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Ramming Factor: 410 || Pivot Cost: 545 Thrust Ex.tl.'a Power: -8 g;;‘i,l‘;fll: g;s',}af,;'lsp%};’t‘} #5
Jump Delay: 15 Turns || Roll Cost: 44+4 Thrust Initiative Bonus: +1 structure armor on facing side |[Zr=
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FORWARD HITS Damage: (4 xX) + 2
SPECIAL NOTES ‘l‘fg: ]]il/[etlru T]hruit Range Penalty: -1 pershex #9
ia: . -7: olecular Agitattor Fire Control: +4/+4/-
Gravitic Drive System 811: Antimatter Converter | || Intorcept Rating: n/a #10
g g 12-18: Forward Struct Rate of Fire: 1 per 3 turns
H ANG AR 19-20: PRIMARY Hit
24 Fighters 7 1 @ 2 g 8 I;RéMARY HITS Fission Cannon #11
-6: ry :
l’.‘l Primary Struct Class: Molecular
YEers 7-8:  Engine Mode: Standard #12
@ 9-10:  Jump Engine Damage: 1d10+7
R Antimatter 11: Tractor Beam Range Penalty: -3 per 2 hexes #13
Antimatter n 12-13: Stealther Fire Control: +3/+3/43
Converter Converter 14-15: Sensors Intercept Rating: -2 0 #14
16-17: Hangar Rate of Fire: 1 per turn #15
18-19: Reactor
20: C&C #16
AFT HITS
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10-12: Molecular Agitattor
13-18: Aft Struct #19
19-20: PRIMARY Hit |SIDE HITS
1-3:  Port/Stb Thrust #20
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Cost: 70 Defense: 9/7
Thrust: 10 Offense: +4
Armor: 1 Initiative: +10
Two Light Fusion Cannons:
Rate of Fire: 1 per turn
Range Penalty: -2 per hex
Damage: 1d6+4 per gun

Firing Arcs: #1 %3 #2@
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