Name:

. Counter:

Regulatm Style Light Crusier

MANEUVERING

Turn Cost: 1 x Speed
Turn Delay: 2/3 Speed

COMBAT STATS
Fwd/ Aft Defense: 14
St/ Port Defense: 15
Engine Eficiency: 2/1

Bxtra Power:+0

Initiative Bonus: +0

Turn Del ay

FCRWARDHITS Jump Del
1-7:Retro Thiust
8-9:Light Laser Turret
10-11:EM Laser
12-18:Forward Structure
19-20:PRIMARY HIT
Forotad SENSCR DATA
8-9:Light Laser Turret [HB'ISIVE BEW I
10-11:Heavy EM Laser Tagd #1
12-18:Port/Stbd Thrust
19-20:PRIMARY HIT Target #2
PRIVIARY HTS Lyt s
1-7:Primary Strusture THQEI #4
8-9:Hangar
10-11:Jump Drive Tagd # 5
12-13:Main Thrust Target #6
14-15:Engines
16-17:Dead Sensors
18-19:Reactor
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HANGAR

6 Fghters
2 Shuttles: Thrust: 6

Armor: 2/1 Defense: 8/11
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EM Laser

Oass: + Laser

Modes: Raking @

Damage 4d10+16

Fenalty: -1 per 3 hexes

Fire Contral: +3/+2/-4
Interospt Rating: nfa

Rate of Fire: 1 per 4 turns [

Specid: +4 to criticals.

EM Laser
Oass: EM + Laser

Modes: Raki @

Esrnage3d1 +10

Range Fenalty: -1 per 2 hexes

Fre Cbntr%+3f:ff -3
nter ing: n/a
?ﬁ?ra 1per 3turns |
Special: +3 to criticals.

nght Laser Turret B

Qass: Laser + Partide
Dameos 306+
3 +
Range Fenalty: -1 per hex
Fire Contral: +2/+3/+4
Intercept Rating: -3
Rate of Fre: 1 per turn
Spedial: Maximum range
15 Hexes
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