Name: Counter:

Melnorme Trader

SPECS MANEUVERING COMBAT STATS WEAPON DATA
Class: Capital Ship Turn Cost: 1x Speed Fwd/Aft Defense: 14 SOW%r ?Ilaster
In Service: SC2 Turn Delay: 4/3 Speed Stb/Port Defense: 14 ass: rartice
Point Value: 1000 Accel/ Dec)t/al Cost: g Thrust [|Engine Efficiency: 3/1 Range Penalty: -1 per 3 hexes
Ramming Factor: 200 |[Pivot Cost: 2+2 Thrust Extra Power: +4 Eﬂrggg ’glt(z)i?]%:ard @ ﬁ
Jump Delay: 12 Turns ||Roll Cost: 3+3 Thrust Initiative Bonus: +2 Damage: 1d10+9

5 6 7 8 9 10 11 Fire Control: +2/+2/-1

Turn Cost 1 2 3 4 5 6 7 8 9 10 11 12 Intercept‘Ra}ting: Special -2
FPE,RV\F{ARTI% HITS ||SPECIAL NOTES TurnDelay 2 3 4 6 7 8 10 11 12 14 15 16| |RateofFire Lpertum
-5: etro Thrust e ;
: Gravitic Drive System Blue Mode (2 Turn Charge):
6-7: P Blast ge)
8: Cg\rq’f%rsior?ngg HANGAR Mode: Standard

9-10: C 0 Fighters Damage: 2d10+15
11-18: Fgrr\%grd Structure S E N SO R DATA Thrust: 4 Fire Control: +4/+3/+0

: i i I_ g 2 Shuttles: Intercept Rating: Special -4
1920, PRIMARY At Defensive EW Armor: 3 Defense: 8/8 Rate oprire: 1 %erpZ turns
SIDE HITS Target #1 14 Requires 3 extra power

A

ég Eg;ggtb Thrust Target #2 I:l:l:l:l:l:l:l:l:l Purple Mode (3 Turn Charge):
10-18: Port/Stb Structure | | Target #3 M g 2 Cargo Shuttles: II\J/Iode: Rﬁzgﬂf (12)4
19:20: PRIMARY Hit Target #4 o o No Weapons Thrust: 3 Fi?g]%%%trol: E;/+3/+1
AFT HITS Target #5 Armor: 4 Defense: 10/10 | | Intercept Rating: Special -7
1-8: Rate of Fire: 1 per 3 turns

Main Thrust
9-10: Jump Drive Target #6

11-18: Aft Structure
19-20: PRIMARY Hit

Requires 5 extra power

O]

Red Mode (4 Turn Charge):

Mode: Raking (20)

Damage: 8d10+25

Fire Control: +6/+4/+2
Intercept Rating: Special -14
Rate of Fire: 1 per 3 turns
Requires 9 extra power

PRIMARY HITS
1-8:  Primary Structure
9-10: Sensors

11-12: Engine
13-15: Hangar
16-18: Reactor
19-20: C&C

Pulse Mode:

Mode: Pulse

Damage: 15 1d3 times
Maximum Pulses: 4
Grouping Range: +1 per 4
Fire Control: +3/+3/+0
Intercept Rating: Special -2
Rate of Fire: 1 per 3 turns

@ Requires 5 extra power
8onfu|sion Ray
ass: Electromagnetic
FO RWAR D Mode: Special

Damage: n/a
Range Penalty: -1 per 3 hexes

Fire Control: +4/+3/--
Intercept Rating: n/a %
Rate of Fire: 1 per 3 turns
Special: Target suffers
following effects for the next
two turns:
Looses 2d6 power (roll once)
@ All gravitic or EM shields
are deactivated.

Each turn, begin pivot in a
PRIMARY random direction in the adjust

systems phase. If ship is
already pivoting, begin a roll
in addition to that pivot.
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ICON RECOGNITION
Thruster

C&cC

Sensors

STARBOARD

Engine

Reactor

Jump Engine

Hangar

Cargo
Power Blaster

Confusion Ray
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Designed by David Ainsworth



