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SPECS MANEUVERING COMBAT STATS
Class: Lt Combat Vsl || Turn Cost: 1/3 Speed Fwd/Aft Defense: 11
In Service: 1809 Turn Delay: 1/3 Speed Stb/Port Defense: 11
Point Value: 80 each ||Accel/Decel Cost: 1 Thrust ||Engine Efficiency: 1/1
Ram Factor: 25/30 Pivot Cost: 1 Thrust Extra Power: 0
HIT LOCATIONS Jump Delay: n/a Roll Cost: 1 Thrust Initiative Bonus: +6
s1 —182: Etructura
216 Pt Turn Cost 1 1 1 2 2 2 3 3 3 4 4 4
e Dot Defense Lasar TurnDelay 1 1 1 1 2 2 2 2 3 3 3 3
19:  Reactor
20:  Control
WEAPON DATA
SENSOR DATA SENSOR DATA CPlUir_ltLUEfEnSE Laser
Defensive EW [ | Defensive EW [ | Modes: Standard 204
Target #1 Target #1 gamag;: 1d110 2 cerh
ange renalty: - Er nex
Target #2 Target #2 Firegﬁuntrnl:tz-[l/+%/+0 ﬂ
Target #3 Target #3 Int Rating: -1 (-2 vs. ballistics)
Target #4 A Target #4 A Rate of Fire: 1 per turn
Target #5 Target #5 Intercept Laser
Target #6 Target #6 Gawle o O
| | Damage: 2d5+2
Range Penalty: -2 per hex m
Fire Control: +0/+0/+4
Int Rating: -1 (-3 vs. ballistics)
Rate of Fire: 1 per turn

SPECIAL NOTES
Agile Ship
Atmospheric Capable

ARMOR REFIT

System 1823 2137

Drive 3 4

Reactor 3 4

Sensors 3 4

Structure 3 4
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