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The Triad: Chaos: Devil
MANEUVERING
Turn Cost:	 1/3 Speed
Turn Delay: 1/3 Speed
Accel/Decel Cost: 2 Thrust
Pivot Cost: 3 Thrust
Roll Cost: 1 Thrust

SPECS
Class: Medium Ship
In Service: Primordial
Point Value: 1625
Ramming Factor: 100
Jump Delay: 8 Turns

Counter:   ____________

WEAPON DATA
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FORWARD

COMBAT STATS
Fwd/Aft Defense: 10
Stb/Port Defense: 12
Engine Efficiency: 3/1
Extra Power: +0
Initiative Bonus: +14
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AFT
PRIMARY

Thruster

C & C

Sensors

Engine

Jump Engine

Reactor

Self-Repair

Structure
Self-Repair

Plasma Driver

ICON RECOGNITION

Speed        1   2   3   4   5   6   7   8   9  10  11  12
Turn Cost    1   1   1   2   2   2   3   3   3   4   4   4
Turn Delay   1   1   1   2   2   2   3   3   3   4   4   4

SENSOR DATA
Defensive EW
Target #1
Target #2
Target #3
Target #4
Target #5
Target #6

Version 2: 2E/SF2
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SPECIAL NOTES
Gravitic Drive System
Atmospheric Capable
Advanced Sensors
Advanced Armor
Special Jump Drive
Agile Ship
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Spatial Cutter

Antimatter Wave
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FORWARD HITS
	 1-5:	 Retro Thrust
	 6-7:	 Antimatter Wave
	 8-10:	 Spatial Cutter
	 11:	 Plasma Driver
	 12-18:	 Structure
	 19-20:	 PRIMARY Hit

AFT HITS
	 1-6:	 Main Thrust
	 7-8:	 Self-Repair
	 9-13:	 Jump Engine
	 14-18:	 Structure
	 19-20:	 PRIMARY Hit

PRIMARY HITS
	 1-9:	 Port/Stb Thrust
	 10-13:	 Structure Self-Repair
	 14-15:	 Sensors
	 16-17:	Engine
	 18-19:	 Reactor
	 20:	 C & C
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Spatial Cutter
Class: Gravitic
Modes: Raking (15)
Damage: 8d10+20
Maximum Range (Waveform):
  12 hexes
Range Penalty: -1 per 4 hexes
Fire Control: +7/+3/-2
Intercept Rating: -8
Rate of Fire: 1 per turn
Special: Rips a (Hyperspace)
Waveform from vessel's hex to
target's hex which lasts for the
entire following turn.  First One 
vessels suffer terrain damage
as normal, young races take
double damage.  Non-
interceptable.  May be used to 
intercept non-interceptable 
weapons. See rules.

6Plasma Driver
Class: Plasma
Mode: Pulse
Damage: 22 1d3 Times
   (-1 per 2)
Max Pulses: 5
Grouping Range: +1 per 3
Range Penalty: -1 per 2 hexes
Fire Control: +3/+4/+6
Intercept Rating: -2
Rate of Fire: 1 per turn
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Antimatter Wave
Class: Antimatter
Modes: Flash
Damage: 5X+10
Maximum X: 25
Range Penalty: -1 per 3
Fire Control: +5/+5/+5
Intercept Rating: n/a
Rate of Fire: 1 per turn
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