Corvette Variant (Uncommon)
Version 1: 2E/NU llame: Counter:

Craytan Ranged Corvette

SPECS MANEUVERING COMBAT STATS
Class: Medium Ship || Turn Cost: 1/3 Speed Fwd/Aft Defense: 11

In Service: 2095 Turn Delay: 1/2 Speed Stb/Port Defense: 12

Point Value: 400 Accel/Decel Cost: 2 Thrust ||Engine Efficiency: 3/1
Ramming Factor: 50 || Pivot Cost: 2 Thrust Extra Power: 0

Jump Delay: n/a Roll Cost: 1 Thrust Initiative Bonus: +12
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Triple Chatter Cannon
Class: Bil-Pro

Mode: Standard @
Damage: 1d6+3

Range Penalty: -3 per hex i1}
Fire Control: +1/4+1/4+3 “
Intercept Rating: -1 (ballistic only)
Rate of Fire: 3 per turn

Dual Chatter Cannon
Class: Bil-Pro

Mode: Standard @
Damage: 1d6+3

Range Penalty: -3 per hex FUl
Fire Control: +1/41/+3
Intercept Rating: -1 (ballistic only)
Rate of Fire: 2 per turn

STARBOARD

ICON RECOGNITION
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