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WEAPON DATA

Energy Beam

SPECS
Class: L

CVv

In Service: 2357
Point Value: 180
Ramming Factor: 19

MANEUVERING
Turn Cost:1/4 Speed
Turn Delay: 1/4 Speed

Pivot Cost: 1 Thrust

Jump Delay: 14 Turns || Roll Cost: 1 Thrust

Accel/Decel Cost: 1Thrust

COMBAT STATS
Fwd/Aft Defense: 11
Stb/Port Defense: 12
Engine Efficiency: 1/1
Extra Power: 0
Initiative Bonus: +15

Class: Energy

Modes: Standard
Damage: 2d10+2

Range Penalty: -1 per 3 hex
Fire Control: +3/+3/+3
Intercept Rating: na

Rate of Fire: 1 per turn

Type 1 Missile

Class: Ballistic
Modes: Standard
Damage: 20

Range Penalty: None

Speed 123 4567 8 910 11 12
urn Cos
TunDelay 1 1 11 2 2 2 2 3 3 3 3
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Defensive Energy Screen
Projector
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Max Range: 15 Hexes
Fire Control: +4/+4/+4
Intercept Rating: na

Rate of Fire: 1 per turn

Type 2 Missile

Class: Ballistic

Modes: Standard
Damage: 6 C&C Damage
Range Penalty: None
Max Range: 15 Hexes
Fire Control: +3/+3/+3
Intercept Rating: na

Rate of Fire: 1 per turn

Type 3 Missile

Class: Ballistic

Modes: Standard
Damage: 3 DES Damage
Range Penalty: None

MARINE RAIDER Fra Contol: +2h51es
SQUADS Intercept Rating: na
| Rate of Fire: 1 per turn
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