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SPECS
Class: MCV

In Service: 1890
Paint Value: 475
Ramming Factor: 60

MANEUVERING
Turn Cost: 1/2 Speed
Turn Delay: 1/2 Speed

Accel/Decel Cost 2 Thrust

Pivot Cost: 2+2 Thrust
Roll Cost: 1+1 Thrust

CO\/IBAT STATS
Fwad/Aft Defense: 10
Sth/Port Defense; 11
Engine Efficiency: 3/1
Extra Power: O
Initiative Bonus: +12

WEAPON DATA

MAIN HANGAR
6 Ner'uda Shuttles

Medium Pulse Cannor
Class: Particle

Mode: Pulse

Damage: 10 1d5 Times
Maximum Pulses: 6
Grouping Range: +1 per 4

Range Penalty: -1 per hex
Fire Control: +4/+ /+1
Interc(;zfpt Rating:

Rate of Fire: 1 per 2 turns
Light Pulse Cannon
Class: Particle

Mode: Pulse

Damage: 8 1d5 Times
g/lammumRPuIses 61 4
rouping Range: + r
Ran p|Pgenaltyg 2 rp%ex
Fire Control: +3/+ /+4

Inter%efpt Rating:
Rate of Fire: 1 per turn

Disk Defense System

%ﬁ Fhise (special)
uise ial

Damage: 8

Ran

Penalty (max 2)
Fire

ntrol: =-/--/+4 @

Intercept Rating: n/a

Rate of Fire: 1 per turn
Special: Up to 6 shots at

fighters/shuttles per turn

Sensor Ghost System
Creates fake sensof ghosts.
eﬁates stealth, once
nullified, stealth may not
be reestablished. ACts as
+6 DEW vs all Ball- @
istic attacks. See Rules.




