Omega Variant (Rare) Version 0.1 Playtest ~Name: Counter:

EA Omega Battle Scout (Delta Model) mDm

SPECS MANEUVERING |[COMBAT STATS WEAPON DATA
i Fwd/Aft Defense: 16 (12 I\/IIedlum Laser Cannon
Stb/Port Defense: 18 (14)[ [\ Iﬁf{ng &
Engine Efficiency: 3/1 Eamag}e): 3dlltO+112 o
ange rena ‘- er exes
Extra Power: +0 Fire Control: 13/45/-3

Initiative Bonus: +1 Intercept Rating: n/a ﬁ
10 Rate of Fire: 1 per 3 turns
0

Medium Pulse Cannon
Class: Particle
Mode: Pulse

10

Retro Thrust

FORWARD HITS |SENSOR DATA
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5-6:  Med. Laser Cannons || Defensive EW HANGAR ai’;ﬁﬁﬁn} gdgzggﬂes

;:1 1. f’r:lttesrececpig?ons Target #1 D4 Fighters Grouping Range: +1 per 4
12-18: Forward Structure Target #2 2 Shuttles: Thrust: 3 ]l}ﬁggceol;elrgll.t Yéé{/lrgfilhex
19-20: PRIMARY Hit Target #3 Armor: 1 Defense: 8/10] |intercept Rating: -2

SIDE HITS Target #4 %3 Eg m Rate of Fire: 1 per 2 turns

1-4: Port/Stb Thrust Target #5 OIIrrirn Standard Particle Beam
5-9:  Stnd Particle Beam Class: Particle

10-12: Interceptor Target #6 Modes: Standard 0
13-18: Port/Stb Structure Damage: 1d10+6

19-20: PRIMARY Hit Range Penalty: -1 per hex
AFT HITS 1 Fire Control: +4/+4/+4

Intercept Rating: -2
Rate of Fire: 1 per turn
Interceptor Mk-11

Intercept Rating: -4 @
Rate of Fire: 1 per turn

@ OFFENSIVE MODE:

1-6:  Main Thrust
7-9:  Pulse Cannons
10-12: Interceptor
13-18: Aft Structure
19-20: PRIMARY Hit

%
PRIMARY HITS ®
3

Class: Particle
Mode: Standard ﬂ
Damage: 1d10+8

1-8:  Primary Structure
9-10: Jump Engine
11-14: Sensors

15-16: Engine FORWARD Ei;ﬁg‘;"ﬁ‘g;‘;ﬁ;/:;;ﬁr hex
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ICON RECOGNITION
Q Thruster
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Std Particle Beam

Interceptor 5 @
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