
Shadow Light Fighters
MANEUVERING
Turn Cost:	 1/4 Speed
Turn Delay: 0
Accel/Decel Cost: 1 Thrust
Pivot Cost: 1 Thrust
Roll Cost: 1 Thrust

Flight Level Combat
5 or more above = 0 Hit
3-4 above = 1/6 Hit
1-2 above = 1/3 Hit
0-2 below = 1/2 Hit
3-4 below = 2/3 Hit
5-6 below = 5/6 Hit
7 or more below = All Hit
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SPECS
Class: Light Fighters
In Service: Primoridal
Point Value: 125 each
Ramming Factor: 25
Jinking Limit: 10 Levels

COMBAT STATS
Fwd/Aft Defense: 5
Stb/Port Defense: 5
Free Thrust: 15
Offensive Bonus: +10
Initiative Bonus: +22
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ARMOR
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SPECIAL NOTES
Advanced Armor
Bio-Drive System
Cannot Drop Out
Primordial Shadow Ship

ENERGY DIFFUSER
Each fighter has one
diffuser with 2 tendrils.
Each tendril can absorb
two hits. One point per 
fighter can be emptied 
each turn.
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WEAPON DATA

Ultra Lt Multiphased Cutter
Number of Guns: 2
Class: Molecular
Mode: Standard
Damage: 2d6+4
Range Penalty: -2 per hex
Fire Control: N/A
Rate of Fire: 1 per turn

Ftr #1

Diffusers
Ftr Destroyed

Ftr #2 Ftr #3 Ftr #4 Ftr #5 Ftr #6

Fl
ig

ht
 #

3

Diffusers
Ftr Destroyed

Ftr #1 Ftr #2 Ftr #3 Ftr #4 Ftr #5 Ftr #6

Fl
ig

ht
 #

4

Initiative Speed Thrust Used Jinking Notes Initiative Speed Thrust Used Jinking Notes

Ftr #1

Diffusers
Ftr Destroyed

Ftr #2 Ftr #3 Ftr #4 Ftr #5 Ftr #6

Fl
ig

ht
 #

5

Diffusers
Ftr Destroyed

Ftr #1 Ftr #2 Ftr #3 Ftr #4 Ftr #5 Ftr #6

Fl
ig

ht
 #

6

Initiative Speed Thrust Used Jinking Notes Initiative Speed Thrust Used Jinking Notes

Ftr #1

Diffusers
Ftr Destroyed

Ftr #2 Ftr #3 Ftr #4 Ftr #5 Ftr #6

Fl
ig

ht
 #

7

Diffusers
Ftr Destroyed

Ftr #1 Ftr #2 Ftr #3 Ftr #4 Ftr #5 Ftr #6

Fl
ig

ht
 #

8

Initiative Speed Thrust Used Jinking Notes Initiative Speed Thrust Used Jinking Notes


