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DESIGN BY TYREL LOHR
FireNebula.com

Species 8472 Hatchling
MANEUVERING
Turn Cost:	 1/3 Speed
Turn Delay: 0
Accel/Decel Cost: 1 Thrust
Pivot Cost: 1 Thrust
Roll Cost: 1 Thrust

SPECS
Class: Heavy Fighter
In Service: Ancient
Point Value: 90 each
Ramming Factor: 21
Jinking Limit: 6 Lvls

COMBAT STATS
Fwd/Aft Defense: 10
Stb/Port Defense: 10
Free Thrust: 12
Offensive Bonus: +5
Initiative Bonus: +18

WEAPON DATA

Version 1: 2E/ST
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ARMOR

Weak Defender Gun
Number of Guns: 1
Class: Electromagnetic
Damage: 1d6+6
Range Penalty: -2 per hex
Fire Control: n/a
Intercept Rating: -3
Rate of Fire: 2 per turn
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SPECIAL NOTES
Advanced Armor
Gravitic Drive System
EM Shield: Factor 1

SPECIAL DEPLOYMENT
Species 8472 hatchlings do not require
carriers or hangar space to be deployed.
Instead they attach to the sides of their
mothership. Each Species 8472 ship
can transport one flight of hatchlings
per outer section. The hatchlings
launch/land as if they were launching
or docking with a catapult.

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


