Pantak Vigilante Variant [Rare’l
Version 2: 2E/FS-CST dame:

Deacekeeper Pantak-(lass igilante (Immobiliser]

(ounter:

FARSCADE

UARS

SPECS MANEUVERING COMBAT STATS || WEAPON DATA
Class: Medium Ship Turn Cost: 2/3 Speed Fwd/Aft Defense: 12 Medium Chakan Cannon
In Service: c. 1500 Turn Delay: 1/3 Speed Treb/Ham Defense: 13 ﬂ:iﬁ:},ﬁ;ﬁ
Point Value: 420 Accel/Decel Cost: 2 Thrust || Engine Efficiency: 2/1 Damage: 10 134 Times
Ramming Factor: 60 || Pivot Cost: 2+2 Thrust Power Shortage: -6 Maxiri o 3 hevee)
Hetch Delay: 24 Turns || Roll Cost: 1+1 Thrust Initiative Bonus: +12 Grouping Range: +1 per 4
' eed 7 H?nge Penalty: -1 per hex ﬁ
: Turn Cost L 1 L 2 2 2 3 3 3 & G § || peloek i
FORWARD HITS SPECIAL NOTES TurnDelay 1 3 1 2 2 & 3 3 3 4 4 MY ||RateotFire:iper2tums
1-B: Retro Thr -
7-8: Ir::'ll:::hilis::t]’ulse Identify/Locate Bonus +3 HANGER Light Chakan Cannon
$-10; Med. C-P Pulse Cannon | Ljrnited Stealth Abilities 0 Figh NS Plasma
11-12: Lt. C-P Pulse Cannon || heric Capahl ighters odes: Pulse
10-18: Structure mospheric L.apable 2 Havager Armed Damage: B 1d4 Times
19-20: PRIMARY Hit Improved Reactor Breaching Pods Mo T 8 hexes)
AFTHITS, SENSOR DATA O T Groung Range: -1 pr 4
-6: Main Thrust ange Penalty: -2 per hex
7-8: Lt. C-P Pulse Cannon Defensive EW I_ = = Fire Contral: _+Z/+3/+5 A
9-11: Hetch Dri Ints t Rating: -2
12-18: s:-t:mu:;ve Target #1 @ @ Pll.la:;c:fpl-'ir::l?gper turn ‘
19-20: PRIMARY it Target #2 Immohiliser Pulse
PRIMARY HITS Target #3 Class: Electromagnetic
1-8: Treb/Ham Thrust Modes: Pul:
9-11: Ezslsur:m i Target #4 D;mzsgz:‘;zseldS times O
12-14: Engine Target #5 Maximum Pulses: B
15-16: H Pulse G ing: +1 4
17-18: H::I:g::‘;' TEI‘gEt #B Ha:gee ;:::;tr;g -; p:: ‘é hexes
20: C&C Fire Control: +4/+4/+4
Intercept Rating: n/a @
Rate of Fire: 1 per 4 turns
Special: Ignores armour. Divide
structure damage by 4, and
apply as a negative power
modifier therafter. Fighters
ically drop out.
HAMMOND @ @ TREBLIN
RAVAGER ARMED
ICON RECOGNITION
BREACHING POD
@ Thruster Cost: 50 Defence: 12/14
. C&C Thrust: 8 Dffense: +3
Armour: 3 Initiative: +9
ﬁ Sensors Two Chakan Guns:
Rate of Fire: 1 per turn
Q Hetch Drive Range Penalty: -2 per hex
™ Reactar Damage: 1d3+4-1/2 hexes
G Hangar Firing Arcs: #]@#2@
£ ¢ Bulkhead
O Immobiliser
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