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The Babylon 5 Earth Alliance Fact Book stands as a seminal document for both enthusiasts of J. Michael
Straczynski’s space opera and practitioners of the d20 Roleplaying System. Published during the height of
Mongoose Publishing’s tenure with the license, this 200-page volume—authored by Bruce Graw and August Hahn
—serves as more than a simple game supplement. It is a dense, socio-political, and technical audit of humanity’s
standing in the 23rd century. For the Senior Technical Writer or Narrative Designer, the book provides a
masterclass in world-building, detailing the transition of Earth from a fractured planetary body to a centralized, often
bureaucratic, interstellar superpower known as the Earth Alliance (EA).

Historical Framework and Geopolitical Evolution

The Earth Alliance was founded in 2108, following the chaos of World War 1. Its primary mandate was to prevent
planetary extinction through global cooperation, but its scope rapidly expanded into the interstellar medium

following the discovery of Jump Gate technology. The Earth Alliance Fact Bookmeticulously charts this
progression, highlighting the tension between democratic ideals and the pragmatic requirements of colonial
expansion. In the lore provided by Graw and Hahn, the EA is depicted not as a utopia, but as a realistic extension
of current geopolitical trends.

The Formation of EarthGov

EarthGov represents the executive and legislative pinnacle of the Alliance. Unlike many science fiction settings
where world government is hand-waved into existence, the Fact Book describes the Earth Alliance Constitution
as a document of compromises. It balances the sovereignty of member nations on Earth with the administrative
needs of the 'Off-World' colonies like Mars, Proxima 3, and Orion 7. Technical analysis of the text reveals a system
heavily reliant on a centralized Senate, which often becomes a bottleneck for crisis management—a recurring
theme in the Babylon 5 series.

The Dilgar War: A Technical Turning Point

Before the events of the television series, the Earth Alliance established itself as a galactic power during the Dilgar
War (2230-2232). This conflict is essential to the Fact Book's technical narrative because it necessitated the rapid
advancement of EarthForce technology. Human engineers had to adapt to the biological warfare and superior
plasma weaponry of the Dilgar. The eventual human victory cemented the EA's reputation as the 'Shield of the Non-
Aligned Worlds," a status that would later lead to the disastrous arrogance seen in the lead-up to the Earth-Minbari
War.

Technical Analysis of EarthForce Military Doctrine

EarthForce, the military arm of the Alliance, is categorized into three primary branches: the Navy, the Marine
Corps, and the Security Division. The Fact Book provides a detailed breakdown of the Order of Battleand the
engineering philosophies behind human starships. Unlike the Minbari or the Vorlons, who utilize gravitational or



organic technologies, EarthForce relies on 'brute force' Newtonian physics and rotating sections for artificial gravity.

The EAS Prometheus and the First Contact Protocol

A critical case study in the Fact Book involves the EAS Prometheus, a Hyperion-class heavy cruiser. In 2245,
under the command of Captain Michael Jankowski, the Prometheus encountered a Minbari task force. The
technical failure of the 'First Contact' protocol—specifically the misinterpretation of the Minbari's open gun ports as
a sign of aggression—resulted in the death of the Minbari leader, Dukhat. This incident serves as a procedural
warning in the Fact Book regarding the dangers of tactical miscommunication and the limitations of Earth’s long-
range sensors when faced with advanced stealth technology.

Ship Class Specifications and Tactical Roles

The d20 System mechanics within the book categorize EarthForce vessels by their combat roles, structural
integrity, and weapon systems. The following table provides a comparison of the primary hull types utilized by the
Earth Alliance during the mid-23rd century.



Ship Class Primary Role Armament Type Gravity Mechanism Strategic Value

Nova-Class Dreadnought Heavy Plasma Zero-G (Inertial) High - Siege Warfare
Cannons
Omega-Class Destroyer Heavy Lasers/Pulse Rotating Section Extreme - Fleet
Flagship
Hyperion-Class Heavy Cruiser Medium Pulse/ Zero-G (Inertial) Medium - Escort/
Missiles Patrol
Starfury Interceptor Twin Link Pulse Zero-G (Pilot-Centric) High - Superior

Maneuverability

The Omega-Class Destroyerremains the technical marvel of the era. By incorporating a rotating mid-section,
EarthForce solved the problem of long-term crew fatigue and bone density loss in deep-space deployments.
However, the Fact Book notes the inherent structural weakness at the rotation joints, which became a primary
target for Centauri and Minbari precision fire.

The d20 System: Integrating Lore into Mechanics

For players of the Babylon 5 Roleplaying Game, the Earth Alliance Fact Book introduces specific 'Prestige
Classes' and 'Feats' that reflect the grit of the setting. The technical writer Bruce Graw implemented a system that
rewards specialization. For instance, the EarthForce Officer class provides bonuses to Tactical Coordination,
reflecting the EA's focus on combined-arms warfare.

Character Progression and Archetypes

The Fact Book identifies several key character archetypes that define the human experience in the 2260s:

« The Diplomat: Focuses on the 'Influence’ and 'Deception’ skill trees, essential for navigating the Earth Alliance
Senate.

* The Psi Corps Telepath: A high-risk, high-reward class that utilizes the 'P-Rating' system. Mechanics include
‘Mental Fatigue' points to balance the power of telepathic scans.

e The Lurker: A street-level survivor class reflecting the socio-economic disparity found in Downbelow on
Babylon 5.

e The Groundgroveler: A nickname for the EarthForce Marines, specializing in boarding actions and planetary
assaults.

Mathematical Models for Ship Combat

The d20 mechanics for ship-to-ship combat in the Fact Book utilize a Damage Threshold (DT) system. Unlike
standard d20 games where hit points are the only metric, B5 space combat requires a weapon to exceed the ship's
DT to cause structural criticals. This mathematically simulates the difficulty of piercing heavy hull plating with pulse
fire. The formula for calculating the effective strike is: Effective Damage = (Raw Damage - Armor Rating) * Angle
Modifier.

The Earth-Minbari War: A Strategic Case Study

Perhaps the most vital section of the Fact Book for historians and tacticians is the analysis of the Earth-Minbari
War (2245-2248). This conflict is used to illustrate the ‘Technical Asymmetry' that occurs when a younger race



challenges an Elder Race. The book outlines the failure of Earth’s pulse weaponry to lock onto Minbari stealth-
equipped ships, forcing human pilots to rely on ‘visual-only' targeting—a near-impossible task in the vacuum of
space.

Failure Modes and Tactical Evolution

During the Battle of the Line, the final stand of EarthForce, the Alliance lost over 20,000 ships. The Fact Book
analyzes the operational failures that led to this catastrophic loss:

1. Sensor Blindness: Minbari 'stealth’ was actually a microwave-jamming field that rendered EA target-lock
computers useless.

2. Logistical Overextension: EarthForce attempted to defend every colony rather than concentrating force at
strategic jump-points.

3. Technological Gap: The Minbari use of gravity-shaping engines allowed for maneuvers that defied the
Newtonian physics of Earth’s Starfuries.

Post-war, the EA underwent a massive 'Technical Reconstruction' phase. This led to the development of the
Omega-class and the integration of 'Interceptor' defense grids, which could shoot down incoming fire—a direct
response to Minbari beam weapons.

Socio-Political Influence: The Psi Corps and Nightwatch

The Fact Book does not shy away from the darker aspects of the Earth Alliance. It provides a detailed

organizational chart of the Psi Corps, the agency responsible for monitoring and training human telepaths.
Technical descriptions of 'Sleepers' (unregistered telepaths) and the 'P-Rating' scale (P1 to P12) offer GMs a
framework for political intrigue campaigns.

The Rise of Authoritarianism

A controversial point noted in some critiques of Bruce Graw's writing in the Fact Book is the perceived
'neoconservative' subtext—a focus on the necessity of a strong military and the dangers of alien influence.
Regardless of the author's personal leanings, the book accurately reflects the internal tension of the Clark
Administration seen in the show. It details the Nightwatchprogram, a civilian oversight committee that eventually
turned into a secret police force. Mechanically, the book introduces 'Loyalty Scores," which can affect a character's
standing and access to EarthForce resources.

Practical Implementation: A Field Guide for Game Masters

Integrating the Earth Alliance Fact Book into a campaign requires a balance between lore-heavy storytelling and
tactical combat. Game Masters (GMs) are encouraged to use the following procedural steps to create an authentic
Earth Alliance atmosphere.

Step 1. Establishing the Timeline

The Earth Alliance changes drastically between 2258 (Season 1) and 2262 (Season 5). The Fact Book provides a
timeline matrix to help GMs adjust the availability of ship classes and the political climate. For example, during the
'Clark Era,' characters might face censorship or be forced to take 'Loyalty Oaths.'

Step 2: Implementing Technical Constraints

Earth Alliance technology is prone to failure. Use the 'Maintenance' rules found in the Fact Book to simulate the grit
of a 200-year-old station or a damaged Hyperion cruiser. This adds a layer of 'Survival' to the standard d20
gameplay.



Step 3: Managing First Contact Scenarios

Utilize the 'Cultural Knowledge' skill checks detailed in the book. Misinterpreting an alien custom should have
mechanical consequences, such as a penalty to future '‘Diplomacy' rolls or the triggering of a combat encounter,
mimicking the EAS Prometheus incident.

Troubleshooting Common Operational Challenges

In both the lore and the RPG system, the Earth Alliance faces recurring operational hurdles. The Fact Book
provides solutions and workarounds for these 'Failure Modes.'



Operational Challenge

Sensor Jamming

Internal Sabotage

Jump Gate Drift

Political Gridlock

Technical/Lore Solution

Visual target acquisition and broad-
spectrum pulse fire.

Psi Corps 'deep scans' and Security
Division sweeps.

Precise navigation calculations and
beacon synchronization.

Back-channel negotiations and

RPG Mechanic Applied

'Point-Blank Shot' Feat / Search Skill
check.

'Sense Motive' vs. 'Bluff' check.

'Knowledge: Astrophysics' DC 25
check.

'‘Gather Information' skill roll.

'Lurker' information networks.

One of the primary 'bugs' in the d20 system implementation was the power creep of telepaths. The Fact Book
addresses this by introducing 'Psi-Block' drugs and technical equipment like ‘Neural Grenades,' which GMs can
use to level the playing field between mundane characters and high-level P-Ratings.

Synthesis and Broader Implications

The Earth Alliance Fact Bookis an essential technical manual for understanding the human condition within the
Babylon 5 universe. It captures the paradox of humanity in the 23rd century: a race capable of great compassion
and technological ingenuity, yet plagued by the same tribalism and bureaucratic inefficiencies that have haunted
Earth for millennia. From the rotating sections of its destroyers to the complex hierarchy of the Psi Corps, the book
provides a robust framework for exploring these themes.

As a resource, it serves as a bridge between the narrative genius of the television series and the structured,
mathematical world of the d20 RPG system. Whether one is analyzing the tactical errors of Captain Jankowski or
building a character to survive the slums of Downbelow, the Fact Book remains the definitive authority. It reminds us
that in the world of Babylon 5, technology is never a magic wand,; it is a tool that is only as effective as the men and
women who wield it, often under the most dire of interstellar circumstances. The legacy of the Earth Alliance is one
of survival, and the Fact Book is the blueprint of that survival.
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