Narn G'Neth

Carrier

MANEUVERING
Turn Cost: 1 x Speed
Turn Delay: 1 x Speed
Accel/Decel Cost: 3
Pivot Cost: 2+2 Thrust
Roll Cost: 4+4 Thrust

SPECS

Classification: Capital Ship
In Service: 2246

Point Value: ? ? ?
Ramming Factor: 330
Jump Delay: 20 Turns

COMBAT STATS
Fwd/Aft Defense: 16
Stbh/Port Defense: 17
Engine Efficiency: 3/1
Extra Power: O
Initiative Bonus: +0

Pulsar Mine
Class: Particle @
Damage: 8

Range Penalty: None (max 2)
Intercept Rating: n/a

Rate of Fire: 1 per turn
fighters/shuttles per turn

lon Torpedo

Class: Ballistic

Mode: Standard
Damage: 15

Range Penalty: None
Max Range: 50 hexes
Fire Control: +3/+1/-4
Intercept Rating: n/a
Rate of Fire: 1 per 2 turns

WEAPON DATA
Mode: Pulse (Special)
Fire Control: --/--/+4 /\
Special: Up to 18 shots at

Energy Mine <‘>

Class: Ballistic

Mode: Flash
Damage: 30/10
Range Penalty: None
Max Range: 50 hexes
Fire Control: n/a

Speed 1 2 3 45 6 7 8 9 10 11 12
TunCost1 2 2 3 4 4 5 6 6 7 8 8
TunnDelayl 2 2 3 4 4 5 6 6 7 8 8
Rev: 1.0
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Basic Design and Rendered by R ichard Bax, rbax@structint.com, Original Conceptand Miniature by Kieth Dague (nightwatch@microworld.com
of Stellerdyne Industries (http://members.xoom.com/Stellardyne/), using rules from for BABYLONS5 WARS, 2nd Edition, TM & C opyrighted 1999 Warner Bros.

Intercept Rating: n/a

Rate of Fire: 1 per 2 turns
Special: Targeted on a hex, not
a unit. Damage before the
slash is scored on targets in
impacthex, damage after the
slash is scored on targets

one hex away. See Rules.
Twin Array

Class: Particle @
Mode: Standard

Damage: 1d10+4

Range Penalty: -2 per hex

Fire Control: +4/+5/+6
Intercept Rating: -2

Rate of Fire: 2 per turn

Light Pulse Cannon

Class: Particle

Mode: Pulse @
Damage: 8 1d5 times
Maximum Pulses: 6

Grouping Range: +1 per 4
Range Penalty: -2 per hex
Fire Control: +3/+3/+4
Intercept Rating: -2
Rate of Fire: 1 per turn




