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WEAPON DATA
Photon Cutter

Class: Laser

Mode: Raking

Damage: 3d10+6

Range Penalty: -1 per 3 hexes
Fire Control: +4/+3/--
Intercept Rating: n/a @
Rate of Fire: 1 per 2 turns
Special: Ignores Shields

SPECS
Class: Capital Ship

MANEUVERING
Turn Cost: 4/3 Speed

In Service: 2356 Turn Delay: 1x Speed
Point Value: 1325 Accel/Decel Cost: 4 Thrust
Ramming Factor: 525 || Pivot Cost: 646 Thrust
Jump Delay: 16 Turns || Roll Cost: 444 Thrust

COMBAT STATS
Fwd/Aft Defense: 15
Sth/Port Defense: 18
Engine Efficiency: 4/1
Extra Power: 0
Initiative Bonus: +0

Turn Cost

- o

FEIRWARD HITS | |SPECIAL NOTES | lrurn delay 1 2 3 5 L 7 8 9 10 311 12] [Minerva Cannon
Retro Thrust s Class: Laser
4 5 Main Thrust Limited Sensors g Range Penalty: -1 per hex
6: CCEW Pod Subs'pa[;g Drive Fire Control: +3/+3/+6
7-8:  Photon Cutter Intercept Rating: -2
9:  Minerva Cannon
10:  Particle Turret Anti-Fighter Mode
11-12: Hvy Particle Turret Mode: Standard
13-18: Forward Structure Damage: 1d10
18-20: PRIMARY Hit Rate of Fire: 3 per turn
SIDE HITS Anti-Ship Mode &
Port/Stb Thrust Mode: Raking (B)
5 CCEW Pod Damage: 3d10
G 7 Piranha Launcher Rate of Fire: 1 per turn
Flak Turret Special: Ignores Shields
9- 1[] Particle Turret H Particle T t
11-18: Port/Stb Structure Ea"l}’ article lurre
19-20: PRIMARY Hit Class: Farticle
Mode: Pulse
AFT HITS Damage: 9
Maximum Pulses: 2
Main Thrust Pulse G ing- 41 3
4 5 Aft Engine se Grouping: +1 per
8:  Jump Dri E@ Range Penalty: -1 per hex
: P Fire Control: +3/43/+4
7-8:  Photon Cutter "
9:  Minerva Cannon gt;amefp;hRgh]ng. _21
10-11: Flak Turret ate ol Tire: _ per rn
12:  Huy Particle Turret Particle Turret
13-18: Aft Structure Class: Particle
19-20: PRIMARY Hit Mode: Palse 6
PRIMAF{Y HITS Q g B
10 10 z Maximum Pulses: 3
Primary Structure @ Pulse Grouping: +1 per 3
lﬂ ” Main Thrust v ) 10 10 < Range Penalty: -3 per 2 hexes
1213 Flak Turrt 16 @ o o ® 18 Fire Contral: +3/45/+3
14:  Hvy Particle Turret Intercept Rating: -2
15-16: Sensors o | FORWARD 1] Rate of Fire: 1 per turn
17:  Primary Engine &3 Ej 4 m E g@
18-19: Reactor g g Flak Turret
20 C3C PRI MARY g Class: Particle
P Mode: Pulse (Raking vs Ships)
1 9 m 20 Damage: 1d6
22 Maximum Pulses: 5 @
Pulse Grouping: +1 per 1

E Range Penalty: -1 per hex

— Fire Control: +0/+0/43
Intercept Rating: -3 vs Ballistic
Rate of Fire: 1 per turn
Special: Does not breach

fighter shields
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SENSOR DATA q ®

Defensive EW |

Target #1

¥arget z% Piranha Launcher
Class: Proximity (Ballistic)

arget Modes: Standard
Target #4 Damage: 4d6 same hex or
2d6 one hex away

Target #35 Range Penalty: n/a

Tﬂl‘gﬂt #6 Max Range: 4 hexes
Fire Control: --/--/4+6
Intercept Rating: n/a

ICON RECOGNITION Rate of Fire: 1 per turn
Special: Targets one random

Q Thruster
@ csc

ﬂ Sensors
{:} Engine

[ Reactor

fighter in flight of attacker's
choice. Can also be fired at
end of ship's movement.

Then detonates during fighter
vs fighter combat instead.
Does not breach ftr shields.
Intercept applied as la modifier

base to hit
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pbcbrown@shaw.ca



