craft is in the 90 degree arc directly behind its target. It is a fire-and-forget device, and gains no benefit from the OB, OEW or CCEW of the craft that launched it.

The Heat-Seeking Missile is a ballistic weapon which does damage in standard mode.

Leech[LC]
The LC missile is designed to disable a target, not destroy it. It can be launched just like an IR missile. If it hits a shielded target, the facing shield will immediately be reduced to 0 strength. If it hits an unshielded target, resolve its effects in the same manner that you would a Burst Beam.

The Leech Missile is a ballistic weapon which does damage in electromagnetic mode.

Mine[MN]
The Porcupine Mine may only be mounted as a rear-firing device. It also may be launched like a class Y-missile. It gains no benefit from the OEW, CCEW or OB of the craft that launched it.

The Mine is a ballistic weapon which does damage in standard mode.

Friend-or-Foe[FF]
Another fire-and-forget weapon, the FF missile targets the closest enemy unit upon launch. Consider the FF missile to have a 360 degree firing arc, regardless of its launcher or the craft that carries it. The FF missile gains benefit from OB, CCEW or OEW from the craft that launched it. It has the ability to be snap-fired like the class-Y missile, up to range 2.

The Friend of Foe Missile is a ballistic weapon which does damage in standard mode.

Image Recognition[IR]
This weapon behaves like standard B5Wars missiles except that it does not benefit from the OEW, CCEW or OB of the craft that launched it.

The Image Recognition Missile is a ballistic weapon which does damage in standard mode.

Torpedo[TD]
Known for taking down lighter ships with one shot, the torpedo is capable of massive quantities of damage. In order to achieve a lock with this weapon, the firing craft must keep the target in arc for an extra ballistics launch phase. During the intervening movement the firing craft must follow all rules used for keeping a sustained fire weapon on-target. If launched with a lock, the torpedo will ignore any phase shielding that its target has. It will also benefit from its own internal OEW, not the launching crafts. If it is launched without a lock, phase shields affect it normall and it follows all of the rules of the Dumb-Fire missile for range penalty, EW, Offensive Bonus, and to-hit purposes. If fired at fighters, it has a -6 to hit and get no internal OEW.

The Torpedo is a ballistic weapon which does damage in Raking(20) mode. 

Light Torpedo[LT]
The Light Torpedo is designed for use by capital ship mounted torpedo tubes. It fires a modified torpedo which has a longer range but lower damage potential. Use all of the applicable targeting rules for a standard torpedo when firing the light torpedo.

The Light Torpedo is a ballistic weapon which does damage in Raking(20) mode.

Notes
No WC fighter can mount rear-facing missiles or torpedoes other than mines.
 

