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INTRODUCTION

The Showdowns series of supplements,
published by Agents of Gaming provided battle
scenarios in which to use the ships that were being
introduced in and around that particular release.
However it was not be feasible to draw up a
scenario for each particular race to fight against
every other race in the game. You won’t find a
scenario that pits the Grome against the Minbari in
any supplement (though in that particular instance,
it’s probably for the best).

In pick up battles, it is often the case that
each person in a group will simply pick out a race
they feel like playing, and throw them into battle
with each other. While these types of pickup games
are always useful, they tend to lack any type of
objective beyond “Destroy the enemy”.

The Wargames supplement has been created
to bridge the gap between pickup battles and pre-
planned scenarios. It offers a series of scenarios,
complete with victory conditions, all of which can
be played with virtually any race against almost any
other race. Wargames will provide objectives for all
sides involved, terrain, setup information, and an
overall point value for fleets. Players will then be
allowed to choose whatever race they want that fits
the criteria, build a relevant fleet, and jump into
battle.

Wargames-1 was designed with two
additional goals in mind. First and foremost, a
serious effort was made to lighten the mood of game
play a bit. Scenarios provided in this book sacrifice
some of the established canon in order to more
amuse those playing. Some concepts even border on
being obtuse, either through background story or
actual game play. Additionally, Wargames-1 is also
a themed book. The scenarios presented are based
on real-world games of all types. In order to more
closely resemble their origins, some battles require
the addition or suspension of a rule or two, or make
use of a completely un-natural setup. In most cases
the changes are small, but some have a rather radical
departure. The end result is scenarios that are almost
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games in and of themselves, but are played within
the B5 Wars system.

The second goal was to build scenarios
around some of the less common rules, systems and
ships, giving players a reason to utilize more than
just the most powerful ship combinations from each
race. Wargames has been designed to promote use
of the less-used rules, ships and systems in the
common pick-up battle situation.

As is traditional when designing scenarios,
brief histories have been provided to help tell the
story of what’s about to happen and why. The
historical (or non-historical) information here
however, is in most cases longer than usual so as to
allow greater exploration of the Babylon 5 universe.
Again, some of the ideas can be rather “out there”,
and/or deviate from canon. Others though, might be
considered completely plausible. The choice is up to
the reader. The background setups are more for
reading enjoyment and establishment than B5
universe accuracy.

If you keep an open mind and a light mood,
the scenarios within should provide a great gaming
experience. However, if you never actually play the
scenarios, it is my hope that you at the very least
enjoy reading what is presented.

Author’s note:

Unfortunately, I have not had the
opportunity to play test any of the scenarios in
Wargames-1, so this must be considered a “Beta”
release. I tried my best however, to create balance
for every situation. If you read through, or indeed
have an opportunity to actually play any of these
scenarios, please send me any feedback good or bad.
It is only through feedback that I will be able to
refine and improve these scenarios.

I also want to encourage everyone creative
not to let this supplement line end. Universal
scenarios are sorely missing from the Babylon 5
Wars system, and more are needed than those that I
have provided (especially some serious ones). It is
my sincere hope that in the future others will
continue to create Wargames supplements, or other
scenario books like it.
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Chapter 2:
New Rules, Ships
and Systems

Suspension of
Standard Rules:

Because the scenarios in this book are
themed to reflect games from other genres, there
will be times when the normal operational rules of
B5 Wars will have to be modified. The general rule
should be that for any scenario in this book, all
standard rules apply, unless stated otherwise in the
specific scenario outline. There may also be some
fine points that were overlooked, causing an unfair
loophole for a particular match. If you come across
a rule that logically would completely destroy the
theme of the scenario, than players should agree to
suspend that rule, or instate one where none exists.

Fair Placement:

In some scenarios, initial placement will be key
to gaining an early advantage. To this end consider
how your group will fairly determine placement.
Some options are:

- Roll a die, lowest places his first ship, then
the next lowest. When each race has placed
one ship, roll again to determine the new
order for the next round, until all ships have
been placed.

- Use each ships initiative to determine order
of placement. (Note that this method will be
biased when certain races are used.)

- Write down placement of all ships secretly,
and then place everything on the board at
once.

- To heck with it, just place the ships. This can
be brutal and/or unfair to less experienced
players. (If you choose this method, consider

adding, “Once you take your hand off a ship,
you can’t change it.”)

- Roll dice to determine hexes. Use one d10
for each number column in the hex id. This
1s the most chaotic method, and result in
fleets scattered across the map, but it will
also be the most fair, and with some
scenarios, provide for a more interesting
game.

New Rule Set:
Orbital Insertion

Orbital insertion is a set of rules for
permitting ships capable of doing so, to land on a
planetoid during a scenario, allowing greater use of
assault and invasion situations. Playing an orbital
insertion scenario requires the use of a third
standard map half (42x15 hexes). This map half
represents roughly % of the atmosphere above the
planet, with one long edge leading to the main map,
and the opposite edge being the actual planet’s
surface.

The main battle will still take place above
the atmosphere of the planet or planetoid, where all
standard rules apply. One edge of this main map
will be the top of the planet’s atmosphere, and lead
to the atmospheric map. The opposite end will lead
to the rest of the solar system (and deeper into
space).

On the atmospheric map, all standard
atmospheric rules apply. In addition, many
populated planets possess such a thick atmosphere
that excessive speed upon entering will cause
damage and/or navigational issues. These effects, if
any will be specified on a scenario-by-scenario
basis. If there is no transition restriction specified,
assume there are no effects.

Specific scenarios may also allow the use of
re-enforcements to enter from the sides of the map
(coming from the other side of the planet).

The maps are always fixed. Ships flying off
the bottom of the main map are immediately placed
on the top row of the atmosphere map, and vice-
versa. Ships flying off the main map in any other
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direction are considered in deep space, or orbiting
another part of the planet, and are thus disengaged
from this battle.

A ship entering the atmosphere may attempt
to land on the planet’s surface. There are three types
of landings; Standard, Combat, and Crash.

Standard Landings:

Standard atmospheric ships attempting to
land on a planet must be traveling at speed one upon
entering the last two hexes above the ground, and
must be capable of reducing speed to zero on the
turn they would cross off the bottom edge of the
map. If these requirements are not met for any
reason, the ship will take crash damage.

Agile ships can enter these hexes and travel
in them at speed 2 with no penalties, though they
must still be capable of coming to a halt on the next
turn.

Assuming these requirements are met, a ship
at speed zero in the first hex above the surface will
land on the following turn. The player should take
the piece and move it to the map border immediately
next to the hex it was in. They may then begin
ground operations on the following turn.

Combat Landings:

Agile ships may also make an assault
landing if desired. This is accomplished by ending a
given turn in the first row of the map. On the next
turn they must spend the appropriate thrust needed
to decelerate to speed 0, then Roll a D6 and add 1
for each point of speed they ended the previous turn
at. On a 7 or less, they are considered to have safely
landed and are ready to deploy troops and
equipment right away. If they fail, they suffer the
appropriate crash damage as described below, and
may not take any action for two more turns.

Crashing:

If the movement and speed requirements for
landing are not met, the ship will crash into the
ground, and must roll as if ramming “itself”’, adding
one for each point in speed from the previous turn.
For ramming purposes, assume both the ships
entered front-first, had initiative, and were “head to

head”. Ships that manage to survive the crash may
not take any actions for two turns after impact.

Ground Operations & Travel:

Ships may deploy troops. supplies or
equipment in keeping with their hanger operations
(or use the appropriate Gropos Rules).

Ships may not move while on the ground,
and if flying horizontally close to the ground, are at
risk of impact with surface features, etc. When
traveling in the first hex row above the surface,
there is a 50% chance of 2d10 raking damage. This
drops to a 25% chance of 1 D10 damage on row two.
When traveling horizontally on these two rows,
ships may only travel at speed 1 (Agile, may go
speed 2).

All ships taking off must travel at speed one
for the first turn after taking off. The ship is then
placed back in the first row.

Air Strikes:

Ships in the first row of hexes may only fire at
planetary targets directly below them. If they are in
the second row, this is extended to the three hexes
immediately below. There is no restriction for firing
horizontally, or upwards.

New Weapon Class:
Planetary Defense
Cannons

Planetary Defense cannons are meant as a
final line of defense, should a planetary body come
under invasion. They are basically the modern
equivalent of anti-aircraft guns for the space age,
and meant to prevent enemy units from making
landfall. They are designed to work to the outermost
boundary of the atmosphere, but rarely travel any
further, as beyond this is their responsibility of bases
and OSATS. This is actually somewhat of a logistic
irony, since most of the time ground based cannons
are only used when a planetary body has not yet
fully established its OSAT/base network. Ground
based defenses are cheaper, simpler and quicker to
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install, but are less effective and comparatively
costly to maintain over extended periods. Once the
orbital perimeter is established, they are for the most
part mothballed, or moved to a new planet. In hot
zones/times of war though, a few may be kept
around, just in case.

Most planetary defense systems take the
form of a small building or installation, built
specifically for the task. Unlike most artillery used
by Gropos, this weapon is not designed for ground
combat or point defense, and thus cannot be used as
such. The thought is simply that extending this
purpose adds to maintenance and cost, and there are
other weapons that handle ground and near-ground
duties with far greater efficiency. Some races have
experimented with “mobile” versions of these
systems, but they are pathetically slow and limited,
and never travel over anything but prepared terrain
(think rolling the space shuttle out to it’s launch
pad). Moving them just never proved very useful.

Most planetary defense systems are similar
to that race’s heavy OSAT weapon and should use
its SCS. However they may only consist of one
heavy, one light weapon, and one medium (or a
second light) weapon. If the OSAT SCS contains
more weapons, treat them instead as structure (using
the structure’s armor, etc. - Thrusters and any other
redundant items are also counted as structure.)
Finally, modify the firing arcs of all weapons to 180
degrees “up”. Do not adjust power, sensors, etc.).
For races that do not have OSATS, players should
use the included Standard OSAT.

NOTE: The included SCS is a good example
of the above modifications. It is derived from the
Drazi Shodroma. In addition, the main weapon was
replaced with basic missiles and a base launch rack
to make the weapon more generic.

If a player employs planetary defense
cannons, he should secretly record where on the
“surface” side of the map he is placing the defenses.
(Note that the surface should be the actual border of
the map, not the bottom row. For ease of tracking
though, use the number of the hex on the bottom
row). For any cannon placed, there may only be one
other within any given 5 hex range. So ifa player
places cannons in hex 10 and 11, they may not place

any others closer than hexes 4 and 17. Unless stated
as mobile, cannons may not be moved during a
scenario. Movement/reallocation for campaigns will
be listed in the campaign rules.

(Note: this book does not define which races
have mobile platforms. Assume all races are
stationary unless stated in future scenario or house
rules.)

Players with ballistic weapon cannons do not
need to reveal the location of their platforms until
they are fired, at which time the marker is placed on
the map. Players with non-ballistic cannons can
elect to hold them in a semi-charged state to keep
them from being detected. To do this, they simply
mark the power at one below the recharge rate. They
do not need to tell the opposition this has been done.
The final point of power is applied during the
normal allocation phase and it may fire that turn.
However once a cannon is fully charged and/or
fired, its power signature can be immediately
detected and it must be placed (and remain) on the
map.

All of a cannons weapons firing on the same
turn must fire within the same 120-degree arc, but
can fire at separate targets. It can only target and hit
an enemy that has begun the turn on the atmospheric
map, even if it has a longer range. It may not fire at
any ship that has landed on the ground unless it is in
the same hex, nor at a ship that is one hex off the
ground unless it is in within the 180 degree arc
directly above (hex above, or the one immediately to
either side).

These weapons are extremely prone to
damage. Any box hit reduces the range of the
weapon by two, even if ballistic. A ship crashing in
the same hex will immediately destroy the cannon.
They cannot be repaired during a battle.

Planetary Defense Cannons cannot be used
in any scenario unless agreed upon in advance by all
players and are not used in campaigns unless
specifically stated.
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New Rule:
Mine Deployment

While most cargo ships can be configured to
deploy a minefield, they are not particularly good at
it. Deploying mines from cargo ships takes an
excessive amount of time, and the minefield tends to
deploy somewhat chaotic, with significant gaps, and
mines that tend to drift or malfunction. To solve
these issues, several races have all but overhauled
standard cargo ships into units designed specifically
for the setting up and monitoring minefields. These
specialized ships are referred to as minelayers

There are two types of minelayers
commonly used among races that use mines, the
mine deployment barge, and a faster seeding or
repair ship. As most of these ships are generally
identical, players should feel free to use the included
generic SCS’s for any race without modification.
Minelayers may not be used in a scenario unless
agreed upon by all players, and assume they are not
used in a campaign unless specifically stated by the
rules or GM. Minelayers are specialty ships, and
would only be found in a fleet if they were being
escorted on a deployment mission.

Mine deployment ships are indistinguishable
from their base hull counterparts unless an enemy is
within 10 hexes, or actually sees the ship deploying
mines (he is within the system and/or “scanning
range” at time of deployment). Internally however,
all cargo holds have been renovated to specifically
hold and prepare mines. They may carry any type of
mine allowed by the race using it (each race adapts
the hold to suit their own mines). Unfortunately the
internal modifications means minelayers may no
longer carry any other type of cargo. Mines in the
hold are never active and cause no additional
damage if struck or destroyed.

The deployment mechanism must spend an
extra turn deploying a mine for each box of'its
system that is damaged, but suffers no other
criticals. When empty, ships can return to their base
of operations and re-stock at a rate of one mine per
turn, or one entire storage pod (if available) every

two turns. Minelayers are always equipped with
minesweeping shuttles at no extra charge.

As mentioned above, most cargo ships can
deploy mines; however if this is done, the minefield
must still pay the 100-point base deploy charge (a
cost mitigated by the deployment barge) at the time
of initial deployment. Deployment takes 3 pulses
(after which the ship may depart and the mines
become active), but the minefield will not stabilize
for an amount of pulses totaling 1/10™ the initial
amount of mines in the field. Once active, there is a
1 in 6 chance that d20 mines per turn will be lost
until the field becomes stable. If the ship fails to
remain for the full 3 pulses, the minefield does not
become established at all (the 100 base point cost is
still lost). Cargo ships cannot deploy an active
minefield during a scenario. It simply takes too
long.

It’s obviously easier to construct a new ship
with mine deployment in mind. Yet should the need
arise, an already built minelayer can be converted
back to it’s base hull (or vice-versa) for 50% of the
cost of the ship and 50% of the construction time at
an appropriate construction facility.

Example: A standard cargo ship deploys a
100-mine field during pulse 3 of a campaign (the
owner pays the 100 points on this turn). It remains
there for pulses 4 and 5, and the minefield becomes
active on pulse 6. During pulses 6-13 the player
must roll a do6 to determine if any mines fail. Pulse 6
he rolls a 2 and does nothing. Pulse 7 he rolls a 1,
indicating loss. He then rolls a d20 resulting in 9
damage. Pulses 8-11 the rolls are 3, 5, 6, and 4
respectively, so he’s safe. On pulse 12 he once again
rolls a 1, resulting in 6 more mines lost. On pulse 13
the minefield has stabilized, but now only contains
85 mines.

Auxiliary Mine Deployment Barge
Common Commercial Freighter Variant

The initial task of establishing a minefield
falls to the Mine Deployment Barge. Based on a
standard cargo hull, it carries mass amounts of
mines (1 per box), and can set up an entire minefield
by itself. The ship shares many of the same traits of
its base hull, with a few notable exceptions.

B5W Wargames-1
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The C&C has been reconfigured to handle
mine logistics and monitor the entire field once it’s
been activated. Additionally, the mine deployment
mechanism, which is responsible for the ship’s
ability to deploy mines as well as it does, is added to
the spine of the ship. The mechanism retrieves the
proper mine automatically from storage, then
interfaces with, tests, programs & primes the
weapon, and deploys it to it’s proper position. The
deployment arm on this ship may deploy one mine
per turn into ship’s current hex or to any hex
immediately next to it. The mine can then become
active on the following turn. In campaign turns,
consider the entire minefield deployed after a single
pulse (again, add 1 pulse for each box damaged).

If a mine deployment barge is used to set up
a minefield, the 100-point base setup cost is ignored
(as the ship itself represents the cost). However the
barge must still remain to fine tune the system for an
amount of pulses totaling 1/10™ the amount of mines
in the field. If the ship is moved away or lost during
this time the minefield is subject to the potential loss
as if it were deployed by a cargo ship for the
remaining setup pulses unless it returns, or a new
barge shows up to complete the setup. In addition,
the owner must pay 10 economic points per pulse
(up to 100) during the time it was left unattended.

Adding the deployment mechanism requires
extra power that the ship just doesn’t have. As such,
the ship cannot fire its weapon on the same turn it
deploys a mine. As these ships are not intended for
battle, this was seen as a negligible compromise.

Example: A barge sets up a 100-mine field
during pulse 3 of a campaign. On pulse 4 it becomes
active. The Barge must remain with the field until
pulse 13 for the entire field to stabilize. On pulse 7
an enemy jumps into the system and destroys the
barge. Pulses 8 and 9 the owner rolls a d6 and gets
a 4 and a 2 respectively, so he does nothing. On
pulse 10 he rolls a 1, signifying mine loss. Rolling a
d20 he determines that 8 mines are lost. On pulse 11
he manages to jump a new deployment barge into
the system, so he does not roll. The ship then stays
until turn 13 and leaves on turn 14. The field is
stabilized with 92 mines and he suffers a 30-point
economic deficit on the following turn.

Auxiliary Fast Defense Seeder
Common Fast Freighter Variant

This ship’s main function is to deploy mines
as quickly as possible. Equipped with a larger
engine, and a more versatile (though more fragile)
deployment mechanism, the ship is often given the
task of quickly re-enforcing weak sections of
minefields that have already been deployed. It is
also responsible for most of the maintenance of the
minefield, and can retrieve mines as well, storing
them in an empty cargo slot for repair and re-
deployment. Unfortunately, the extra space needed
for parts and machining means there’s less room for
storage. Thus this ship can carry only a fraction of
the payload of the barge.

The ship also suffers the same power
shortage issue as the deployment barge, and is again
incapable of firing and deploying on the same turn.
It can however deploy up to 4 mines on a given turn,
(or all its mines in a single pulse) using its two dual
arming systems.

Seeders cannot be used to initially establish
fields, but may be employed to stabilize the field
instead of a deployment barge. There is no limit to
the amount of mines they can add on to an already
established field, and there is no cost for this
additional deployment beyond the cost of the
individual mines.

New Terrain:
Supernova
Remnant

A supernova remnant is an extra dense
nebula created by the left over materials from a
dispersed supernova, the stellar event that can occur
when a star collapses. These excessively active
masses differ from other nebulae in that they contain
a heavier amount of particulate matter. Supernova
remnants are rather rare in comparison to other
types of nebula. Rather than clumping, they can
often be scattered into long thin tails. As such it is
possible to have a map where the remnant does not
take up the entire play area. (If a different size is not
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specified in the scenario, the remnant should take up
the center 2/3rds of the map.) They cannot be
avoided by flying off the map edges.

Remnants are often more chaotic than
standard nebulae. They do not always occur every
time a supernova disperses, and in astronomical
terms they are relatively short lived. Regardless,
they will eventually settle down into standard
nebula, whose lifespan can be much longer as it
slowly dies off.

Due to the density of the particles and
gasses, units moving through these areas must move
at an incredibly regulated speed lest they suffer
severe damage. Any ship starting and/or ending its
turn in the nebula and traveling greater than speed 3
rolls a D6+5, adding 1 for each point above speed 3.
This damage is scored once on each side for every
nebula hex the player moves through! In addition,
fighters, shuttles and pods must be docked. They
cannot survive in the cloud, but can be launched on
the first turn begun completely out of the nebula.
Any fighter in the cloud will suffer the same damage
as above each turn, regardless of speed.

The clouds are also more active across the
EM spectrum, causing greater interference with
systems across the board. Sensors can barely
penetrate the thick cloud, and are often scattered by
the matter within. Thus ships moving through them
are virtually undetectable under normal situations,
and movement for them should be recorded secretly.

Detecting a ship within the cloud involves
firing a weapon into or through the hex they occupy,
or when a ship in the field fires a weapon
themselves. To attempt detection, enemy players
fire any weapon in a straight line to its maximum
range. If the shot passes through a space with a ship
in it, it is immediately “lit up” for three turns. Note
that this initial shot will always miss, unless it is a
proximity weapon, as they are designed for area
damage. Proximity weapons will light up any ship in
damage range, and are always allowed to roll to hit
and score damage as usual.

Once a ship is lit up, it is immediately
placed on the map with its proper facing and speed
revealed. For the next turn, it is fully open to attack
without restriction it may also fire as normal if it so

chooses. On the following turn it has already begun
to fade into the background. All fire to and from the
ship suffers a —3 to hit. On the third turn all weapons
are at —6. This degradation continues to increase
each turn. When there is a turn where the ship does
not fire itself, and is not hit by any incoming fire it
will fade into the background noise and once again
become “invisible”.

Ships within the nebula also suffer weapon
distortion, and can neither lock on to anything more
than 10 hexes away, nor fire out of the cloud unless
they themselves are already lit up. Weapons may not
fire through the remnant from one side to the other.
Players cannot detect what types of ships (if any) are
on the other side, and often experience false
readings (as specified in the scenario).

Random Terrain
Selection

Often times when a battle takes place, one
side or the other has more or less chosen the
location where it will happen. There are times
however when either a random encounter or other
unforeseen circumstances will force a captain to
fight in a completely unexpected (and often un-
prepared for) terrain. The following chart can be
used to simulate these occurrences.

To determine random terrain, roll 2d10,
where one die represents the 10’s column and the
other represents the 1’s column. The roll should be
made after fleet construction, but before placing the
ships on the board.

Note that some of these terrains require
further decision-making (population, density, size,
power, placement, etc. The players should work out
any further information in whatever manner they see
fit. If you choose not to include Supernova
remnants, substitute a standard nebula.

It is understood that most encounters take
place in normal space, however the chart below has
been weighted against this. It is slightly more un-
realistic, but what good is a random terrain roll if
98% of'the time it results in a normal space battle?
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RANDOM TERRAIN SELECTION

01-19 Normal Space

20-26 Planetoids/Moons (1d20 of sizes 1-3)
27-33 Asteroid Field

34-40 Meteor Swarm

41-47 Atmosphere

48-53 Mine Field (Neutral)

54-59 Dark Matter Cloud

60-65 Dust Cloud

66-71 Electromagnetic Storm

72-77 Gravity Well

78-79 Hyperspace (Whirlpool)

80-81 Hyperspace (Rapids)

82-83 Hyperspace (Waveform)

84-85 Hyperspace (Whirlpool & Rapids)

86-87 Hyperspace (Whirlpool & Waveform)
88-89 Hyperspace (Rapids & Waveform)

90-91 Hyperspace (Whirlpool, Rapids & Wvtim.)
92-98 Nebula (Entire map)

99-100 Supernova Remnant [nebula] (3/4 of map
down the center)

Travel in
comfort and

style
See Babylon S5

EARTHFORCE

FREEDOM'S GUARDIAN

DE LT AANA/ING

iffr.babylonfive,ru/deltawing/

FARTH'S | AGT REST
HADE ENB EREENNM

Psi Corps
is looking
for you

but you already
Know that

See your Psi Corps recruicter § |

CHESS PIECE VALUES

Point values are meant to
represent the relative strategic
importance of the piece when
compared to the rest. Use these

Queen —9pts
Rook —5pts
Bishop — 3pts
Knight — 3pts
Pawn —Ipt

CHESS-STYLE FLEET EXAMPLES

King — Dreadnaught
Queen — Warship
Rook -MCV
Bishop —LCV

Knight — Missile ship

King — Command Variant
Queen — Destroyer

Rook —Elint

Bishop — Escort

Knight — Assault Ship

King — First One (2000pts or less)

Queen — Hybrid (1500pts or less)

Rook — Major race cap ship (1200 or less)
Bishop — League Cruiser (900 or less)

Knight — Minor race frigate / patrol (500 or less)

values when building your fleets.
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Chapter 3:
Scenarios

KILL THE GUY WITH JA'DUR

With the discovery of an anti-agathic drug, the
infamous Warleader Jadur has set the races
scampering to possess her secret. Upon leaving
Babylon 5 on a course for asylum with on Earth, a
Vorlon Cruiser emerged out of the jumpgate, ripped
her ship to pieces and departed again. Unbeknownst
to them however, Jadur has escaped in a life pod. It
is now up to you to retrieve her and get her to your
homeworld, to either learn her secrets, bring her to
trial (with a foregone conclusion), or both.

Type:
Every man for himself (no teams allowed).

Basis:
Kill the Guy With the Ball. A popular athletic game.

Combat Points:
Any, however this game will be real short and
simple unless there are at least six ships in play.

Restrictions:
None

Setup:

Jadur is in a life pod in the center of the map. Each
race may have 1 ship 7 hexes away; all other ships
must start at least 15 hexes away. As they are
surprised, all ships start at speed 2. Roll a set of dice
to determine a random place for a jumpgate. Any
player who has the pod, and is within 10 hexes may
activate this jumpgate. It has no recharge delay,
however it will close after only one turn.

Special Rules:

Jadur’s life pod cannot be destroyed (the stakes are
too high, and no one will shoot at it). Any ship with
open and available hanger space (or fighter flights
where someone has a working grappling hook
enhancement) traveling slower than speed 5 are
eligible to grab Jadur at any time by passing through

SCENARIOS (GG@

the same hex she is currently in. For this game only,
LCV’s can purchase a grappling hook enhancement
for double the normal cost. Any ship making a
capture attempt must roll a d6, and add one for each
point of speed over 3. If the value is higher than 6,
they miss the capture. Otherwise they successfully
capture the pod.

To make matters worse however, Jadur’s pod is
damaged. At the beginning of each turn, it will
move in a random direction (roll a d6), between 0
and 3 hexes (roll a d6 and divide by 2, round down).
The life pod always loses initiative and moves first.

Ships may only open a jump point if they are
currently holding the pod. The jump engines on each
ship in this scenario always open one hex further
away than the ship’s current speed. Ships may not
increase speed while opening (or holding open) a
jump point. Any ship entering a jump point or jump
gate is eligible to be fired upon until the end of the
turn it enters. If during its exit, it suffers a critical,
the pod is dropped (in normal space), and the ship
will still exit the scenario. It may return to the
scenario after it’s usual engine recharge time if the
battle is still going on, but it may not use the
jumpgate to re-enter. If it drops the pod before
entering the gate, it may abort the departure, but the
wormbhole closes, and it must spend the required
recharge time before trying again.

Gameplay:

The races involved here are not out to destroy each
other, only safeguard their interests. Therefore you
may only fire on a race that currently has Jadur in
their possession. Anyone who possesses Jadur’s pod
may fire at will. If the unit carrying Jadur suffers
any kind of critical whatsoever, loses a facing or is
destroyed, they drop the pod at the end of the turn.
Unless they are the only ship of their race left, they
must wait 2 full turns until they make a capture
attems;t again. They can then try again on the start of
the 3" turn.
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Victory Conditions:

If a race has no ships with working hanger space or
grappling hooks, they lose, and must drop out of the
battle. Any ship carrying Jadur that successfully
exits into hyperspace or is at least 40 hexes or more
from any other ship for 2 turns is disengaged, and
thus the winner. If the pod enters the gate hex or an
open vortex under its own power, or it moves off the
border of the map, it is lost, and all remaining
players tie.

Notes:

If you have a smaller group playing, consider not
allowing individual ships to use their jump engines,
or limit the map to % its usual size. It is possible that
ships with their own jump engines may make the
scenario too easy. If that is the case, you may have
to disallow their use, or limit them in some other
way.

[Non-]Historical Outcome:

After some rather unwarranted savagery, many races
found themselves with their key ships severely out
of position. At that point, a Brakiri ship managed to
make off with Jadur through the jump gate. They
never arrived at their homeworld. A Babcom
message was awaiting the ambassadors of each of
the involved races. It read simply, “You REALLY
are not ready for immortality”.

KING OF THE Q40

Before disappearing out of the galaxy, Catherine
Sakai conducted a survey of the Shel’lek’tha
system, an out of the way place on the border of
Vorlon space. Before she left, she noted a
particularly anomalous reading on the outer edge of
the system, but didn’t have the time or resources to
investigate it. A few years later, the surveyor’s
guild, while reviewing the logs in her old ship, came
across her findings. What caught their eye most was
a quite uniform distribution of gravity, surrounding
a huge radiation surge. Clearly the anomaly was not
natural. A follow-up survey turned up something
utterly unbelievable. A huge asteroid of Quantium-
40, the likes of which is unheard of was seemingly

“held” in gravitic stasis in the exact center of a ring
of asteroids. While there was of course the questions
of who built it and why, the greater question was
“Can we take it for ourselves?” Word was sent back
and military protection was requested. Ships were
dispatched immediately to take control and mine as
much as possible. As with most of these things
though, corporate spies were all over the
intelligence, and when the fleet arrived, there were
already others trying to stake a claim. Of course
things quickly got out of hand.

Type:

Every man for himself, teams optional

Basis:
King of the Hill. Another popular athletic game.

Combat Points:
Unlimited

Restrictions:
Stealth ships, and ships with chameleon sensor
suites are not allowed in this scenario.

Setup:

Set up an asteroid (one hex wide) in the exact center
of the map. Set up 6 “moonlets” (size 3), spaced
evenly around the asteroid, their cores 6 hexes out,
making a zone of 5 hexes between. All fleets must
setup outside the circle, in any position, location and
facing they desire.

Special Rules:

Any ship outside the circle can only fire at ships
within the circle. Ships in the circle can fire at
anyone, inside or out. If a player has a ship directly
next to the Q40, his entire fleet may fire at anyone,
regardless of location.

The above rules do not apply to fighters. Fighters
can fire at anyone at any time. A ship may return-
fire at fighters if they are fired upon that turn (all
EW, CCEW, etc. rules still apply) and may always
fire defensively. A ship may also fire at any fighter
that ends the movement phase within 3 hexes of its
position.
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Victory Conditions:

You earn points for the Q40 you collect. Each time
an LCV or larger ship moves through a hex inside
the circle, they earn a single point of Q40. (There
are fragments there they can collect). For each hex
of movement directly next to the Q40, they earn 3
points, plus an additional 10 for each full turn they
stay next to it without moving away (if they are a
hex away at any point during their move, they don’t
get the bonus). If a ship is a cargo ship of any kind,
the player earns an additional 2 points on top of any
of these amounts.

Example: A destroyer moving at speed 6 is two
hexes out of the circle and heads directly into the
center, they would earn 4 points by the end of the
turn, and are eligible to fire at other ships
offensively. On the next turn, they decelerate to
speed three. They travel one more hex until they are
next to the Q40. They round the asteroid with a
regular turn and an over-thrust, staying next to it
for two hexes. In the end though, they are going too
fast to stay in orbit, at the end of their movement
they are two hexes away. During this second turn
they earned 6 points plus one more point, but do not
get the 10-point bonus. However, they are eligible
for the entire fleet to fire this round.

Notes:
For a tougher game, try using the “unknown ships”
optional rules.

[Non-]Historical outcome:

No race ever gained a severe hold over the asteroid.
Eventually all races withdrew to a significant
distance to lick their wounds and regroup while
waiting for reinforcements to show up. When
further ships arrived, they found the entire construct
had vanished. Eventually everyone gave up and
went home. To make the matter even more
embarrassing, since most of the ships involved were
lost in battle, very little Q40 made it out of the
system, making the entire incident meaningless. If
any race has since located the construct, they are not
admitting to it.

SCENARIOS (GG@

THE COMING OF THE TERMINATOR:

During early days of the Shadow War, many races
were feeling overly confident with themselves,
mostly due to their recent successes in border
skirmishes with their neighbors. When the shadows
finally started to openly move, they did try to make
a stand against them. They had no idea however just
how powerful their opponents were. The bottom line
was, when the shadows wanted something, there
was no stopping them.

Type:
1 player vs. either another player, or a group of
players.

Basis:

The Police station scene in the first Terminator film,
and a common adaptation used in paintball matches,
where one player is invincible, no matter how many
times he is hit.

Combat Points:
Shadow points are based on ship chosen; the other
side is 500 to 1000 points less.

Restrictions:

The other side cannot be a first one, and it is
recommended that they be a league, pirate, or lesser
race.

Setup:

The lesser race(s) set up with all of their ships
spread out along the top and bottom of the map, no
further than 3 hexes from the edges, making a center
passage. For each 4 ships on the side, there can be
one in the middle if desired. One the right side,
place a civilian small base in the exact center 3
hexes from the edge. The shadows can choose
between one dreadnaught, one battle cruiser, two
cruisers, or four patrol cruisers. On turn one they
phase in within three hexes of the left side of the
map, also in the exact center.

Gameplay:

The shadows should proceed down the map. To
make a point, they can only travel at speed 4
maximum. When they get within five hexes of the
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base, they are allowed to fire on it. They must
always make at least two full hexes forward
progress each turn until within range. If a shadow
ship fails to do so, it must leave on the next turn.
The other side must obviously protect the base at
any cost.

Victory Conditions:

The shadows win a minor victory if they destroy the
base and depart. They win a major victory if there
are no opponents left on the map. The opposition
wins a major victory if the base survives, and a
devastating victory if they survive with more than
half their fleet intact.

Notes:

The more ships on the opposition side the better.
Consider using many of the same ship as well, this
makes for easier data tracking, and lessens
preparation of each round’s orders. Feel free to try
substituting any other first one equivalent for the
shadow ships. Also, if the game too heavily favors
the lesser race(s), simply make the shadows “super-
ancients”.

[Non-]Historical outcome:

The shadows utterly decimated the fleets of the
younger races, and took out the outpost at their
leisure. This helped to enhance their mystique, and
create the fear they wanted. By the time the war was
in full swing, the younger races had all but given up
hope, and none thought any kind of offensive was
possible. This made Captain Sheridan’s task all that
more difficult.

PATHFINDER

During the Centauri expansionist campaign
of 2259 and 2260, many races bordering them felt
the need to set up any defense they could to protect
their borders. In some instances, massive minefields
were set up in strategic systems. In one particular
system, where the Centauri and Drazi both held a
presence, each side set up minefields practically on
top of each other, and ultimately they became
intertwined. This made for quite an effective two-

way barrier. Eventually each side sought to drive the
other out, planning to plot a course through the
mines, and take out the enemy, while still using the
field as a safe defense.

Type:
One player vs. another. Multiple players allowed.

Basis:

An old board game of the same name (I think)
where players would try to find their way through an
opponent’s maze.

Combat Points:
Any, but it should be rather high.

Restrictions:

Mines must be placed within the borders of the
field. To prevent proximity and interference issues,
you may not have more than three populated hexes
touching each other in any given direction. So you
could have a circle of 7 mines, but there must be at
least a 1 hex space around it at all times. 10% of a
side’s mines can be captor, and another 10% DEW
at any given time. (These are not interchangeable,
so you can’t have, for example 8% DEW in order to
have 12% captor). Players cannot fire across the
barriers from minefield to open space.

Setup:

Divide up 100 mines between the players. Each
player is then allowed to choose what type of mines
they use, and where to place them. (You should use
the printable 2-page PDF hex map to secretly keep
track of your mines). The mines must be 7 or more
hexes from either short edge of the map. Once the
mines are laid out, the players may place their ships
anywhere on their side of the minefield, at any
heading, speed, etc.

Special Rules:

Minelayer ships are allowed in this scenario. Races
employing the standard minelayers that use shields

may add a 1pt generator to each ship side, but must
remove one weapon to do so, or add 20 points to its
CPV. Obviously ships will never set off their own
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mines (unless deliberately) and can pass through
hexes occupied with their own mines without issue.

Gameplay:

Players use minesweepers, or any other ships to
identify and find their way through the minefield.
Players who have a minelayer ship may also seed
the map anywhere within the minefield borders.
Minelayers wishing to re-fill their holds may do so
by traveling to the edge of the map on their side. If
they end the turn in the last row (or beyond) they are
considered fully loaded the next turn.

Victory Conditions:

The first player to “take full control” of the
opponent’s side of the minefield wins. (There must
be no enemy units within that 6 hex zone).

Notes:

The trick will be to balance deployment with
minesweeping. Players will probably want to keep a
larger offense, yet still maintain something of a
defense, just in case. For a tougher match, consider
adding an OSAT or two to defend each player’s
side. Assume there is a small asteroid there and the
OSAT is in orbit around it. Small bases could also
be used if both players agree, but it is not
recommended, as even a slightly large base will
make victory next to impossible. It will ultimately
happen where each player has a mine in the same
hex. If this is the case, when one is set off, the other
player must announce his mine, and remove it from
play. There is no additional damage from its
destruction.

[Non-]Historical Outcome:

Neither side was able to fully penetrate the defenses
of the other enough to gain the finely detailed scans
and significant foothold that would have assured a
successful invasion. Eventually, both sides found
other fronts to exploit. The minefield remained in
place even after the war, and serves not only as a
buffer zone, but acts now in more of a policing role,
and is quite an effective deterrent to smugglers who
would try to use the system to conduct business. As
of late it has fallen into neglect on both sides. Mines
have become inoperative in some areas, and un-
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stable in others. This is actually perfectly okay with
both governments, as it makes traversing the area
that much more dangerous and less necessary to
patrol. However it is also fine with the few
smugglers who have actually managed to find safe
routes through.

SEARCHING FOR CAPTAIN

SHERIDAN

Vice-President Clark figured that if his coup were to
be successful, he would have to attack the current
establishment with a three-pronged approach. The
first, of course, was to take out the current
incumbent and anyone else in power that was be
strong enough to oppose him. This would be
accomplished either by direct attack, isolation and
defamation and/or intimidation. He often preferred
the latter though, knowing well enough that
controlling people through fear was preferable to
making potential martyrs (Santiago was a special
case, as Clark knew he could never be pushed).

The second prong involved the acquirement and use
of advanced technology to ensure control and
continued fear. This he did by seeking out advanced
alien devices anywhere he could. He often made the
use of spies and informants high up on the IPX
corporate ladder, who let him know of any
particularly interesting discoveries, and even
smuggling items out for him at times. Many of his
greatest advantages came from exploiting Shadow
tech, and secretly adapting it to his own fleets.
These earth ships, were most willing to follow all
his orders without question, because of loyalty to the
administration, promises of power, and because he
subtly manipulated the command structures,
replacing key personnel with people he knew would
by loyal to his command.

The third prong was to keep control through
manipulation of the truth, further defacing those
who spoke out and using fear of alien entities to
keep others in line. Clark’s forces often had orders
to decimate all opposition, but capture its leaders,
because he knew that getting them to publicly
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confess that they were wrong was ten times more
effective than killing them off and creating martyrs.

This method was so effective in establishing his
power base on Earth that he saw no reason to
change tactics when dealing with the interstellar
community. For example, his fleets had strict orders
to do all they could to take out Babylon 5 one way
or the other, but bring back Captain Sheridan alive.
This led to some strange battles later on in the war,
since Captain Sheridan’s goal was to minimize
casualties, while taking out enemy fleets and
capturing it’s leaders so they could be later tried for
war crimes. This meant that both sides would seek
to end a battle as quickly as possible not by
destroying the other’s fleet, but rather by capturing
the opposing side’s “king”.

Type:

2 players (If using a full 32 ship fleet for both sides,
seriously consider multiple players divided up into
two teams)

Basis:
Chess. The name comes from the 1993 film
“Searching for Bobby Fisher”.

Combat Points:
Unlimited, but as equal as possible.

Restrictions:

Players should agree to an equal amount of ships for
both sides. Ships playing the same role (the two
ships on a side playing bishops for example) must
be identical to each other.

Setup:

Each side chooses a command ship, unique capital
ship, or the like to play the king, and a capitol
warship to play the queen. Bishops will be made up
of MCV’s, knights will be LCV’s (preferably agile),
and the rooks are missile or mine ships. That leaves
the pawns as fighters. Pawns may not be Super-
heavy fighters. If a race has only super-light
fighters, the opposing side may use maximum of 3
flights of heavy fighters in their fleet (they may use

5 if they have no other size fighters). The rest may
be of any smaller size.

Ships must line up like the pieces would on a
chessboard, within 5 hexes of their short side of the
map. There may be any number of spaces from one
piece to its neighbor, but they must be in the correct
order.

Special Rules:

Ships move as normal, however no ship may ever
enter the exact hex that is occupied by another, at
any time. This includes fighters. Also, equip all
ships with the maximum amount of breaching pods
allowed by the rules.

Gameplay:
Play the game as usual, noting the above special
rules.

Victory Conditions:

The first team to land a boarding party on the other
team’s king ship wins. If all large supporting pieces
are destroyed, or all of a team’s breaching pods are
gone, than landing two fighters in the king’s hanger
will also bring a victory. If a player only has his
king and a pawn, only one fighter is required. If
either king is destroyed, or no victory is possible,
than the game is officially a draw (players may of
course still play to a standard battle conclusion if
desired).

Notes:

Consider replacing the recommended ships with
matching alternates. Replace the knights with
freighters, etc. Use the point guide of each piece as
the guide for ships strength. For a shorter game, lose
the knights on each side, then the rooks, etc. Cut
down on the amount of fighters to equal the total
amount of larger ships.

[Non-]Historical Outcome:

Clark’s forces were never able to capture Sheridan’s
command white star, or any other commander
leading a fleet. Though Sheridan’s forces often
captured the Earthforce commanders, there were just
as many stalemates, where the battle ended in too
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much damage on either side to be of any good.
Though Sheridan clearly lost some of those
matches, he “made damn sure nobody ever heard
about it”.

CAPTURE THE TECH

After the Shadow War many races were anxious to
gain an upper hand. Of course Z’ha’dum itself was
out of the question, but there were many
battlegrounds that held a myriad of derelicts, which
could potentially hold any number of secrets.
Corianna-6 was a popular location for scavenger
fleets looking for any edge to bring back to their
people. Many of these were raider groups
desperately searching for an edge of security or
significant advantage. Other fleets were younger or
immature races that were just looking for a way to
establish themselves, or maybe even survive. While
the Rangers did their best to patrol these areas and
keep the peace during cleanup, their resources were
limited and often small skirmishes broke out over
one piece of salvage or another. Sometimes it was
because one race claimed a piece of another race’s
ship, but almost always happened when potential
first one tech was found. Some particularly eager
rivals would actively seek to prevent others from
taking any tech while trying to hoard as much as
possible of their own.

Type:

Every man for himself. Any number of players
(though more than 4 may want to use a double-sized
map area.

Basis:

Capture the flag. A classic team game. Variations
have shown up in everything from military drills, to
FPS video games.

Combat Points:
1000 or higher.

Restrictions:
First ones are not recommended. White Star and
ISA fleets are not allowed.

SCENARIOS (GG@

Place a White Star counter in the center of the map.
Each player then selects a hex for a base of
operations and places their “Flag Stand” and “Flag”
there. Place another White Star in a random location
(roll dice) for each team side playing (4 sides =4
additional ships).

Special Rules:

Neutral zones are to be set up within 3 hexes of each
White Star. Anyone inside these areas may not fire,
and may not be fired upon. Players may not fire
through these zones either. This represents the patrol
areas of those ships, and any fighting within those
areas would awake the attention of the Rangers, who
would immediately end the conflict and confiscate
or destroy all alien tech. No ship carrying a flag
(tech) may enter a neutral zone (if they do, they drop
the flag in the hex immediately before entering).
Also, players may not come within 5 hexes of their
own flag base unless carrying an enemy flag (or an
enemy flag has been dropped in the area).

Gameplay:

Any ship or fighter passing over an enemies flag
captures it and may carry it. At any time it may
voluntarily drop it as well. If a fighter is hit, it will
drop the flag. The same flight may not pick it up on
the next turn. Any large ship carrying the flag will
drop it if it suffers a critical, or loses a facing, or is
destroyed. If a flag is “loose”, and the owner passes
over it, it is immediately placed back on its stand. If
a player manages to get an enemy flag to his or her
own flag base they permanently capture it and score
10 points.

Victory Conditions:

When all but one of the flags has been captured, the
game ends. Players score 1 point for every fighter
they still have in play, and 3 points for every larger
ship. Each flag in a player’s possession (including
their own) is worth 10 points. The player with the
most points wins.

Notes:
As an alternate (and longer) method of play,
captured enemy flags are returned to the owner’s
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base when points are scored. If using this method,
the game ends either when a player reaches a pre-
determined amount of capture points (40 is
recommended for 2 players).

For a truly extended game, continue until there is
only one player left with ships (or none capable of
fighting/maneuvering effectively.

Alternately, one might try allowing any already
captured flags to be captured from its new home by
another race (though no race should be able to
recapture their own). If you play this modification,
then any player that successfully captures a flag gets
5 points, but players also get an additional 5 points
for each flag at their base at the end of the game.

[Non-]Historical Outcome:

Concerning Corianna-6, a multitude of tech was
gleaned from many sources. More often than not
though, this happened when the legitimate cleanup
and disposal crews managed to “disappear” some of
the systems marked for destruction. Scavenging
fights like the one depicted happened more often
between raider factions and privateer scavengers
that often fed on past battle scenes. In general
though most races were generally respectful of the
losses all sides took, and mostly stuck to retrieving
their own hulls.

One major exception of this however was an
incident when a Drazi captain, eager to do anything
to advance his status, managed to make off with
most of the aft section of a broken Minbari cruiser
that had drifted far off the main field of battle.
Though his actions were officially frowned upon,
this Drazi probably would have been quietly
promoted up the ranks for bringing back such an
advancement for his military. Unfortunately for him,
history chose it’s own course, as the section he
returned with (the artificial gravity system) was
offered freely to all races by the newly formed
Interstellar Alliance less than 12 months later.

Finally, it is also interesting to note that although
they never participated in active salvage or cleanup

operations, Corianna-6 itself seemed to have a
stronger than usual technological growth spurt for
the 25 years or so following the battle. In time they
were actually able to field a few of their own ship
designs.

YOU SANK MY KOSKOVA!

Of the many battles and border skirmishes during
the Shadow War, perhaps one of the strangest was
between the Kor-Lyan and the Descari over a region
of space near Nacambad, a neutral territory that
borders both their realms. Each lacking the major
resources needed to simply crush the other, it was
here that they fought what could most accurately be
termed as an “active cold war”. The region is
populated by a supernova remnant, which almost
completely restricts sensors from penetrating, and
acts as a perfectly natural border zone between the
two sections of space in dispute. Previous
altercations within this dense nebula proved tragic
for both sides however, and battle within was
quickly deemed out of the question. Simply sending
a fleet through would not work either, as by now
each had fortified their end, and would simply
pummel any fleet emerging from the cloud before it
had a chance to reset its systems and prepare for
battle.

With any local jumpgates too far away to be
effective, the only solution available to either side
was to try to get a scout ship through that could then
make detailed enough scans to find a weakness in
the enemy’s formation, and deploy a hyperspace
beacon so as to effectively let a fleet jump around
the cloud. The common defense against such
incursions of course, was to deluge the cloud with
proximity charges.

Type:
2 player, minimal fighters.

Basis:
Battleship. A popular board game.
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Combat Points:
At least 3000 per side

Restrictions:
Bases, satellites, and other fixed platforms are not
allowed.

Setup:

Set up a 30-hex wide supernova remnant across the
center of the map from top to bottom. Each player
takes a mini-map and secretly notes the location of
his ships on it. Ships may be set up anywhere on
their own side of the nebula

Special Rules:

Due to sensor distortion, players may add up to 25%
of their ship numbers (round up) in “false sensor
blips” to their map side. These are permanently
removed when any enemy ship exits the remnant on
their side.

Gameplay:

Players take turns as usual, doing all they can to
hunt for and take out the enemy. For most turns, this
will involve patrolling their own side of the map,
secretly moving elint (and other) ships through the
nebula in an attempt to reach the other side, and
launching weapons randomly into the nebula.

Victory Conditions:

Players may of course send across any type of ship
that they desire. However if an elint vessel makes it
through, it may proceed to the last row of hexes on
the map. Once there, it may on the next turn deploy
a hyperspace beacon allowing the rest of the fleet to
jump in, thus winning the game with a major
victory). A minor victory can also be achieved by
eliminating all enemy ships on the map (though
enemy defenses will be reinforced by the time the
majority of the fleet arrives, so players may want to
play an additional standard pickup match to
determine who wins overall.

Notes:

This scenario will require either a referee or a lot of
honesty from the players, as most movement is in
secret, and many attacks are blind. However,
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honesty will make for a very interesting game,
whereas if no ships are ever found, it will be quite
boring. Eventually players will want to be found.
This scenario obviously favors races with proximity
weapons (energy mines, torpedoes, missiles, etc).
Players should seriously consider devoting at least
40% of their fleet to proximity weapon based ships,
and at least 25% to elint vessels. If their race has a
proximity weapon that is unlimited, consider
employing it heavily.

Don’t be deterred by the amount of special rules for
a supernova remnant. They are ultimately much
more simple than they sound. This game will be
learned quickly and should be full of interesting
moments.

[Non-]Historical Outcome:

After repeated incursions / hunt and kill expeditions
on both sides, the Descari finally managed to
infiltrate undetected long enough to drop a beacon
behind Kor-Lyan lines. However before a full scale
attack was organized, the Shadows began to move
openly, and all ships were recalled to defend the
home systems. The Kor-Lyan fleet controlled the
nebula for some time, eventually establishing a
strong defense base, and several local mining
operations on both sides.

It is interesting to note that after only 10 years, the
location proved too remote to be overly profitable to
the Kor-Lyans. While rich in resources, it was
simply too far from their territory, and any
jumpgates, to provide anything but extremely slim
profit margins. Ultimately they leased the use of the
Descari jumpgate, whose systems were much closer,
and even began to employ them at the mines,
leasing a few out as well. Together they were much
more successful at optimizing profits, harvesting
resources not only from the surrounding planetary
bodies, but even the nebula itself. They ultimately
ended up splitting much of the goods between each
other and selling the rest to all the races who
frequented other regions near Nacambad (the area
known as Beta 9, under control of the Yolu).
Further, joint scientific study of the nebula and it’s
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reaction to weapons and sensors during the battles
led to a good deal of advancement for weapons and
systems in both their militaries. In the long run, the
events led to a greater understanding and integration
between the two races, and they eventually formed
an alliance of mutual respect and friendship that
would endure forever.

MU-TAG

The Yolu are generally considered to be responsible
for the widespread proliferation of the blood sport
known as the Mutai. Steeped in what is all but
religious ritual, the Mutai is basically a fight
between two unarmed opponents. It is not a fight to
the death (the thought of which would go against
Yolu cultural beliefs); however death and life-
changing injuries can and do often occur. Their
belief is such that putting oneself deliberately into a
needless fight for life is unthinkable, however it is
only through pushing ones limits with the potential
of breaking oneself that life, honor and personal
fulfillment can be truly attained.

The origins of the Mutai on the Yolu world predate
even the oldest records. The Sho-rin (Mutai grand
master, teacher, and referee) are revered like royalty
on their world, and have final say on anything and
everything to do with the sport. They typically hold
a high standard, and only the best and most
honorable fighters are allowed to compete at all. The
only way around them for a newcomer is to accept
the open challenge of the current champion (which
is typically a very stupid thing to do). Once invited
into the league, even the worst of competitors, who
perhaps had failed to win the only league match they
ever participated in, are treated with great respect,
should they fight with honor in the ring.

When they eventually expanded onto the stars, the
Yolu brought the sport with them, and used the traits
that come with it as a means to befriend and bring
together many races to some small respect. Outside
the arena, there could be strife, but for those that
fought there was understanding.

The Yolu are, of course, not the only race to hold
blood sport competitions, and some of the most
popular were born among the stars. One in particular
began with the training exercises used by the
Rogolons for their space navy. When they began to
retrain themselves to conduct space battles in a more
realistic and conventional manner (initially they
considered boarding and hand to hand combat the
only honorable path), one of the major steps they
took to achieve their new way of thinking was to set
up battle simulations steeped in honor, fairness and
tradition. Entire battle groups would participate in a
training competition lasting almost 10 of their years
(or 17 Earth years) entitled “Taag-Narathul”, which
translates roughly as “the fulfillment of equal
footing”. These events were designed to allow each
ship a fighting chance, even if against a superior
vessel. The idea was to prevent the most powerful
ships from attacking at will, thus allowing the lesser
ships a greater tactical position, and letting them last
longer. In reality, all things were not equal, as
tacticians quickly realized that strategic selection of
targets could mean the difference between winning
and losing. But that of course was the exact point
the games were supposed to bring out amongst the
military. By the time anyone realized the true
advantages, the games had already been conducted
and accepted as honorable, thus virtually “tricking”
for lack of a better term, the participants and
viewers into considering conventional space fighting
as worthy of honor.

The war games themselves took the form of a ladder
system. Entire battle groups will converge for
fighting simulations where fleets could prove they
were the best of the best. Originally, these matches
were fought with live ships and weapons, allowing
only the elite to survive, and the weak to be weeded
out. Eventually though, simulated weapons and
damage replaced the live firefights, allowing for less
overhead, and greater survivability of much needed
troops.

The event still carries immense danger though, as
every participant pushes both themselves and their
resources to the edge. Add to this the varied
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locations and terrain in which the competitions take
place, and there is every chance for death. Events
like these have even taken place in hyperspace,
where malfunctions and critical errors have sent
entire capitol ships into the void, never to return.

Like the Mutai the rules are strict and fighting is
honorable. The fleets that emerge victorious operate
as the elite forces for the next 10-year cycle, and
everyone benefits from the combat experience.
Eventually these competitions, along with other
“manipulative” tactics, allowed the Rogolon space
fleet to become the great space fighting force they
needed to be.

While the Rogolons would never have invited other
races to participate in these events, word of these
battles has spread across the galaxy. Because the
event is carried to such an extreme and is so
potentially dangerous, most governments, who
remain content with running normal battle
simulations, have banned it. However that doesn’t
stop the occasional “on-the-down-low” gathering.

Type:
Every man for himself, same race battles are
allowed. Fighter only matches are allowed.

Basis:
Tag.

Combat Points:
Unlimited, though a more modest amount is
recommended.

Restrictions:

Breaching pods, OSATS & bases are not allowed. If
in a campaign, races currently at war with each
other (in-game or historically) cannot compete
against one another. Ramming is not allowed. There
is no fighter drop out.

Setup:

Ships can be placed on the map as the players
desire, though you cannot be within 15 hexes of any
other fleet (20 if they are within your forward 120
degree firing arc). Any ship placed must be within 3
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hexes of another in your fleet. The location of the
match is pre-determined by the “event
coordinators”, and is out of the control of the
players. Use the random terrain selection chart at the
front of the to determine battle location after fleets
have been created.

Special Rules:

No ship or flight can fire unless it was fired upon
(tagged) the previous turn. Choice of target(s) is
unrestricted. On the first turn (or if no firing took
place on a previous turn) each ship rolls a d6. On a
6, they get to fire that turn (this is not considered a
secret roll, and they must reveal this fact
immediately to all players). This roll is made
immediately prior to the ballistic firing phase (well
after EW is allocated).

To prevent cheating, no ship is able to disable the
simulated damage until it has left the battlefield, at
which the simulation restarts all systems
automatically. Any ship that travels beyond the edge
of the map is considered disengaged and cannot
return to play. Ships that are disengaged
immediately regain full control of all systems. If in
hyperspace however, any ship drifting
uncontrollably off the edge must roll a d6. On a 3 or
less, it is lost.

Gameplay:

The battle proceeds as usual, with the above rules in
place. If a ship is “destroyed” in the simulated
battle, it will drift at its current speed and heading,
subject to all terrain influences, until it drifts off the
map edge (where it will regain all systems and wait
out the rest of the match). Because captains are
often overzealous, any ship entering the same hex as
another must roll a D10. On a 1 - 5 there is an
accidental collision. The ships involved must then
roll a ramming situation.
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Victory Conditions:

The battle ends when there is only one team left. If
multiple teams have ships on the board but no one
has any usable weapons left, then the game is a
draw. Use the following chart to determine victory
status:

Major Victory — Winner has no actual physical
damage to any of his ships, and did not disengage
any ships due to simulated damage.

Minor Victory — Winner has actual physical damage
to any of his ships, and/or has disengaged at least
one ship due to simulated damage.

Pyrrhic Victory — Winner has actually lost a ship, or
has disengaged more than 75% of his fleet due to
simulated damage.

Minor Defeat — Player ties simulation, but has actual
damage to any of his ships, or player loses
simulation but has no physical damage to any of his
ships.

Standard Defeat — Player ties simulation, but has
actually lost a ship, or player loses simulation and
has actual damage to any of his ships.

Major Defeat — Player loses simulation with a ship
actually lost or destroyed.

Stupid Defeat — Player loses simulation with no
surviving ships.

If a player scores a Major or Supreme victory, the
winning ship or fleet gains veteran status. (This is
only available in matches between races.)

Rogolons only:

A winning player who is the only one with any
surviving ships scores a supreme victory.

A losing player who has no surviving ships will be
executed by the Rogolon high command for
incompetence.

Raiders only:

A winning player who is the only one with any
surviving ships will be suspected of cheating by
everyone else, and will probably never make it out
alive, let alone see any of the prize money.

|
ﬂm"{m:;

Notes:

With the exception of the Rogolons and Raiders,
this event is a simulation only. At the end of the
match, all ships not destroyed by accident (crashing
into terrain, drifting off into hyperspace, being
sucked into a gravity well, etc. will still be available
to return to battle in a campaign. Also, in a
campaign, players may not conduct simulations
against only themselves in order to achieve veteran
status.

[Non-]Historical Outcome:

Ultimately, even the Rogolons decided to do away
with using actual weapons. The Raiders though are
accustomed to risking themselves if the stakes are
high enough, and still continue the practice.

DILGAR DEFENDER

The Dilgar war machine swept through space like
wildfire. The only thing most races feared more than
being destroyed by the Dilgar was being captured by
the Dilgar. Historians would later look back at the
experimenting performed by Dilgar scientists and
wonder why the almost obsessive behavior, as if
they believed their work were more important than
the conquest itself. Some would hypothesize that
they were looking for common links to biologically
wipe out the rest of the galaxy without harming
themselves. Others would argue that it had nothing
to do with conquest and that they were looking into
ways to somehow continue their race even after
their sun expired. Others felt it was their way of
trying to bend the universe to their will, and still
others thought it was just their way of leaving an
unforgettable mark on the universe. Regardless of
the reason, one thing was for sure. The Dilgar
needed subjects.

It was often the case in their campaign that they
would come across a planet that proved too costly or
time consuming to utterly invade and occupy. This
happened with the Abbai in particular, where their
homeworld defenses proved too strong to overcome,
yet neither could the invasion fleet could be
repelled.
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It happened on one of the larger Abbai colony
worlds that the Dilgar “set up camp” just outside of
the planet’s fixed defenses. An analysis of the
situation led the Dilgar to realize that the planet’s
overall strength was simply too much to overcome.
Yet the planet being less heavily populated than it
could be also meant that the planetary force was
sometimes slow to respond. This led to small
temporary gaps in the system. They proceeded to
send in virtual swarms of assault ships to tie up the
defenses, thus allowing the occasional ship to land
on the planet’s surface and capture some “lab rats”
for experiments. This nightmare of kidnappings
lasted for over eight months, with thousands
missing, presumed dead, at the hands of the Dilgar
scientists.

Type:
Offense vs. defense. Teams allowed.

Basis:

The classic arcade game “Defender” (with the
variation in the notes section leaning more towards
Space invaders).

Combat Points:

10,000 per side should be minimum. The Attacking
player receives an additional 30% bonus to purchase
his fleet with.

Restrictions:

No minefields, no terrain other than what is stated.
Ramming is allowed. Only races with atmospheric
ships may play the attacker. The defender may
allocate up to 20% of his fleet to OSATS and bases.

Setup:

The bottom long edge of the map is the atmosphere
of the planet. The top edge is the outer edge of the
blockade zone. The Attacker starts with all his fleet
off the top edge of the map. He must write down the
hex each ship will enter from in advance. This
cannot be changed, and no ship or flight may enter
from the same hex as another. Once this is done, the
defending player proceeds to set up his fleet
anywhere on the main map, at any facing and speed.
He is allowed to keep up to 30% of his fleet in
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reserve (consider these as starting on the far side of
the planet). They will enter from either side of the
map, however he too must determine in advance
what hex each ship or fleet these reserves will enter
from, and is not allowed to have more than one ship
enter from any given hex. In both cases though,
facing can be determined at the time the ship enters.
As per Orbital Insertion rules, a secondary half-map
must also be put aside for atmospheric combat. The
bottom long edge is the planet’s surface, and the top
leads to the bottom of the main map. All
atmospheric rules apply here.

Special Rules:

Reserve ships can enter the main map only, and
must be traveling at speed 10 or less. Any ship
entering the atmosphere map at greater than speed 5,
will suffer 1d10 per hex flash damage for each point
of speed above 5 until they slow down (for each
hex, roll once, multiply by the speed difference to
get damage total, then roll to hit). If they are above
speed 15, they will not be able to land, and will
crash into the planet (the upside is that if this
happens to the attacker, the defender must mark one
planetary defense cannon destroyed).

The defender may not enter the atmosphere map
unless there is an attacker ship already present. Once
there is no longer an attacker in the atmosphere (for
any reason), they must immediately head back to the
main map at their current or greater speed, and as
directly as possible. Only ships carrying prisoners
are allowed to leave the map.

Gameplay:

The attacker may put into play any ships on any turn
he chooses, but must have at least one ship/flight
enter each and every turn (unless he has none left).
Fighter flights must enter with the ship they were
supported by (but can be launched, and do not have
to be near it). The attacker must defend his planet as
best as possible. If an attacker lands an assault ship
on the planet’s surface, he may collect prisoners to
take back (5 for each contingent of troops on the
ship However due to ground fighting The attackers
lose one contingent for every two turns they remain
on the ground, so this number is reduced by 1 to a
minimum of 1 each turn until he takes off again.
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The attacker must then fly the captured prisoners up
off the top edge of the map. Any ship successful
doing so may re-enter the map two turns later and
make another run.

Victory Conditions:

The defending player earns 1 point for every turn in
the game that he defends his planet, and one
additional point each turn if there are no invaders on
the surface and he has at least one planetary defense
cannon. He earns 10 points for each prisoner
rescued off an enemy assault ship (through
breaching pod operations), provided the ship they
return to or are transferred to must survive the
battle. The attacking player earns one point for each
ship he lands, and 2 points for each prisoner
returned to the fleet off the top edge of the main
map.

The attacking fleet has a quota, but is also on a time
limit. To this end, if either side reaches 50, the game
ends and they are the winner. If they win by more
than 25 points, it is a major victory.

If, before this happens, one side is utterly defeated,
they suffer a devastating defeat. For the defenders,
this would mean their world is now un-defended in
the sky and open to invasion. For the attacker, this
means they will not have enough ships to hold the
system, and will eventually be driven out.

Notes:

If the capturing of prisoners aspect of this scenario
is removed, players can play a planetary invasion
scenario instead. In a campaign, this could be used
to bridge the gap between BS Wars & Gropos,
allowing what happens in this scenario to effect the
invasion on the ground. The Defense should
consider maximizing firepower vs. cost through the
deployment of OSATS. The attackers must be sure
to purchase enough assault ships and troops. This is
a big scenario and will take a long time to play.

[Non-]Historical Outcome:

The Dilgar continuously raided the planet, and took
subjects for testing and experimentation. However
they never succeeded in taking control of the planet

as a whole. Whether this was due to a lack of
commitment or desire, or to a strong defense is
anybody’s guess. Given the fact that it was such a
high stakes war, with battles on many fronts, it was
probably a combination of both. When the war was
ended and the Dilgar defeated, cries went up for any
information on the missing people. There were no
responses from the Dilgar, and no bodies were ever
recovered. It is presumed that any that somehow
survived were continuously experimented on in
hidden locations on the Dilgar homeworld to the
end, though it is hoped by many that none ever
“lived” long enough to see the Dilgar sun go Nova.

MOVEMENTS OF GREEN AND
PURPLE

The Drazi reformation of their political structure
took generations to devise and implement. With
massive dispersion into the rest of the galaxy, it
quickly became clear that the rules of election must
be changed, and that the “decision making process”
be limited to Drazi territory. The ultimate structure
that evolved was as unique as the traditional
method. It kept the traditions of old, while ushering
in a new power structure, ensuring a stronger Drazi
leadership overall.

First there are still the two sides, representative of
the green, and purple factions. These are determined
in the traditional manner. On each of these sides,
there is a leader. Their role, in reality is less of a true
decision-maker, and more of a coordinator and
figurehead. It is he, who upon his side claiming
victory is the one to coordinate the choosing of the 5
leaders (of which he himself may or may not be a
part of). Any Drazi is eligible for leadership during
any given “election”, so long as they have attained
status of captain or above (not necessarily in the
military). Anyone wishing to announce their
candidacy then offers their ship for service in the
constituent battle with the other side. The belief is
that only those who believe that strongly in their
cause, and who have the ability to effectively lead
will commit to such a venture. Thus those in it for
personal gain are typically weeded out by their own
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selfish nature, and those not fit to lead will fail
strategically. Those who do commit to the battle feel
strong enough in their purpose that they would
rather die than lose the rule. Ultimately though,
what emerges is a fleet of ships with a great
diversity of potential. It is not uncommon to see a
supply ship actively fighting in the shadow of a
dreadnaught.

To level the playing field, each ship has the ability
to identify details of an enemy disabled from their
scanning system. Even the most powerful of
dreadnaughts knows only the position of all ships,
and whether or not they are friendly. Only through
visual identification can they ultimately discern the
ship type, and by the time that’s been done, it’s too
late to avoid the battle. Captains severely
outmatched either forfeit their candidacy by leaving
the battle, or fight to the end doing what they can to
serve their side. It is just as common for a dying
ship to transmit all it knows to the rest of the fleet
just before ramming the enemy, as it is for them to
form a jump point and flee to hyperspace. Due to
several instances of “liars” however, there 1s no such
thing as surrender. If a ship stays on the field of
battle, it is a valid target.

By its own nature, the structure of the battle
typically balances both sides in potential relative to
each other, ensuring that no outcome is ever certain,
but a duality exists that makes strategy much more
of a necessity in these battles. This overall strategy
is another responsibility of the faction leader.

The winning side of the battle will oversee the
appointment unified Shadak for the next 5 Drazi
cycles, however he who wins the battle for his side
becomes leader for that side. Ultimately what this
evolves into is that ships will do anything to help
their side win, with the exception of helping another
ship. Thus each ship fights the enemy for the most
part, on its own. If, as is often the case, more than
one ship survives on the winning side, the surviving
candidates face off in what most would consider a
more conventional election, of which a detailed
strategic analysis of the battle weighs heavily, as
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does what could only be termed a “battle royal” of a
debate if necessary.

Type:
Every Ship for itself (2 or more players)

Basis:
Stratego. A popular board game.

Combat Points:
Any over 2000 per side. Should be balanced
between all sides though.

Restrictions:

Each player must choose one of each ship type from
the following list (assuming their race has that type)
in order, before choosing a second of a similar type.

1)
2)
3)
4)

Shuttle/Pod/Flyer

Fighter Flight/3 SHFs

LCV
Freighter/Tanker/Transport/Courier/Supply
Ship
Corvette/Cutter/Gunship/Patrol
Assault ship

Scout

8) Frigate /Cruiser/Destroyer/Warship
9) Battleship

10) Dreadnought/Command ship.

5)
6)
7)

If using a fleet value under 8000, players should
decide in advance what levels are available and
what are not. Ramming is allowed. First ones may
only battle other first ones (all ancient and
primordial ships may be used).

Setup:

Each side sets up their ships as they see fit on their
side of the board. Counters should not represent the
ship displayed, or should be letter or number only. If
there are 3 or fewer players, consider using only half
a map. You will need another quarter map for actual
battles (you can take the second map half and divide
it into fours, as there will probably be more than one
battle taking place on any given turn.
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Special Rules:

The secret ships optional rule is in effect. Players
may only know what ship they are battling after they
are committed to the engagement. Also, any ship
that survives an engagement may repair 1d6 points
of damage per turn from a random system (roll as if
scoring damage location, but remove instead of add
damage. Systems or sections that are completely
destroyed cannot be repaired. Criticals remain in
effect until the system in question is 100% healed.
Ships may only engage each other on a one for one
basis. If more then one ship enters the same hex as a
single enemy, you must randomly decide (roll a die)
which ship will engage and which will sit out. If
there are multiples, both sides randomly match up.
To prevent packs, if a ship ends one turn in the same
hex as one of his own, he must end his movement
alone the following turn. Any ship that goes more
than 25 consecutive turns without engaging is
considered non-combatant, and is removed from
play in disgust, it’s captain branded a coward! That
ships points are not counted towards his “still alive”
total (this, of course is to prevent any player forcing
a stalemate by avoiding battle and refusal to give up
and leave).

Gameplay:

Players move their ships on the map as normal, and
pick an enemy to engage. If one player’s ship ends
the turn in the same hex as another player’s ship
then a counter is placed marking the spot. Then each
player’s ship is moved to the battle map, and placed
at the appropriate edge and position, as determined
by how they entered the encounter. Battle then takes
place until one or both ships leaves the battle by
whatever means. Players may not disengage by
flying off the battle map edges. Whichever ship is
left at the end of the battle is returned to the main
board. The main map is fixed, so if any ship drifts
off the edge at any time, it is removed from play.

Victory Conditions:

The player who has the last ship (or ships) on the
board wins. If they have more points on the board
than the other players disengaged then they score a
major victory.

Notes:
Make sure you play this game with pencils, as you
will be erasing damage.

This scenario may seem huge, but most battles will
be severely pitched, and will resolve easily. The
amount of ships on the board will quickly dwindle
as well, so the game will move faster than expected,
especially as it progresses.

Even after a ship engages in a battle, it should still
be up to the opponent to remember what ship it is,
so you should still use reference counters on the
main board, and not true representative ones. As an
optional rule, consider adding that if two or more
ships from the same side end the turn in the same
hex, the owner may scramble the counters between
them in order to “re-hide” his ships.

[Non-]Historical Outcome:

While seemingly callous and brutal, it is surprising
how well this system works for the Drazi. It has
removed the alien influence from the election
process, and allowed for a more competent
leadership while still holding to the concepts of the
original traditions. In the end, the balance involved
opens the door to anyone; the fate involved still adds
an element of the will of the universe doing as it
sees fit (a concept that helped drive the initial
election format); and the strategy involved (both on
the faction, and individual ship levels) ensures
smart, brave and strong candidates capable of
leading the Drazi people into the future. The process
has often allowed a lowly freighter captain to
become Shadak just as often as a fleet commander.
In every case the leader is strong willed, pure of
intention, and resolute in purpose. Leaders rarely re-
enlist for a second term but while in office are
respected by all, and almost always highly
accomplished.
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Chapter 4:
Bonus Scenarios

Unreal Tournament
258

In thinking of ideas for scenarios, I tried for the
most part to shy away from using video games as a
basis, simply because it felt too easy. An entire
supplement could be devoted to such a notion, and
could probably be thought up overnight.

This is precisely what happened to me with Unreal
Tournament. Within seconds of thinking of the title,
I could see how the game types therein could be
translated to the BS Wars board. While I didn’t want
Wargames-1 to dwell on it, I did feel its inclusion
would be a nice way to round out the book.

Presented below are outlines for how to play BS
Wars, Unreal Tournament style. They are loosely
laid out with plenty of room for interpretation.
Before starting, all players should which rules to
use, and which to disallow. Using different rule
combinations will make the same game type feel
and play out very differently each time.

Since many of these games allow ships to repair
damage and/or come back after being destroyed. It
is also advisable to use pencils and large erasers, or
place SCS’s in plastic sleeves and use dry erase
markers for damage.

Unreal Core Rules:

KEG-O-HEALTH

Roll a random location to place these markers on the
map. There should be one for every player (or side if
teams are used) in the game. Any ship running over
this point may heal 1d20 points of damage from any
system(s) not fully destroyed. The marker is then
randomly relocated. Fully healed ships can’t gain
“reserve” points, but will still relocate the marker.

WEAPONS CACHE

Similar to the keg-o-health, only the player is
allowed to fully repair and reactivate (if necessary)
one weapon that has been damaged or destroyed. It
will only work on a weapon system, and any armor
reduction previously caused by a weapon remains.

Armour

Ships that encounter armor have all their current
armor values increased by 2 for three turns (the rest
of the current turn and the two following). In
addition, any armor that has been reduced by
weapons fire heals one point at the end of the third
turn. Armour does not increase any 0 value. These
markers are deployed and re-locate similar to the
Keg-o-Health.

AMMO STASH

Ships that re-spawn may not fire offensively until
they run across an ammo stash. Ships whose
offensive weapons are active will replenish any
limited ammo (e.g. missiles) if they run across this
hex. The stash then relocates randomly. Use the
Keg-o-Health rules for deployment and re-location.

ADRENALINE

Placed randomly, a ship that crosses this marker
shortens its turn delay by 1 for the next three turns.
The marker re-locates after it is touched.

DOUBLE DAMAGE

Typically, there may only be one of these spaces in
any game regardless of the amount of players. To
deploy, roll a 1d10. The result is the turn on which it
will show up in the game. Any ship that runs across
this hex immediately removes it from the board. A
roll is then made to see when it will show up again,
with the following turn counting as the first.

Any weapon that was fully charged and ready to fire
suffers a -2 to its “to hit” roll, but if it connects will
do 2 times the rolled damage! Each eligible weapon
only gets to fire enhanced once, and then returns to
normal. In addition, the benefit expires after a time.
If the weapon has not fired in three turns, the benefit
is lost.

B5W Wargames-1
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TELEPORTS

Teleports operate in pairs only. Roll dice to
randomly place sets of teleport markers (there may
be one for each two players/teams). Ships landing in
one hex emerge facing the same direction out of the
other. Moving the ship from one marker to the other
counts as “one” hex move. So if a player ends the
turn exactly at the end of his movement, he cannot
transfer to the other side until the following turn.

Teleports remain in fixed locations for the duration
of the game. Ships cannot fire through them, but can
fire at a ship on the teleport hex that has not made
the jump yet. Traveling through a teleport is
optional, but the player must make the decision at
the time he enters the hex regardless of weather or
not the jump will take place that turn. Once a ship
refuses to go through, it must exit and re-enter the
hex if they desire to use it after all.

SPAWN POINTS

Spawn points are where a new ship or one that has
been “resurrected” re-appears on the map. There are
three types of spawn points. “Chaos” points are
random each and every time, “Neutral” points that
are randomly placed at the beginning, but remain
fixed for the duration of the scenario, and “Ordered”
points that are pre-placed by the rules of the battle.
Which type payers should use will be specified in
each scenario.

SCENARIOS

For all the scenarios below, consider placing
random objects around the map to provide cover,
and random terrain to provide navigational
challenges. Minefields and minelayers can be
especially deadly here.

UT 01: Deathmatch

It’s every man for himself, with fast paced action
lots of carnage. Players choose fleets of an equal
value of no more than 3 ships and their fighter
flights (any more would be hard to follow). Chaos
spawn points are used, and any other special hexes
that the players see fit are eligible.

Everyone then proceeds to pummel the others as
much as possible. When a ship or entire flight is
killed, they respawn, fully healed at another random
spot. If a ship dies 5 times it may no longer respawn.
Victory should be based on achieving a designated
amount of kills (consider 5x the number of players),
or on who has the most kills at the end, when no one
can respawn. A ship that flies off the edge of the
map and disengages is considered killed by the
player who caused the final immobilization damage.

UT 02: Double Domination

Players build a fleet of 4000 or higher. Set up one
flag stand on each side of the map randomly (though
they must be at least 20 hexes apart). Any ship that
is not fighter class can then run over that hex to
control it. If a team controls both hexes for two turns
straight, they score a point. The ships must then
vacate the hex for two turns, and may not return
until the beginning of the third turn. The first player
to three points wins. Either chaos or neutral spawn
points can be used (the fixed point should be where
the roll says or in the center of the map). If teleports
are used, they should be at least 20 hexes away from
each flag.

UT 03: Bombing Run

Place Jadur’s life pod in the center of the map. (It
follows the same movement rules as found in the
earlier scenario). Place a jump gate in the center of
the map 4 hexes in from each short map edge.
Players may set up their fleets in any manner they
desire as long as it is behind their gate. Teleports
should be evenly spaced above and below Jadur’s
pod or on diagonals. The pod cannot travel through
the teleports, if this is attempted, the pod is dropped
as the ship jumps exit. Ordered respawn points
should also be at the top and bottom of map center.
The winner is the player who flies Jadur’s pod
through the enemy’s jump gate twice. Note: if the
pod drifts off the map edge, or is on a ship when it is
destroyed, it immediately resets to the exact center
of the map. Also, ships that leave the map or jump
out (including scoring) may not return to battle. The
jumpgates here will activate when the pod is within
6 hexes automatically. It will stay open for three
turns, and has a recharge of 3 turns.
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UT 04: Onslaught

Players may use one heavy ship (or two MCV’s)
only. The rest must be LCV’s and fighters. Each
team has a small civilian base on their side of the
board. Roll a d6+3 and add that many power nodes
in the middle of the board. These should be in a
pattern that is equal from both sides. (Le., if you roll
a 5, then place the markers in the pattern found on a
“5” side of a domino. If you have 4, then you could
put two on each side towards the edges, or one at
each end and two in the middle. Players then race
their ships to these nodes. Once they touch it, they
place an OSAT there. They are then eligible to go to
any of the next nearest node. If a point is occupied,
they must destroy the enemy OSAT before building
their own. You cannot build at any hex out of turn,
i.e., you must have a link all the way back to your
base, with OSATS at any of the next closest hexes.
If at any time you your link gets cut off, you must
re-establish it in order to continue. Once you have
created a link all the way to the enemy station, you
are allowed to attack it. If you destroy it, you win.
Destroyed ships may respawn at any node you are in
control (player choice, speed 0), and ships may
teleport from one node they control to any other
node they control. OSATS may be “healed” at the
rate of 1 points per turn for each full flight or LCV
that spends a full turn parked on it. Bases may not
be repaired in any way. Teleport hexes may not be
used in this game, and the base ship(s) may never
come within 4 hexes of any unit, OSAT, or base that
they control. (Expect a very long game with this
one.)

UT 05: Capture the Flag

Set up each player with a flag stand and flag marker.
Place at least 10 asteroids 3 to five hexes wide
around the map. Players must use their fleets to
kidnap the enemy’s flag and return it to their base.
Fleets may have one ship (MCV or larger) for each
4 fighter flights they have. If a ship carrying the flag
is destroyed, the flag is dropped. It can then be
picked up again by another ship on the same side. or
run over and instantly returned to base by the owner.
No ship may come within 5 hexes of their own base
unless they are returning with an enemy flag or
picking up one that was dropped within that area.

Ships respawn in a random direction, 5 hexes out
from their base. The first team to capture the flag
twice wins. (Adjust this number if the game is
consistently too short or too long).

UT 06: Mutant

Ships spawn randomly. You may only have MCV’s
or less (each player has the same type). The first
player to destroy a ship becomes mutated to a
capitol ship (this ship is included in the point cost of
the fleet, but is not put on the board at the start).
Remove the old ship and replace it with the capitol.
Any [entire] flight or ship destroyed by the
command ship earns the player one point. If anyone
destroys the cap ship, they become the new mutant
(the old mutant removes his cap ship and respawns
with his old ship). Victory is based on whoever is
the first to make 15 kills. Players may shoot each
other’s ships at any time, but only earn points for
kills if they are the mutant. (This game can be made
more strategic by adding asteroids for ships to hide
behind, and teleports should definitely be used at the
1 pair for every team rate. Also, consider adding a
second double damage marker).
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Name: Counter:

Version 2: 2E Wargames-1

Auxiliary Mine Deployment Barge (ceneri

WEAPON DATA
Standard Particle Beam

Class: Particle @

Modes: Standard
::rl’-

SPECS

Class: Medium Ship
In Service: 2160

MANEUVERING
Turn Cost: 1 x Speed

Turn Delay: 1 x Speed
Accel/Decel Cost: 4 Thrust
Pivot Cost: N/A

Roll Cost: N/A

COMBAT STATS
Fwd/Aft Defense: 13
Stb/Port Defense: 15
Engine Efficiency: 3/1
Power Shortage: -1
Initiative Penalty: -4

Point Value: 120
Ramming Factor: 102

Damage: 1d10+6

Range Penalty: -1 per hex
Fire Control: +4/+4/+4
Intercept Rating: -2

SPECIAL NOTES

Special Deployment Rules

SENSOR DATA

Defensive EW [ ]
Target #1

Target #2
Target #3
Target #4
Target #5
Target #6)

FORWARD HITS
1-3: Retro Thrust
4-5: Cargo A
6-7: Cargo B
8-9: CargoC
10-11: Cargo D

12: Deployment Arm
13-17: Structure
18-20: PRIMARY Hit

AFT HITS
1-3: Main Thrust
4-5: Cargo E
6-7: CargoF
8-9: Cargo G
10-11: Cargo H
12: Deployment Arm
13-17: Structure
18-20: PRIMARY Hit

PRIMARY HITS
1-7: Port/Stb Thrust
8-9: Std Particle Beam

10-12: Sensors
13-15: Engine
16-17: Hangar
18-19: Reactor
20:_C&C

m

ICON RECOGNITION

Deployment Arm
Thruster

C&cC

Sensors

) Engine

| Reactor

Hangar

| Mine Hold

Std Particle Beam

Speed 2z 3 4 8 9 10 11 12 Rate of Fire: 1 per urn
Turn Cost 1 2 3 4 5 6 7 8 9 10 11 12
JurnDelay 1 2 3 4 5 6 7 8 9 10 11 12

HANGAR

0 Fighters

2 Minesweeping Shuttles

Thrust: 3

Armor: 0 Defense: 12/12

STARBOARD

@

PRIMARY
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Name:

Version 2: 2E Wargames-1

Counter:

|
2ND EDITION

SPECS MANEUVERING
Class: Capital Ship Turn Cost: 1 x Speed
In Service: 2195 Turn Delay: 1 x Speed

Point Value: 150
Ramming Factor: 102
Jump Delay: N/A

Accel/Decel Cost: 4 Thrust
Pivot Cost: N/A
I Roll Cost: N/A

COMBAT STATS
Fwd/Aft Defense: 13
Stb/Port Defense: 15
Engine Efficiency: 3/1
Power Shortage: -1

WEAPON DATA

Standard Particle Beam
Class: Particle

Modes: Standard @
Damage: 1d10+6

Range Penalty: -1 per hex a
Fire Control: +4/+4/+4 [

Intercept Rating: -2
Rate of Fire: 1 per turn

FORWARD HITS 7
1-5: Retro Thrust
6-8: Cargo A
9-11: Cargo B

12: Deployment Arm 1
13-17: Structure
18-20: PRIMARY Hit

AFT HITS
1-5: Main Thrust
6-8: CargoC
9-11: Cargo D
12: Deployment Arm 2
13-17: Structure
18-20: PRIMARY Hit

PRIMARY HITS
1-7: Port/Stb Thrust
8-9: Std Particle Beam

10-12: Sensors
13-15: Engine
16-17: Hangar
18-19: Reactor
20. C&C

ICON RECOGNITION

Deployment Arm
= Thruster
C&cC

| Sensors

=

b Engine

Reactor
| Hangar

Mine Hold

Std Particle Beam

Speed i 3 5 9 2
Turn Cost 1 2 3 4 5 6 7 8 9 10 11 12
T D 1 2 4 10 11 12
EPECIAL NUTES urn Delay 3 5 6 7 8 9 0
Special Deployment Rules HANGAR
0 Fighters
SENSOR DATA 2 Minesweeping Shuttles
Defensive EW | Thrust: 3
Target #1 Armor: 0 Defense: 12/12
Target #3 =N ==
Target #4
Target #5 @ @
Target #6 FORWARD

1 & © WARNER BROS.
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Std. Planetary Defense Cannon (7)

SPECS MANEUVERING COMBAT STATS || WEAPON DATA
Class: Planetary Defense || Turn Cost: N/A Fwd/Aft Defense: 10 ElaSS-B MiSSilE Rack
In Service: 2226 Turn Delay: N/A Sth/Port Defense: 10 aoes: Rallc
Point Value: 300 each || Accel/Decel Cost: N/A Engine Efficiency: N/A Range Penalty: None (+10)
Ramming Factor: N/A || Pivot Cost: N/A Extra Power: 0 s e ::8:1;3 I
Jump Delay: N/A Roll Cost: N/A Initiative Bonus: +13 atant%ardll’article Beam
ass: Particle
PRIVARY HITS b Sanict, <
1-12: Prlimlanr Struct Range Panally:-_‘l per hex o
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There are stories, and then there are stories, and history is always written
by the victor (but interpreted by the pundits).

In any realm as big as Babylon 5, there are many untold tales, countless
forgotten events, and rumors of light and dark battling on the edge of the
abyss. Sometimes though, these stories are told. Though through the years
and from one hand to another, who knows for certain which of these stories
are true, and to what extent. Understanding is a three-edged sword.

Still, we tell the tale in the only way we know how, so the sacrifice of those
brave people who fought and died alone so that we may live in peace is
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