Name: ~ Counter:

Kel Hound Chitsu Gunship

OOMBAT STATS ;ﬁff { tfj"c-;&j =¥
Fwd/ Aft Defense: 14

In Ser\nce 2452 > Sth/Port Defense: 17 ¥ - , -
Point Value: 780 Engine Efficiency: 3/1 e P
Bxtra Power: 4 Wars
Initiative Bonus: +7
FCRWARDHITS
1-4:Retre Thrust
S:Zap-S:L La‘:;r VVEAF{N DATA
6-7:Class-L Missile Rack
8-9:Auto-Aiming Laser gagsmatlt L%H
10:Gigawatt Laser Modes: Sustained @
11:Fuel Cell W Bd10+12
12-18:Forward Structure Fh'tgeFE‘lalty 1 hex
19-20:PRTMARY HIT Hret’.bntrd.+3f+§’r2
AFT Intercept Rating: nfa
1—5:Mau!_'|FLI-IL:§ Rate of Fire: 1 per 2 turns —'
6-7:Zap-Sat Laser oo
8-9:Ault0-Aiming Laser OaSS'L M'Sslle Raj(
10-11:Fuel Cell Qass: Bgnsnc
Missiles: 20

Range Penalty: None i
Fire Control: +3/+3/+3 [

12-18:Aft Structure
19-20:PRIMARY TTIT

Rate of Fire: 1 per 2 turns

Auto-Aiming Laser
Class: Laser

Modes: Pulse

Damage: 12 1d5 times
Maximum Pulses: 6

Pulse Grouping: +1 per 4
Range Penalty: -1 per hex §}
Fire Contral: +3/4+3/40 |
Intercept Rating: -1

Rate of Fire: 1 per 2 turns

PRIMARY HITS
1-7:Primary Structure
R-9:Tlangar

10-11:Jump Lngine
12-13:Port/Sthd Thrust
14-15:Engines
16-17:Sensors

18-19:Fuel Cell

20:C&C

SPECIAL NOTES Gzaf*. Sat Laser
ass: Laser
Fucl Cell Reactors Modes: Standard
Damage: 1d10+6

Range Fenalty: -2 per hex
Fre Contra: +3/+4/+5
Intercept Rating: -3
Rate of Fire: 2 per turn
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