Version Rom-1

SPECS
In Service: 2276

Ramming Factor:

Turn Cost

Class: Lt Combat Vsl
Point Value: 350 each

Jump Delay: 48 turns

ISABlue Star Personal Transport

MANEUVERING
Turn Cost: 1/ 4 Speed
Turn Delay: 1/ 4 Speed
Accel/Decel Cost: 1 Thrust

35 ||Pivot Cost: 1 Thrust
Roll Cost: 1 Thrust

COMBAT STATS
Fwd/Aft Defense: 10 (9)

Engine Efficiency: 1/1
Extra Power: O
Initiative Bonus: + 15

Sth/Port Defense: 11 (10)

Light Molecular Pulsar
Class: Molecular

Mode: Pulse

Damage: 8 1d5 Times
Maximum Pulses: 7

Grouping Range: +1 per 3
Range Penalty: -2 per hex
Fire Control: +3/+4/+4
Intercept Rating: -2

Rate of Fire: 1 per turn
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BABYLON 5 WARS by AGENTS OF GAMING
PERMISSION GRANTED TO DO WHATEVER YOU WISH WITH IT

Ship (Re-)Design by Roman A. PERNER



