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SPECIAL NOTES
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2ND EDITION

WEAPON DATA

Mega Plasma Thrower
Class: Plasma

Modes: Standard

Dmg: 5d10+18 (-1 per 3 hexes)
Range Penalty: -1 per 3 hexes
Fire Control: +6/+2/-5
Intercept Rating; n/a
Cooldown Period: O Turns

Heavg Plasma Thrower
Class: Plasma

Modes: Standard

Dmg: 4d10+12 (-1 per 3 hexes)
Range Penalty: -1 per 3 hexes
Fire Control: +5/+3/-3 @

Intercept Rating: n/a
Cooldown Period: O Turns
Advanced Ranged Fuser
Class: Plasma @
Modes: Standard

Dmg: 2d10+4 (-1 per 3 hexes)
Range Penalty: -1 per 2 hexes
Fire Control: +3/+3/+3
Intercept Rating: n/a
Cooldown Period: O Turns

DOUBLE POWER

Dmg: 4d10+8 (-1 per 3 hexes)
Range Penalty: -1 per 3 hexes
Fire Control: +5/+2/+0
Intercept Rating: n/a
Cooldown Period: 1 Turn

TRIPLE POWER

Dmg: 6d10+12 (-1 per 4 hexes
Range Penalty: -1 per 4 hexes
Fire Control: +5/+2/-4
Intercept Rating: n/a
Cooldown Period: 2 Turns
Nucleid Burner
Class: Molecular
Modes: R (15), P O
Damage: 5d10+20
Range Penalty: -1 per 3 hexes
Fire Control: +8/+4/+0
Intercept Rating: n/a S
Cooldown Period: 1 Turn I
Special: Treats armor as
if it were two points lower.
Light Nucleid Burner
Class: Molecular
Modes: R (12), P ©
Damage: 2d10+20
Range Penalty: -1 per 2 hexes
Fire Control: +6/+4/+0
Intercept Rating: n/a <
Cooldown Period: O Turn, [~

1 Turn if fired more I

than once.
Special: Treats armor as if it
were two points lower. May fire
up to three times per turn.
Class N Missile Rack
Class: Ballistic @
Missiles: 8
Range Penalty: None (+10)
Fire Control: +3/+3/+3
Intercept Rating: n/a
Rate of Fire: 1 per 2 Turns
Special: Does not suffer from
magazine critical hits. Can hold
and fire only Nucleid Missiles.

Can be reloaded by using points
of self repair. See rules.

Nucleid Missile
Modes: Flash

Damage: 36

Max Range: 20 Hexes
Fire Control: +3/+1/+1
Intercept Rating: n/a
Special: Treats armor as
if it were two points lower.

Plasma Defense Array
Class: Plasma

Modes: Standard

Dmg: 2d10+3 (-1 per 2 hexes)
Range Penalty: -1 per 2 hexes
Fire Control: +3/+3/+3
Intercept Rating: -3

Cooldown Period: O Turns
Special: May fire up to three
shots per turn. Each shot costs
2 points of power.
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