
Kor-Lyan Taloki Starbase
MANEUVERING
Turn Cost:	 N/A
Turn Delay: N/A
Accel/Decel Cost: N/A
Pivot Cost: N/A
Roll Cost: N/A

SPECS
Class: Enormous Base
In Service: 2240
Point Value: 3500
Ram Factor: 1260
Jump Delay: N/A

COMBAT STATS
Fwd/Aft Defense: 21
Stb/Port Defense: 24
Engine Efficiency: N/A
Extra Power: 0
Initiative Bonus: N/A

Name:  ______________ Counter:   ____________

SENSOR DATA
Defensive EW
Target #1
Target #2
Target #3
Target #4
Target #5
Target #6

SECTION HITS
1-6: Any Weapon
7: Missile Rack/Hangar
8: Reactor

9-18: Structure
19-20: PRIMARY Hit

PRIMARY HITS
1-10: Prmiary Structure
11: Reload Rack
12: Class-D Missile Rack

13-14: Sensors
15-18: Cargo

19: Reactor
20: C & C

C & C

Sensors

Reactor

Hangar

Std Particle Beam

Cargo

ICON RECOGNITION

Version 2: 2E/S7

WEAPON DATA
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Standard Particle Beam
Class: Particle
Modes: Standard
Damage: 1d10+6
Range Penalty: -1 per hex
Fire Control: +4/+4/+4
Intercept Rating: -2
Rate of Fire: 1 per turn

F

Class-D
Missile Rack

D

D
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Class-D Missile Rack
Class: Ballistic
Missiles: 20
Range Penalty: None
Fire Control: +3/+3/+3
Rate of Fire: 1 per turn
Special: Fires only missiles of
types A, C, I, or Z.

D

F Class-F
Missile Rack

0

Class-F Missile Rack
Class: Ballistic
Missiles: 10
Range Penalty: None
Fire Control: +3/+3/+3
Rate of Fire: Varies
Can fire as a class-S, class-L,
or class-R rack.

z

Proximity Laser
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Proximity Laser
Class: Ballistic (Laser)
Mode: Raking
Damage: 3d10+8
Maximum Range: 30
Range Penalty: -1 per 2 hexes
Fire Control: +0/+0/-
Intercept Rating: N/A
Rate of Fire: 1 per 3 turns

Limpet-Bore
Torpedo

3

Limpet-Bore Torpedo
Class: Ballistic
Shots: 5 Reloads: 2
Damage: 2d10+10

Maximum Range: 60
Range Penalty: None

Fire Control: +4/+2/--
Rate of Fire: 1 per 2 turns
Special: Seeks target system.
Ignores armor upon detonation.
Scores no overkill. See rules.

Particle Cannon
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Particle Cannon
Class: Particle
Modes: Raking
Damage: 2d10+15
Range Penalty: -1 per 2 hexes
Fire Control: +5/+4/+2
Intercept Rating: -1
Rate of Fire: 1 per 2 turns

HANGARS
12 Fighters Each
2 Shuttles Each:   Thr: 5
Armor: 1    Defense: 9/9
2 Weapon Hardpoints
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Weapon #4

Weapon #6

Weapon #5

PROX LASERS
Weapon #3 MISSILES

Sorry, there is no
room on the sheet for a
complete set of missile
tracks. Each Class-F rack has
10 missile slots, while each
Class-D rack has 20 slots.
A reload rack holds 80 slots.
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EARLY VERSIONS
From 2220-2239, replace all
Class-F racks with Class-L
and lower the cost by 100.
From 2194-2219, replace
all Class-L and Class-D racks
with Class-S, delete all
proximity lasers and limpet
bore torpedoes, and lower the
cost by a further 400.
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