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I Pilot I
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

EEEN Gunner I
Missile Launcher
(360°)

Lock-on <
1T
1T

Decoys: (111
P-D: 1-6 (4)
Dmg Con: 1-4
Tons: 725

DAMAGE TRACK

I Gunner I
2 Meld Lasers
(RAL) (FAL) (F)

(FAGR) (RAR)

To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

103

K]

X
HES©:

(o] = [=][3]

BPV

Hostile Takeover

: 103

BPV

N Pilot NN BN Crew IH
1 Impulsegun (F) PILOT
To Hit: 2D8+ Plt:

Damage: High Gnr:
Range: 3/8/10
GUNNER
Gnr:

Tight Turn Cost:

+3

IS Gunner IR
Missile Launcher
(360°)

Lock-on <
NEREN|
NEREN|

I Gunner I
2 Meld Lasers
(RAL) (FAL) (F)

(FQR) (RAR)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

Decoys: (111
P-D: 1-6 (4)
Dmg Con: 1-4
Tons: 725

DAMAGE TRACK

K]

(] = [=][&]

K
HES®:
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I criTicAL HiTs I

2 —

Pilot killed. Agnimay not move
or fire the pilot's weapons.
Defensive Value is reduced to 5.
Engines sputter. Drive reduced
to 5 until after next turn.
Turret damaged. Meld Laser’s
firing arcs reduced to FQL, F,
FGR.

Electronic Warfare hit. Agni
may no longer jam torps.
Defensive Value reduced by 2.
Targeter damaged. Reduce
Meld Laser's To Hit by 2.
Minor damage. Mark off 1D4
additional hits.

Impulsegun damaged. Reduce
Impulsegun's To Hit by 2.

Hull cracks. Mark off 1D6
additional hits

Screens hit. Reduce Defensive
Value by 3.

Gunner killed. Gunner's
weapons may not fire.

Reactor hit. Agni passes from
this life.

Il ivipuLseEGUN SPECSI

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

Il MELD LASER SPECS [l

Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-18 hexes.
Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.




Il Gunner A lN
1 Disruptorgun
(BRGL) (BFQL) (F)
To Hit: 2D8+
Damage: Medium§
1/2/3-6

Missile
Launcher

goooo
goooo
goooo
goooo

M Torp Crew G H
2 Torpedo Tubes
(BFQL)

O P-DB: 1-7
FRONT LEFT QUARTER DAMAGE TRACK
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Il Gunner C N
1 Disruptorgun
(SFQL) (SRAL) (R)
To Hit: 2D8+
Damage: Medium§
1/2/36

I Gunner C N
Missile
Launcher
(SFQL) (SRAL) (R)
Lock-on <
ooood
ooood
ooood
ooood

Il Gunner A Il

(BRGAL) (BFQL) (F)
Lock-on < ___

Defensive Value

Drive:[4 |

Turn Cost: 4

HE Gunner E I
6 Pulse Lasers
(SFAL) (SRAL) (R)
(SRQAR]) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
1-3/4-8/10

Il Gunner B Il
1 Disruptorgun
(F) (BFGR) (BRAR)
To Hit: 2D8+
Damage: Medium§
1/2/3-6

Il Gunner B
Missile
Launcher
(F) (BFQR) (BRAR)
Lock-on <
ooood
ooood
ooood
ooood

M Torp Crew F I
2 Torpedo Tubes
RI2]
(BFGR)

O P-DB: 1-7

Il Crew N
CAPTAIN

GUNNER A
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GUNNER B
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GUNNERC
Gnr:
GUNNER D
Gnr:
GUNNER E
Gnr:

T CREW F
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T CREW G

FRONT RIGHT QUARTER Gnr:
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BN Gunner D HIR
1 Disruptorgun
(R) (SRAR) (SFQAR)
To Hit: 2D8+
Damage: Medium§
1/2/3-6

I Gunner D HN
Missile
Launcher
(R) (SRAR) (SFQR)
Lock-on <
OooOooo
OooOooo
OooOooo
OooOooo

N BPV

1886, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



FRONT LEFT

-

2— Electronic Warfare gone. Aosho may no longer
jam torps. Reduce Defensive Value by 2.

3— Port torpedo room explosion. Torpedo room
loses 1 crew and 2 torpedoes.

4— Fighter bay hit. Roll on Fighter Bay Hit Table.

5— Torpedo Room loses power. No torpedoes may
be launched until after next turn. All of the
Aosho’s DXH torps detonate.

6— Buckled armor. Reduce Damage Reduction by
1.

7— Disruptorgun A loses power. \Weapon may not
fire next turn.

8— Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

9— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

10— Gunner A killed. This gunner’s weapons may
not be fired.

11— Bridge hit! Bridge crew is stunned. Aosho
may not move next turn.

12— Major structural damage. Take 15 more hits
on this track.

REAR LEFT

-

2— Bridge hit! The captain is killed. Aosho may no
longer use Captain die.

3— Major structural damage. Take 10 more hits
on this damage track.

4— Bulkhead collapse. Take 5 more hits on this
track.

5— Disruptorgun C damaged. \Weapon suffers
-2 penalty to hit.

6— Fighter bay hit. Roll on Fighter Bay Hit Table.

7— Missile Launcher C malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Power coupling severed. No weapons may be
fired next turn.

10— Gunner C killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is no longer available.

12— Reactor hit. Aosho becomes a gaseous cloud.

AOSHO

Bow Torpedo
Magazine

Mk. 20
(ITT]
(ITT]
(ITT]
CLIT]
CLIT]

Mk. 10 Mk. 100

HHHHH
HHHHH

I Fighter Bay 1
400-ton Fighter
O ID:

Type:

I Fighter Bay 2
400-ton Fighter
0 ID:

Type:

Electronics Bridge
Jam: 1-2 on 1D4 Captain:
TOC: None
N Fighter Bay SHIEEE | M Fighter Bay 4
400-+ton Fighter 400-ton Fighter
0o (2 ID: 0o 2 ID:
Type: Type:
I Fighter Bay SHEEEEE | M Fighter Bay 6
400-ton Fighter 400-ton Fighter
0 ID: 0 ID:
Type: Type:

Engineering
Damage Control 1-6
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CRITICAL HITS
2— Electronic Warfare gone. Aosho may no longer
jam torps. Reduce Defensive Value by 2.
3— Starboard torpedo room explosion. Torpedo
room loses 1 crew and 2 torpedoes.
4— Fighter bay hit. Roll on Fighter Bay Hit Table.
5— Torpedo Room loses power. No torpedoes may

be launched until after next turn. All of the
Aosho’s DXH torps detonate.

6— Buckled armor. Reduce Damage Reduction by
1.

7— Disruptorgun B loses power. \Weapon may not
fire next turn.

8— Missile Launcher B malfunction. Lose 1D10
Remaining missiles.

9— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

10— Gunner B killed. This gunner’s weapons may
not be fired.

11— Bridge hit! Bridge crew is stunned. Aosho
may not move next turn.

12— Major structural damage. Take 15 more hits
on this track.

REAR RIGHT

- CRITICAL HITS -

2— Bridge hit! The captain is killed. Aosho may no
longer use Captain die.

3— Major structural damage. Take 10 more hits
on this damage track.

4— Bulkhead collapse. Take 5 more hits on this
track.

5— Disruptorgun D damaged. \Weapon suffers
-2 penalty to hit.

6— Fighter bay hit. Roll on Fighter Bay Hit Table.

7— Missile Launcher D malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Power coupling severed. No weapons may be
fired next turn.

10— Gunner D killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is no longer available.

12— Reactor hit. Aosho becomes a gaseous cloud.




N TPVEEE

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ADB+1
Damage: Medium+2
Range: 2/6/10

RONT DAMAGE TRACK

LEFT SIDE DAMAGE TRACK

X

Ly
(’QQ

ol

1

E

X

>

XX

\’\@é\

Decoys: D
LP-D: 1-3 (3)
|Dmg Con: 1-2

| Tons: 1450

&

(F)

Defensive Value
9

ENCrew N
PILOT

Pit:

Gnr:

Luck:
GUNNER
Gnr:

RIGHT SIDE DAMAGE TRACK

KIS

D>

E]

Drive:
(R)
Tight Turn Cost:

+4

&

XX

I Gunner I
2 Splatterguns
(FQL) (RGL) (R)

(RGR) (FAR)

To Hit: 2D6+ADB+1

Damage: Medium+2

Range: 2/6/10

]

REAR DAMAGE TRACK

]

K [] [+]X

|
oEENG

X

- FRONT
CRITICAL HITS
2 — Pilot killed. Astra may not move or

fire pilot's splatterguns. Defensive
Vlalue drops ta 5.

3 — Pilot's Splattergun Targeter hit.
Reduce chance To Hit by 2.

4 — Point Defense hit. Reduce to 1-1
(1.

5— Structural damage. Take 5 more
hits on this track.

6 — Splatterguns lose power. Pilot's
Splattergun may not fire until after
next turn.

7 — Hull collapse. Take 1010 more
nits on this track.

B — Controls smashed. Astra may nat

mave. Defensive Yalue drops to 5.

Hostile Takeover

- LEFT SIDE
CRITICAL HITS

2 — Gunner killed. Gunner's
Splattergun may not fire.

3 — Gunner's Splatterguns destroyed.

4 — Screens penetrated. Reduce
Defensive Value by 2.

5 — Structural damage. Take S more
hits on this track.

6 — Maneuvering Thrusters hit. Astra
must make 1 left turn now.

7 — Electronic Warfare gone. Astra
cannot jam torps. Reduce
Defensive Value by 2.

8 — Pilot killed. AstraHauler may not

move or fire Pilot's weapan.
Defensive Value drops to 5.

- RIGHT SIDE
CRITICAL HITS

2 — Gunner killed. Gunner's
Splattergun may not fire.

3 — Gunner's Splatterguns destroyed.

4 — Screens penetrated. Reduce
Defensive Value by 2.

5 — Structural damage. Take 5 more
hits an this track.

6 — Maneuvering Thrusters hit. Astra
must make 1 right turn now.

7 — Electronic Warfare gone. Astra
cannot jam torps. Reduce
Defensive Value by 2.

8 — Pilot killed. AstraHauler may not

move or fire Pilot's weapon.
Defensive Value drops to 5.

-
CRITICAL HITS

2 — Gunner killed. Gunner's
Splatterguns may nat fire.

3 — Cargo Bay Ejector hit. Cargo bay
ejects,

4 — Engine sputters. Reduce Drive by
4 until after next turn.

5 — Hull Cracks. Take 10 mare hits on
this track.

6 — Maneuvering Thrusters hit. Astra
may not make tight turns.

7 — Engines hit. Reduce Drive by 3.

8 — Reactor hit. AstraHauler becomes

scrap metal.
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30 : 30 : 30

Missile Launcher (360°) Missile Launcher (360°) Missile Launcher (360°)
Lock-on < 6 Lock-on < 6 Lock-on < 6
Oooood ooodd Oooood ooodd Oooood ooodd
Oooood ooodd Oooood ooodd Oooood ooodd
Oooood ooodd Oooood ooodd Oooood ooodd
Oooood ooodd Oooood ooodd Oooood ooodd
Oooood ooodd Oooood ooodd Oooood ooodd
Oooood ooodd Oooood ooodd Oooood ooodd
Oooood ooodd Oooood ooodd Oooood ooodd
ooodod ooodod

Tons: 150 Tons: 150 Tons: 150

30
30
30

DAMAGE TRACK DAMAGE TRACK DAMAGE TRACK

U U U

BPV
BPV
BPV

— Reduce Pilot skill by 4, and lose 5 missiles.

Space Junk
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AVENGER

: 78

BPV

EEEE Pilot I
2 Meld Lasers (F)
To Hit: 2D8+2135+1

Damage: Medium+1

Drive:
(R)

Tight Turn Cost:

EEEE Gunner NN
1 EMP Beam (360°)
To Hit: 2D8+A0E
Damage: High/2x

Decoys: OO O
P-D: 14 (4)
Dmg Con: 1-6

DAMAGE TRACK

t [

w| t

: 78

BPV

N Pilot E—

2 Meld Lasers (F)
To Hit: 2D8+4 1312+
Damage: Medium+1

Drive:

(R]

EEEN Gunner NN
1 EMP Beam {BE':CF]
To Hit: 2D8+41112

Damage: Hig h/é o

DAMAGE TRACK

Tight Turn Cost:

| NN CRITICAL HITS I

Decays: DO O
P-D: 1-4 (4]
Dmg Con: 1-6

_

t [fal

w| t

T
*

2 — Crew killed. Vessel may
perform no further actions.

3 — Engines hit. Reduce Avenger's
DOrive by 5.

4 — Electranic Warfare knocked
out. Avenger may no longer
jam tarps. Reduce Defensive
Value by 2.

5 — Maneuver Thrusters dam-
aged. All turns, cost one extra
maovement paint to perform.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 — Meld Lasers damaged. Reduce
chance To Hit by 2.

8 — Torp Targeting offline. No
torpedoes may be fired until
after the next game turn.

9 — Hull breached. Reduce
Defensive Value by 3 and lose
two torps of the pilot's choice.

10 — Gunner killed. Gunner weapan
may no longer be fired.

11 — Pilot dazed. Avenger may not @
move or fire the Meld Lasers
until after the next game turn.
The gunner may still fire while
the pilat is dazed.

12 — Reactor hit. Avenger bursts
into fiery cloud and is gone.

EMELD LASER SPECSH

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Lang Range: 19—20hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

BEMP Beam SPECS: H

Short Range: 1-3hexes (+1 To Hit).

Medium Range:4-8 hexes.

Long Range:7-15 hexes (-1 To Hit).

1 |gnores Damage Reduction
Whenever doubles ar triples are
ralled on a hit, the target takes a
critical in addidion to ather
damage.

Target Speed Restriction: Target's

Drive value must be <14,
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BN Crew I
PILOT

Pl iieees T
Gnr: ........ 6

N Weapon AN
1 Splattergun
(360°)

To Hit: 3D6
Damage: Medium
Range: 2/6/10

Jam 104, 1-2 (10)
Decoys: —

PD: —

Dmg Con: —

Tons: 450

HEEN Weapon B N
Mine Sweeper
(360°)

To Hit: 2D8+1D6
Damage: High+1
Range: 2/5/6
Target SR <5

Bl Weapon CH
Missile
Launcher
(360°)
Lock-on < 6

Drive: @

BA'AL MAPTEACH |

HN Crew Il
PILOT

= | |
Gnr: ........ 6

I Weapon AN
1 Splattergun
(360°)

To Hit: 3D6
Damage: Medium
Range: 2/6/10

Jam 104, 1-2 (10)
Decoys: —

PD: —

Dmg Con: —

Tons: 450

N Weapon BN
Mine Sweeper
(360°)

To Hit: 2D8+1D6
Damage: High+1
Range: 2/5/6
Target SR< 5

Il Weapon CH
Missile
Launcher
(360°)
Lock-on < 6

BA'AL MAPTEACH |

N Weapon AN
1 Splattergun
(360°)

To Hit: 306
Damage: Medium
Range: 2/6/10

Jam 104, 1-2 (10)
Decoys: —

P-D: —

Dmg Con: —

Tons: 450

I \Weapon B N
Mine Sweeper
(360°)

To Hit: 2D8+1D6
Damage: High+1
Range: 2/5/6
Target SR < 5

Il Weapon CH
Missile
Launcher
(360°)
Lock-on <6

(R

DAMAGE TRACK DAMAGE TRACK DAMAGE TRACK

— Reduce Pilot skill by 4, and destroy ane half of weapons
(round up). Randomly determine which weapons the satellite
loses. Consider torpeda launchers as weapons. If the
satellite loses a torpedo launcher, it loses half of its
remaining torpedoes.

Q'raj Void Protectorate



%
3
:

34 1.0. 1

BPV

EETPVER

34

I Weapon AN

Mine Sweeper
(360°)

To Hit: 2D8+1D6

Damage: High+1

Range: 2/5/6
Target SR < 5

Il Weapon BN
5 Pulse Lasers
(360°)

To Hit: 2D8+AD8+4
Damage: Low+4
Range: 3/9/10

DAMAGE TRACK

K

BA'AL MAPTEACH i

34 1.0. 1N

BPV

EETPVEE

34

I Weapon AN

Mine Sweeper
(360°)
To Hit: 2D8+1D6
Tons: 450

Damage: High+1

Range: 2/5/6
Target SR < 5

Il Weapon Bl
5 Pulse Lasers
(360°)

To Hit: 2D8+AD8+4
Damage: Low+4
Range: 3/9/10

DAMAGE TRACK

K

BA'AL MAPTEACH i

34 1.0. 1

BPV

EETPVEE

34

Il Weapon AN

Mine Sweeper
(360°)

To Hit: 2D8+1D6

Damage: High+1

Range: 2/5/6
Target SR < 5

Il Weapon BN
5 Pulse Lasers
(360°)

To Hit: 2D8+AD8+4
Damage: Low+4
Range: 3/9/10

DAMAGE TRACK

K

— Reduce Pilot skill by 4, and destroy one half of weapons
(round up). Randomly determine which weapons the satellite
loses. Consider torpedo launchers as weapons. If the
satellite loses a torpedo launcher, it loses half of its
remaining torpedoes.

Q'raj Void Protectorate
© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



"B [(=mTrvess I Pjlot M (S Pilot M BB Crow BE
m 4 Blatguns (F) Missile Launcher (F) PILOT
To Hit: 2D6+ +3 Lock-on < Plt:
u Damage: High+6 (MIIIIIIIO Gnr:
m Range: 4/10/1 5 (TIITITIT0
Target SR <13 GUNNER A
b Gnr:
m BN Gunner A B j BN Gunner B I gr']Jr'f'NE“ B
1 Plazgun (360°) 1 Plazgun (360°) GUNNER c
o To Hit: 2D6+ To Hit: 2D6+ G
Damage: All ¥ Damage: All ¥ Guﬁm
Range: 2/4/10 Range: 2/4/10 Ghr
b FRONT DAMAGE TRACK Decoys: OO
o
u U] @ P-D: 1-7 (6)
W ) Dmg Con: 1-8
m Tons: 1500
X @ w
I Gunner C I t @ T I Gunner D IR
4 Splatterguns 4 Splatterguns
(FGL) (RAL) W W (FGR) (RAR)
To Hit: 2D6+ADB+3 w X w X To Hit: 2DB+ADB+3
Damage: Medium+6 Damage: Medium+6
Range: 2/6/10 Range: 2/6/10
LEFT SIDE @ RIGHT SIDE
DAMAGE TRACK (R DAMAGE TRACK
0 Defensive Value O
Il Gunner CH > /,% I Gunner DN
Missile & 2 Missile
Launcher @ WS > @ W Launcher
FRLRAL) (R R |t | PK| |t t| PK| |t (FGR) (RGR) (R)
Lock-on < St @ @ ot Lock-on <
gooo t W t W good
gooo good
=z N
0000 LT ? § LT 0000
oooo T w - : = T Wl | oooo
0ooo t] K> t| [ oooo
X @ ¥
W t X Drive:[ 7] W t X
Tight Turn Cost:
t t t t
4
O t X " t X
-—
N
. REAR DAMAGE TRACK
'l - © X ORE %
o & t X X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Blatguns damaged. Penalize To Hit | 2 — Major structural damage. Take 5 | 2 — Major structural damage. Take 5 | 2 — Rear bulkhead collapse. Take 8
attempts by -2 and reduce Damage more hits on Left and Right more hits on Left and Right more hits on this Damage Track.
rating to High+2. Damage Tracks. Damage Tracks. 3 — Energy Cannon power interrupted.

3 — Plazgun B loses power. \Weapon 3 — Torp Targeter damaged. Notorps | 3 — Torp Targeter damaged. No torps No cannons may be fired until after
may not fire until after next turn. can be fired until after next game can be fired until after next game next turn.

4 — Too tough! No extra damage. turn. turn. 4 — Shields damaged. Reduce

5 — Too tough! No extra damage. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Defensive Value by 1.

6 — Plazgun A loses power. \Weapon Defensive Value by 1. Defensive Value by 1. 5 — Engine chokes. Drive reduced by 2
may not fire until after next turn. 5 — Too tough! No extra damage. 5 — Too tough! No extra damage. next turn.

7 — Pilot’s Missile Launcher 6 — Missile Launcher C hit. Lose 6 — Missile Launcher D hit. Lose 6 — Maneuver Thrusters hit. All turns
malfunctions. Lose 1D10 of 1D10 of remaining missiles. 1D10 of remaining missiles. cost 1 extra movement point to
remaining missiles. 7 — Minor structural damage. Take 3 | 7 — Minor structural damage. Take 3 perform.

8 — Pilot dazed. Betafort may not more hits on this Damage Track. more hits on this Damage Track. 7 — One random Gunner killed. His or
move nor fire Pilot's weapons until 8 — Electronic Warfare gone. Betafort | 8 — Electronic Warfare gone. Betafort her weapons may not be fired.
after next game turn. cannot jam torps. Reduce cannat jam torps. Reduce 8 — Reactor detonates. The mighty

Defensive Value by 2. Defensive Value by 2. Betafort passes into the void.

Reprinted in Operation: Dry Dock © 1990, 1995, 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



TPV EEE I Pilot I § BN Pilot I BN Crew IN
4 Blatguns (F) Missile Launcher (F) PILOT
To Hit: 2D6+ +3 Lock-on < Plt:
n Damage: High+6 (TITTIIII Gnr:
Range: 4/10/1 5 (TTIIIIIT
i Target SR <13 GUNNER A
Gnr:
Mk. 50§ [Mk. 10 NS Gunner A EEEEEN j [EEEEEN Gunner B N gr‘]’r'_‘"“E“ B
m Torps Torps 1 Plazgun (360°) 1 Plazgun (360°) GUNIH
] (1] To Hit: 2D6+ To Hit: 2D6+ )
m 0 N Damage: All ¥ Damage: All ¥ g:erl\m
u 0 T Range: 2/4/10 Range: 2/4/10 Gnr:
“ 0 mn GUNNER E
0 a8 FRONT DAMAGE TRACK Gnr:
= . ©
(24 w ©
O % @ w
EEN Gunner C I t T EEN Gunner D I
4 Splatterguns 4 Splatterguns
(FGL) (RGL) hd d (FGR) (RGR)
To Hit: 2DB+ADE+3 w X w X To Hit: 2DB+ADE+3
b Damage: Medium+6 Damage: Medium+6
u Range: 2/6/10 @ Range: 2/6/10
LEFT SIDE RIGHT SIDE
m DAMAGE TRACK (A DAMAGE TRACK
0 Defensive Value O B Gunner D
M Gunner CH 0\7 ‘00 Lg’ﬂﬁguzr
Missile  f |co) wi S v @ w | |(FGR) (RGR) (R)
Launcher Lock-on <
(FaL) (RaL) (R 1B L [PK] |t 6] PK| |t —
Lock-on < <5> t @ @ @ t ooon
. u[ufafs t w £ w g g g g
= o
| I BEmmE f o | ooon
(a] T wp ¥ = T Wl | oooo
. gooo
= Balalals 6] [ 6] [
% (R) % -_Gunner E
< Drive:[7] ~ Disruptorgun
Decoys: [0 hd t hd t (R)
b0 17 [E‘EI]:D t t Tight Turn Cost: t t To Hit: 2D8+
Dmé Con: 1-8 t X +4 t X Damage:
Tons: 1500 Medium §
2 @ Range: 1/2/6
f: REAR DAMAGE TRACK
2 & X ] |w K
o & t X X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Blatguns damaged. Penalize To Hit | 2 — Major structural damage. Take 5 | 2 — Major structural damage. Take 5 | 2 — Rear bulkhead collapse. Take 8
attempts by -2 and reduce Damage more hits on Left and Right more hits on Left and Right Damage more hits on this Damage Track.
rating to High+2. Damage Tracks. Tracks. 3— Energy Cannon power interrupted_

3 — Plazgun B loses power. \Weapon 3 — Torp Targeter damaged. No torps | 3 — Torp Targeter damaged. No torps No cannons may be fired until after
may nat fire until after next turn. can be fired until after next game can be fired until after next game next turn.

4 — Too tough! No extra damage. turn. turn. 4 — Shields damaged. Reduce

5 — Too tough! No extra damage. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Defensive Value by 1.

6 — Plazgun A loses power. Weapon Defensive Value by 1. Defensive Value by 1. 5 — Engine chokes. Drive reduced by 2
may not fire until after next turn. 5 — Too tough! No extra damage. 5 — Too tough! No extra damage. next turn.

7 — Pilot’s Missile Launcher malfunc- 6 — Missile Launcher C hit. Lose 6 — Missile Launcher D hit. Lose 6 — Maneuver Thrusters hit. All turns
tions. Lose 1010 of remaining 1D10 of remaining missiles. 1D10 of remaining missiles. cost 1 extra movement point to
missiles. 7 — Minor structural damage. Take 3 | 7 — Minor structural damage. Take 3 perform.

8 — Pilot dazed. Betafort may not move more hits on this Damage Track. more hits on this Damage Track. 7 — Gunner E killed. His or her
nor fire Pilot's weapons until after 8 — Electronic Warfare gone. Betafort | 8 — Electronic Warfare gone. Betafort weapons may not be fired.
next game turn. cannot jam torps. Reduce cannot jam torps. Reduce 8 — Reactor detonates.The mighty

Reprinted in Operation: Dry Dock

Defensive Value by 2.

© 1890, 1995, 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

Defensive Value by 2.

Betafort passes into the void.

10



< EEETPVEEE I Pilot NN | [ EEEEEN Pilot NN BN Croy BN
4 Blatguns (F) Missile Launcher (F) PILOT
b To Hit: 2D6+ADE+3 Lock-on < Plt:
u Damage: High+6 EEEEEEEEEE Gnr:
Range: 4/10/1 5 (TTIIIIIT
m Target SR <13 gUNNER A
nr:
) EEEEE Gunner A BEEEEN j [EEEEEN Gunner B EEEEE gr‘]’r'_‘"“E“ B
m 1 Plazgun (360°) 1 Plazgun (360°) N ——
L To Hit: 2D6+ To Hit: 2D6+ CUNNER C
Damage: All ¥ Damage: All ¥ GUNNER D
m Range: 2/4/10 Range: 2/4/10 Gnr:
b GUNNER E
m FRONT DAMAGE TRACK Gnr:
0 @
O w S
. X > w
I Gunner C N t @ T I Gunner D I
< 4 Splatterguns 4 Splatterguns
b (FQL) (RGL) w w (FGR) (RGR)
u To Hit: 2DB+ADB+3 w X w X To Hit: 2DB+ADB+3
Damage: Medium+6 Damage: Medium+6
m Range: 2/6/10 @ Range: 2/6/10
LEFT SIDE RIGHT SIDE

DAMAGE TRACK [_F] DAMAGE TRACK [ Gunner DM
0 Defensive Value O Missile
< = ~ 10 > Launcher
Gunner C S s @ (FAR) (RAR) (R)
I-Miss‘,i:e @ w| & | ﬁ,i > @ w Lock-on <
auncher et §
o) (ran) ¢ | LB PEL L E “’)1.' @ t| K|t 0ooo
Lock-on < Gt @ ¥ Gt nooo
0ooo t w {0 t w Juuy
[l |mmcunsg: Asucunulls:
O NNEEEE T Wl o & |7 W
- oooo e [ t| [ BN Gunner E HN
oooo % (R) % 2 Splatterguns
wl |tlX Drive:[ 7| wl |t|X T [T—]|'t-
Decoys: [0 o Hit.
mES| t t Tight Turn Cost t t 2D6+ +1
PD: 17 (6) :
Dmg Con: 1-8 t X _ +4 t X MDac:nagié
(@) Tons: 1500 edium
Y <3> Range: 2/6/10
N

REAR DAMAGE TRACK
0 & K B |w K
[+ t X X

BPV

- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Blatguns damaged. Penalize To Hit | 2 — Major structural damage. Take 5 | 2 — Major structural damage. Take 5 | 2 — Rear bulkhead collapse. Take 8
attempts by -2 and reduce Damage more hits on Left and Right more hits on Left and Right Damage more hits on this Damage Track.
rating to High+2. Damage Tracks. Tracks. 3— Energy Cannon power interrupted_

3 — Plazgun B loses power. \Weapon 3 — Torp Targeter damaged. No torps | 3 — Torp Targeter damaged. No torps No cannons may be fired until after
may nat fire until after next turn. can be fired until after next game can be fired until after next game next turn.

4 — Too tough! No extra damage. turn. turn. 4 — Shields damaged. Reduce

5 — Too tough! No extra damage. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Defensive Value by 1.

6 — Plazgun A loses power. Weapon Defensive Value by 1. Defensive Value by 1. 5 — Engine chokes. Drive reduced by 2
may nat fire until after next turn. 5 — Too tough! No extra damage. 5 — Too tough! No extra damage. next turn.

7 — Pilot’s Missile Launcher malfunc- 6 — Missile Launcher C hit. Lose 6 — Missile Launcher D hit. Lose 6 — Maneuver Thrusters hit. All turns
tions. Lose 1010 of remaining 1D10 of remaining missiles. 1D10 of remaining missiles. cost 1 extra movement point to
missiles. 7 — Minor structural damage. Take 3 | 7 — Minor structural damage. Take 3 perform.

8 — Pilot dazed. Betafort may not move more hits on this Damage Track. more hits on this Damage Track. 7 — Gunner E killed. His or her
nor fire Pilot's weapons until after 8 — Electronic Warfare gone. 8 — Electronic Warfare gone. Betafort weapans may not be fired.
next game turn. Betafort cannot jam torps. cannot jam torps. Reduce 8 — Reactor detonates.The mighty

Reduce Defensive Value by 2. Defensive Value by 2. Betafort passes into the void.
Reprinted in Operation: Dry Dock © 1890, 1995, 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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1o. Il

4 Blatguns (F) Hammerhead PILOT
z To Hit: 2D6+ADE+3 Missile Launcher (F) Plt:
Damage: High+6 Lock-on <____ Gnr:
m Range: 4/10/15 (OITTTTTTT -
m Target SR =13 (IITIII1TO GUNNER A
Gnr:
u Mk. 10 GUNNER B
DLT Gnr:
“ Torps
P ED Decoys: —
P-D: —
m (1] Dmg Con: 1-8
ED Tons: 1500
o ' FRONT DAMAGE TRACK
h (1] N @ Scanner: 1-8 (3)
W ) TOC: +1
}K w @ 9‘6
o t D wlt
LEFT SIDE @ RIGHT SIDE
DAMAGE TRACK (F) DAMAGE TRACK
0 Defensive Value O
Il Gunner A t 0\7 /,% t Il Gunner BN
Hammerhead Q& &) Hammerhead
Missile @ S & @ Missile
Launcher w K|t w K|t Launcher
(RQL) (FAL) (F) 5 @ @ ) (F) (FQR) (RGAR)
Lock-on < Lock-on <
0000 t [ t oooo
aafals Swit] | B 3 W] t B[a[als
0000 © & 0ooo
ooon t @ t @ Ooood
godno % w (R) %K w goog
: X orive:( 2, : X
% t g urn 0SC: % t
o X — X
©
.. REAR DAMAGE TRACK
'l S 2 S %
o © t X x X

FRONT

- CRITICAL HITS

2 —

3—

4—
5_—
65—

Blatguns damaged. Penalize To Hit
attempts by -2 and reduce Damage
rating to High+2.

TOC destroyed. Cannot use TOC
or Data Link.

Scanner hit. Reduce to 1-5 (1).
Too tough! No extra damage.
Scanner hit. May not be used until
end of next game turn.

Pilot’s Missile Launcher
malfunctions. Lose 1010 of
remaining missiles.

Pilot dazed. Betafort may not
move nor fire Pilot's weapons until
after next game turn.

Universal Night Watch

- LEFT SIDE

CRITICAL HITS

2 — Major structural damage. Take 5
more hits on Left and Right
Damage Tracks.

3 — Torp Targeter damaged. No torps
can be fired until after next game
turn.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Too tough! No extra damage.

6 — Missile Launcher A hit. Lose
1D10 of remaining missiles.

7 — Minor structural damage. Take 3
more hits on this Damage Track.

8 — Scanner Crew hit. Mark off one

crewmember.

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

2 —

3—

4—

5—
6 —

- RIGHT SIDE
CRITICAL HITS

Major structural damage. Take 5
more hits on Left and Right
Damage Tracks.

Torp Targeter damaged. No torps
can be fired until after next game
turn.

Shields damaged. Reduce
Defensive Value by 1.

Too tough! No extra damage.
Missile Launcher D hit. Lose
1D10 of remaining missiles.

Minor structural damage. Take 3
moare hits on this Damage Track.
Scanner Crew hit. Mark off one
crewmember.

REAR

- CRITICAL HITS

2 — Rear bulkhead collapse. Take 8
more hits on this Damage Track.

3 — Power interrupted. Blatguns, TOC
and Scanner may nat be used until
after next turn.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Engine chokes. Drive reduced by 2
next turn.

6 — Maneuver Thrusters hit. All turns
cost 1 extra movement point to
perfarm.

7 — One random Gunner killed. His or
her weapaons may not be fired.

8 — Reactor detonates. The mighty

Betafort passes into the vaid.
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Decoys: [
[mE|

I Pilot NN
2 Pulse Lasers (F)
To Hit: 2D8+
Damage: Low+1
Range: 3/9/10

ENCrew N
PILOT

Plt:

Gnr:

+2

GUNNER A

P-D: 1-7 (4)
Dmg Con: 1-6
Tons: 1045

Special Equipment

O Artificiance™
Targeting

Gnr:

Gnr:

GUNNER B

I Gunner A HEEEN
1 Disruptorgun (F)
To Hit: 2D8+ +1
Damage: Medium §

Range: 1/2/6

I Gunner A BN
Entropic Accelerator
(360°)

To Hit: 2D8+ +1
Damage: High Q
Range: 4/7/12
Target SR <12

gogd ood

~
<
&

Tight Turn Cost:

+3

I Gunner B I
1 Plazgun
(FQL) (F) (FAR)
To Hit: 2D6+ +1
Damage: All ¥
Range: 2/4/10

EEEN Gunner B I
2 Blatguns
(RAL) (R) (RAR)

To Hit: 2D6+ +2
Damage: High+2
Range: 4/10/15

Target SR <13

DAMAGE TRACK

]

o]
K

&

ASP Technocracy

: 118

BPV

Decoys: [
m

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+
Damage: Low+1
Range: 3/9/10

HN Crew N
PILOT

Plt:

Gnr:

+2

GUNNER A

P-D: 1-7 (4)
Dmg Con: 1-6
Tons: 1045

Special Equipment

O Artificiance™
Targeting

Gnr:

Gnr:

GUNNER B

I Gunner A I
1 Disruptorgun (F)
To Hit: 2D8+ +1
Damage: Medium §

Range: 1/2/6

I Gunner A BN
Entropic Accelerator
(360°)

To Hit: 2D8+ +1
Damage: High Q
Range: 4/7/12
Target SR <12

goo ooo

~
<
&

Tight Turn Cost:

+3

I Gunner B I
1 Plazgun
(FQL) (F) (FAR)
To Hit: 2D6+ +1
Damage: All ¥
Range: 2/4/10

I Gunner B I
2 Blatguns
(RAL) (R) (RAR)

To Hit: 2D6+ +2
Damage: High+2
Range: 4/10/15

Target SR <13

DAMAGE TRACK

]

2]
K

&

I criTicAL HiTs I

2 — Pilot killed. Binary may not
move, nor may Pilot's weapons
fire. DV drops to 5.

3 — Pulse Lasers destroyed.

4 — Compartment depressuriza-
tion. Gunner A killed instantly.

5 —  Artificiance™ short. All
weapons suffer -2 To Hit.

6 — Crystantium crack. Reduce
Damage Reduction to O.

7 —  Accelerator rotator hit.
Accelerator loses 360° arc.
Roll 106 to randomly determine
what arc weapon is stuck in for
remainder of encounter.

8 — Engine hit. Reduce Drive by 3.

9 — Disruptorgun Targeter
damaged. Moadify To Hit by -5.

10 — Gunner B killed. May nat fire
Gunner B's weapons.

11 — Splat jam. Splatterguns may
nat fire until after next turn.

12 — Hull fractured. Binary cracks

up into useless space junk.

|DISRUPTORGUN SPECSS]|

Short Range: 1 hexes (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If the target's Defensive Value has not been
reduced by a critical hit, add 1 to its Defensive

Value. Also, completely ignore the target's
Damage Reduction.

Bl PLAZGUN SPECS ¥l

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.

Long Range: 5-10 hexes (-1 To Hit).
¥ If the attack dice roll triples, the weapon mount
overloads and is destroyed. The target is not

affected.

I ENTROPIC @
ACCELERATOR SPECS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-7 hexes.

Long Range: 12 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

€ Does 1DB continuing damage per turn during
Warhead Launch Phase, until a 1 is rolled.
Damage Reduction applies.

© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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Decoys: [OI0J
m

P-D: —
Dmg Con: 1-6

I Pilot I
6 Splatterguns (F)
To Hit: 2D6+

Damage: Medium+10

Range: 2/6/10

ENCrew N
PILOT

Plt:

Gnr:

+5

GUNNER A
Gnr:

GUNNER B

Tons: 1000

BLACK WIDOW

~
§
&

Tight Turn Cost:

+3

To Hit: 2D6+

I Gunner A N I Gunner B I
6 Splatterguns (360°)
+5
Damage: Medium+10
Range: 2/6/10

6 Splatterguns (360°)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

DAMAGE TRACK

t

(=]

157

t

BPV

GamvE Turn Recorp TRack

BLACK WIDOW

: 157

BPV

Decoys: IO
m

PD: —
Dmg Con: 1-6

I Pilot NN
6 Splatterguns (F)
To Hit: 2DB6+

Damage: Medium+10

Range: 2/6/10

HN Crew N
PILOT

Plt:

Gnr:

+95

GUNNER A
Gnr:

Gnr:

GUNNER B

Tons: 1000

~
<
&

Tight Turn Cost:

+3

6 Splatterguns (360°)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

HE Gunner A I HE Gunner B I

6 Splatterguns (360°)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

DAMAGE TRACK

t

o]

t

17121314

5

6

/71819110

11

12

13114 15[ 16

17

18119 |20

Silent Death: Fighter Tactics Manual
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HITS N

2 —

10—

1M -

12—

Pilot killed. Black Widow may
not move or fire pilot weapons.
Reduce Defensive Value to 5.
Engines sputter momentarily.
Black Widow's Drive value is
reduced to 2 until after next
game turn.

Electronic Warfare knocked
out. Black Widow may no
longer jam torps. Reduce
Defensive Value by 3.
Splattergun Targeting
damaged. Reduce a random
Splattergun's chance To Hit by
4

Shields damaged. Reduce
Defensive Value by 4.

Gunner dazed. One random
gunner may not fire his weapon
until after the next game turn.
Gunner A killed. Gunner A's
Splatterguns may not fire.
Splattergun Power Feed
malfunctions. Reduce random
Splattergun's damage rating to
Low+5.

Gunner B killed. Gunner B's
Splatterguns may nat fire.
Torp load explosion. Take
1D12 more hits for each
remaining torp.

Massive structural collapse.
Black Widow buckles and
explodes.

B sPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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Decoys: [OI0J
m

P-D: 1-6 (4)
Dmg Con: 1-6

I Pilot NN
5 Pulse Lasers (F)
To Hit: 2D8+ +4 Plt:
Damage: Low+4
Range: 3/9/10

ENCrew N
PILOT

Gnr:

GUNNER A
Gnr:
GUNNER B

Tons: 1000

~
§
&

Tight Turn Cost:

+3

2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

5
Q
3
5
3
0
r

HEN Gunner B I
5 Pulse Lasers (360°)
To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

6 Splatterguns (360°)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

162

B Gunner AN ] M Gunner B I

Missile Launcher (360°)
Lock-on <

11T 111

11T 111

DAMAGE TRACK

w

t

W

BPV

GamvE Turn Recorp TRack

5
Q
3
5
3
0
-

: 162

BPV

Damage:

Range: 3/9/10

Decoys: IO
m

P-D: 1-6 (4)
Dmg Con: 1-6

I Pilot NN
5 Pulse Lasers (F)
To Hit: 2D8+ +4 Plt:

HN Crew N
PILOT
Low+4 Gnr:
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Gnr:
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GUNNER B

Tons: 1000
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Tight Turn Cost:

+3

2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

I Gunner B N
5 Pulse Lasers (360°)
To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

B Gunner AN ] M Gunner B I

6 Splatterguns (360°)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

Missile Launcher (360°)
Lock-on <
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I criTicAL HITS N

2 —

10—

1M -

12—

Pilot killed. Black Widow may
not move or fire pilot weapons.
Reduce Defensive Value to 5.
Engines sputter momentarily.
Black Widow's Drive value is
reduced to 2 until after next
game turn.

Electronic Warfare knocked
out. Black Widow may no
longer jam torps. Reduce
Defensive Value by 3.
Targeting damaged. Reduce a
random Gunner's chance To Hit
by 4.

Shields damaged. Reduce
Defensive Value by 4. Paint
Defense system is destroyed.
Gunner dazed. One random
gunner may not fire his weapons
until after the next game turn.
Gunner A killed. Gunner A's
weapons may nat fire.

Power Feed malfunctions.
Randomly Reduce Splattergun's
damage rating to Low+5, or
Pulse Lasers Damage to Low.
Gunner B killed. Gunner B's
weapons may not fire.

Torp load explosion. Take
1D12 mare hits for each
remaining torp.

Massive structural collapse.
Black Widow buckles and
explodes.

B sPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

B puLsE LASER SPECS i

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

15



BLIZZARD

Decoys: [0
P-D: —

Dmg Con: 1-2
Tons: 150

19

BPV:

I Pilot I
1 Disruptorgun (F)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

Drive:

(R)
AGE _TRACK

% 16 ‘14‘

w 5’1|t

Tight Turn Cost:

+3

BLIZZARD

Decoys: [T
P-D: —

Dmg Con: 1-2
Tons: 150

19

I Pilot IS
1 Disruptorgun (F)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

Drive:

(R)
DAMAGE TRACK

t [KoPk ] € [14]

"IDHB‘W a‘1|t

Reprinted in Operation: Dry Dock
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Tight Turn Cost:

+3

BLIZZARD

: 19

BPV:

BLIZZARD

: 19

BPV

Decoys: [0
P-D: —

Dmg Con: 1-2
Tons: 150

I Pilot I
1 Disruptorgun (F)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

Drive:

R)
AGE_TRACK

% 16 ‘14‘

w 5’1|t

Tight Turn Cost:

+3

Decoys: [T
P-D: —

Dmg Con: 1-2
Tons: 150

I Pilot I
1 Disruptorgun (F)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

Drive:

(R)
DAMAGE TRACK

t [KoPke] € [14]

"IDHB‘W a‘1|t

Tight Turn Cost:

+3

I criTicAaL HITS

P —

12 —

Pilot killed. Blizzard may
perform no further actions.
Defensive Value drops to 5.
Torp Loads jettison. Remove
any remaining torp loads.
Electronic Warfare knocked
out. Blizzard may no longer jam
torps. Reduce Defensive Value
by 3.

Major Structural Damage
inflicted. Blizzard takes 1D4
more hits.

Shields damaged. Reduce
Defensive Value by 2.
Disruptorgun Targeter hit.
Reduce chance To Hit by 1.
Evade Thrusters hit. Reduce
Defensive Value by 4.

Hull compromised. Reduce
Defensive Value by 5.

Engines damaged. Blizzard
reduced to a Drive value of 1.
Reduce Defensive Value by B.
Pilot dazed. Blizzard may not
move or fire until after the next
game turn.

Reactor hit. A blizzard of scrap
metal is all that's left.

B DISRUPTORGUN SPECS

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not
been reduced by a critical hit, add 1
to its Defensive Value. Also, com-
pletely ignore the target's Damage
Reduction when resolving a hit.
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NN Pilot I NN Pilot EEEE I criTicAL HiTs I
1 Splattergun (F) 1 Splattergun (F) 2 —  Pilot killed. Blizzard may
To Hit: 2D6B+ To Hit: 2D6+ - perform no further actions.
Damage: Medium Damage: Medium - Defensive Value drops to 5.
Range: 2/6/10 Range: 2/6/10 3 — Torp Loads jettison. Remave
any remaining torp loads.
4 —  Electronic Warfare knocked

out. Blizzard may no longer jam
torps. Reduce Defensive Value
by 3.

5 — Major Structural Damage
inflicted. Blizzard takes 1D4
more hits.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 — Splattergun Targeter hit.

o
o
N
N
- |
o
_
d

0.l  BLIZZARD I

5 - Tight Turn Cost: 5 - Tight Turn Cost: Reduce chance To Hit b\/ 2.
ppoye Drive: - EH Drive: - 8 — Evade Thrusters hit. Reduce
Dmg Con: 1-2 = — Dmg Con: 1-2 ) — Defensive Value by 4.
Lo | [Tons 190 Lo [ [Tons 150 9 —  Hull compromised. Reduce
. AGE TRACK . AGE TRACK Defensive Value by 5.
> K] £ ] > K] t e 10 — Engines damaged. Blizzard
% w s ’ 1 | t % w s ’ 1 | t reduced to a Drive value of 1.

Reduce Defensive Value by B.
11 — Pilot dazed. Blizzard may not
move or fire until after the next
I Pilot game turn.
1 Splattergun (F) 12 — Reactor hit. Albhzzard of scrap
To Hit: 2DB+ metal is all that's left.

I Pilot NN
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

Damage: Medium

Range: 2,/6,10 —|| | | @l sPLATTERGUN sPECS B

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-G hexes.
Long Range: 7-10 hexes (-1 To Hit).

0.l  BLIZZARD I
0.l  BLIZZARD I

Tight Turn Cost:

P-D: — Drive: +3

Dmg Con: 1-2 I

Tight Turn Cost:

P-D: — Drive: +3

Dmg Con: 1-2 -

Decoys: [T Decoys: [T

(R)
DAMAGE TRACK

t Kok € [14]

‘1o|‘9‘w a‘1|t

(R)
DAMAGE TRACK

t [KoPke] € [14]

‘1o|‘9‘w a‘1|t

Tons: 150 Tons: 150

18
18

BPV
BPV
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I Pilot H——
1 Plazgun (F)

To Hit: 2D6+
Damage: All ¥

o.Hl BLOOD HAWK

Decoys: [
P-D: 1-4[2]
Dmg Con: 1-4

(A)  Tight Turn Cost:
DAMAGE TRACK

[

e|Df [*

BPV: 4i

RER

4]

BN Pjlot HE—
1 Plazgun (F)

To Hit: 2D6+
Damage: All ¥

0.l BLOOD HAWK

Decoys: [
P-D: 1-4[2]
Dmg Con: 1-4

Drive:

(A)  Tight Turn Cost:

DAMAGE TRACK

[

el [*¥

BPV: 41

Dol [7]

4]

X

1o.lll BLOOD HAWK

: 41

BPV

o.Hl BLOOD HAWK

: 41

BPV
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BN Pilot H—
1 Plazgun (F)

To Hit: 2D6+
Damage: All ¥

Decoys: [
P-D: 1-4[2]
Dmg Con: 1-4

(A)  Tight Turn Cost:

DAMAGE TRACK

O

el [*¥

5

Dol [[7]

[4]

X

BN Pjlot HE—
1 Plazgun (F)

To Hit: 2D6+
Damage: All ¥

Decoys: [
P-D: 1-4[2]
Dmg Con: 1-4

Drive:

(A)  Tight Turn Cost:

DAMAGE TRACK

I CRITICAL HITS N

2 — Pilot killed. Blood Hawk may
nat perform any further
actions.

3 — Plazgun Targeter damaged.
\Weapons may not be fired until
after the next game turn.

4 — Electronic Warfare disabled.
Blood Hawk cannot jam
tracking torps. Reduce
Defensive Value by 5.

5 — Maneuver Thrusters hit. Blood
Hawk may no longer make tight
turns.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 — Plazgun damaged. Reduce
weapon's chance to hit by 2.

8 — Evade Thrusters hit. Reduce
Defensive Value by 3.

9 — Engines sputter. Blood Hawk
may only use 5 movement
paints next turn. Reduce
Defensive Value by 5 as well.

10 — Hull badly compromised.
Reduce Defensive Value by 7.

11 — Pilot dazed. Blood Hawk
cannot move or fire its
weapons until after the next
game turn.

12 — Reactor hit. Power generator
detonates. The Blood Hawk is
emphatically destroyed.

EENPLAZGUN SPECSHN

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.
Long Range: 5-10 hexes (-1 To Hit).

¥ If the Attack Dice roll triples, the
weapon mount overloads and is
destroyed. The target is not
affected.

O

el [¥

&

Dol [[7]

4]

X
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I Pilot I
2 Plexar Guns [F)

To Hit: 2D10+ADB+1
Damage: High+2 =
Range: 4/10/12

Target SR <14

I Pilot I
2 Plexar Guns [F)

To Hit: 2D10+ADB+1
Damage: High+2 ==
Range: 4/10/12

Target SR <14

I CRITICAL HITS I

2 — Pilot killed. Blood Hawk Il may
perform no further actions.
Defensive Value drops to 5.

3 —  Plexar Gun Targeter damaged.
Weapon may not be fired until
after next turn.

4 —  Electronic Warfare disabled.
Blood Hawk Il cannat jam
tracking torps. Reduce
Defensive Value by 5.

5 —  Maneuver Thrusters hit. Blood
Hawk Il may no longer make

Tight Turns.
B — Shields damaged. Reduce
Defensive Value by 2.
Decays: 0 O Do P Tight Turn Cost: 7 —  Plexar Gun damaged. Reduce

PD: 1-4 [2] Drive:

Dmg Con: 1-4
Tons: 160 [R]

DAMAGE TRACK

=

PD: 14 (2 s chance To Hit by 2.

g Con 1 Lo —3 8 — Evade Thrusters hit. Reduce

it " Defensive Value by 3.

DAMAGE TRACK _ 9—  Engines sputter. Blood Hawk
F,@ ¥ II's Drive drops to 5 until after
7 @ IlOJ )K [7] [ next turn. Reduce Defensive
= : Value by 5.

10 — Hull badly compramised.
Reduce Defensive Value by 7.

11 — Pilot dazed. Blood Hawk Il may
not move or fire until after next

39 1.0.Jl BLOOD HAWK I

epv: 30 .ol BLOOD HAWK II

BPV

B TPy | | | Pilot B

2 Plexar Guns (F) 2 Plexar Guns (F)

To Hit: 2D10+ADB+1 To Hit: 2D10+ADB+1 wen.
Damage: High+2 Damage: High+2 = 12 — Reactor hit. Power generator
Range: 4/10/12 Range: 4/10/12 detonates.

Target SR <14 Target SR <14

B PLEXAR GUN SPECS I

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-12 hexes (-1 To Hit).

s If the Attack Dice roll triples, reduce
the firing ship's defensive value by 2.

Target Speed Restriction: Target's drive
value must be <14,

Tight Turn Cost: Tight Turn Cost:

Decoys: 2D
P-D: 1-4 [2] Drive: -19

Dmg Con: 1-4 __ 43
Tons: 160 (R}

Decoys: 2 O
PD: 14 (2]
Dmig Con: 1-4 +3
Tons: 160 [R]

DAMAGE TRACK
x
D]k

39 1.0.]Jl1 BLOOD HAWK I

DAMAGE TRACK

S
QO EESE

epv: 39 1.0.Jl BLOOD HAWK I

BPV

Hostile Takeover
© 1996-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use. 19



Decoys: OO OO
P-D: 1-6 [B]
Dmg Con: 1-8

BORAX FREIGHTER

LEFT SIDE
DAMAGE TRACK

FRONT DAMAGE TRACK

@ | ¥

& X

®

(F)

©

\X

9

)
)
%

Defensive Value

10

Drive:

(R)

Tight Turn Cost:

+4

@

RIGHT SIDE
DAMAGE TRACK

REAR DAMAGE TRACK

S [ I [ [ (O] [kt |

G

fgba el

FRONT
TICAL HITS
2 —Pilot Killed. Borax may nat move.
| Defensive value drops to 3.
1 3 —Too tough! No extra damage.
1 4 —Decoy short. All decoys are destroyed
| 5 —Too tough! No extra damage.
| 6 —Controls lock up. Borax must move
| its full movernent in a straight line next
| turn.
| 7 —Life Support compromised. Unless
] Damage control is made in the next
two turns the crew of the Borax dies.
8 —Pilot dazed. Borax may nat move until
after next game turn,

LEFT SIDE
CRITICAL HITS
2 —Major structural damage. Take 2d4
more hits on Left and Right Damage
Tracks.

3 —Cargo Bay chain explosion. Mark off
all remaining C's on Left and Right
Darnage Tracks.

4 —Too tough! No extra damage.

5 —Too tough! No extra damage.

6 —Cargo Bay A implodes. Mark off all C's
on Left Damage Track.

7 —Defenses crippled. Barax may nat use
Point Defense against torps impacting
on the Left Damage Track.

8 —Electronic Warfare gone. Borax
cannat jam torps. Reduce Defensive
Value by 2 -

RIGHT SIDE
CRITICAL HITS

2 —Maijor structural damage. Take 2d4
more hits on Left and Right Damage
Tracks.

3 —Cargo Bay chain explosion. Mark off
all remaining C's an Left and Right
Damage Tracks.

4 —Too tough! No extra damage.

5 —Too tough! No extra damage.

& —Cargo Bay B implodes. Mark off all
C's on Right Damage Track.

7 —Defenses crippled. Borax may not
use Point Defense against tarps

8 —Electronic Warfare gone. Borax
cannat jam torps. Reduce Defensive

Value by 2

impacting on the Right Damage Track.

CRITICAL HITS

2 —Rear Bulkhead folds. Take 2d4 mare
hits to Rear Damage Track.

3 —Maneuver Thrusters hit. All turns
cost 1 extra mavement paint.

4 —Engine Chakes. For next turn only
Drive is reduced ta O and Defensive
Value drops to 5.

5 —Too tough! No extra damage.

& —Engine destroyed. Drive is reduced ta
0 and Defensive Value drops ta 5 as
the engine frees itself.

7 —Hyper-Drive collapse. Borax may not
engage Hyper-Drive.

8 —Reactor detonates. With a silent
flash the Borax Freighter and its cargo
become radioactive slag.




A T T e R

CRITICAL HITS

2 —Pilot Killed. Catastrophe may not
move. Defensive value drops to 5.

3 —Pilot Targeter damaged. All Pilot
Weapons are at -2 to hit.

4 —Point Defense glitch. Point Defense
spread drops to 1-5[-1].

5 —Front Armor peels off. Front Damage
Reduction drops to O.

6 —Gunner A Killed

7 —Shields damaged. Reduce Defensive
Value by 1.

8 —Pilot dazed. Catastrophe may not
move until after next game turn,

996 by Iron Crown Enterprises

CRITICAL HITS
2 —Major Structural damage. 2dB hits
on Left and Right Damage Tracks.

3 —EMP Ray or Beam B Damaged. Fire
as normal. If fired this vessel takes a
Critical Hit on Left Damage track.

4 —Maneuver Thrusters Stripped.
Catastrophe may no longer perform
tight turns. -1 Defensive Value.

5 —Torp Load jettison. Loose all
remaining torps.

6 —Gunner B Killed.

7 —Left Armor peels off. Left Damage
Reduction drops to O.

8 —Electronic Warfare gone. Catastro-

phe cannot jam torps. Reduce

Defensive Value by 2

CRITICAL HITS

2 —Major structural damage. 2d6 hits
on Left and Right Damage Tracks.

3 —EMP Ray or Beam C Damaged. Fire
as normal. If fired this vessel takes a
Critical Hit on Right Damage track.

4 —Maneuver Thrusters Stripped.
Catastrophe may no longer perform
tight turns. -1 Defensive Value.

5 —Torp Load jettison. Loose all
remaining torps.

& —Gunner C Killed.

7 —Right Armor peels off. Right Damage
Reduction drops to 0.

8 —Electronic Warfare gone. Catastro-

phe cannot jam torps. Reduce

Defensive Value by 2

u I Pilot I I Pilot NE— I Crew N
2 Pulse Lasers 1 Turbo Laser (F) PILOT
| ) To Hit: 2D8+A0E Plt:___
X To Hit: 2D8+A0E +1 Damage: High Gnr:
: n Damage: Low+1 P
| GUNNER A
. o s Gunner A BN Gnr:
- m 1 Missile Launcher I Pilot G:JI;IER =
| FQL)(F)(FQR 1 Tractor
: E.ockz[orf < ..._} Beam (F) Gnri______
Lock-on<— GUNNER C
Effect: Tow Gnr:
_ b FRONT DAMAGE TRACK
: o ¥ WI|T &
- Decoys: OO OO
' P-D: 1-6 [4] wis * DX
: Dmg Con: 1-6 Wi|t ><
LEFT SIDE \ _AF / RIGHT SIDE
DAMAGE TRACK Defonsive Valus 12 DAMAGE TRACK
L o , . 2 |
n' = Gunner B Em t .é’ «@ t EmGunner CHE
cd | 1 EMP Beam ¥ 1 EMP Beam
To Hit: 2DB+ADB i LSRR )
o Hit: + o Hit:
Damage:Hi/2x L% @ @ E] L% Damage:Hi/2u1
T T
. SwW 2 i W
BN Gunner B IN l: P 3 t = Gunner C
1 EMP Ray 1 EMP Ray
ErRaurFaL) x| T Drive: [][%|T (FI(RAR)(FAR)
To Hit: 2D8+ADB <:|> X wlt ® @ X = To Hit: L’.DB+AD
Damage:Med/2x t Tight Turn Cost: t Damage:Med/2%8
+4
>< s Gunner A EEER X
2 Meld Lasers
(F) (FGR) (FGL)
To Hit: 2D8+ADE+1
Damage: Medium +1
3
< REAR DAMAGE TRACK
r
2 - [ TUSIwle ] [ [ [ [ X [
g wiE] e x| [
m
FRONT LEFT SIDE RIGHT SIDE

- CRITICAL HITS-

2 —Heavy Structural Damage. Take 5
more hits to Rear, Left, and Right
Damage Tracks.

3 —Maneuver Thrusters hit. All turns
cost 1 extra movement point.

4 —Engine Stalls. Next turn only, reduce
Drive to O, drop Def. Value to 5.

5 —Random EMP cannon damaged. Fire
as normal. f fired, this vessel takes a
Critical Hit on Rear Damage track.

& —Engine destroyed. Reduce Drive ta 0.
Drop Def. Value to 5. Engine gone.

7 —Rear Bulkhead folds. Take 4 mare
hits to Rear Damage Track,

8 —Reactor detonates. With a brilliant

flash the Catastrophe is over.




I Gunner A R
Missile
Launcher
(BFQL) (F) (BFQR)
Lock-on <

ooood
ooood
ooooo Gunner A
ooood 2]

EEEN Gunner A I
2 Splatterguns
(BFQL) (F) (BFGR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

EEN Gun Crew | HINN
lon Cannon (F)
To Hit: 2D8+
Damage: All x 2
Range: 8/16/30
Target SR <7

EEEN Gunner B I
2 Splatterguns
(BFQL) (F) (BFQR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

I Gunner B Il
Missile
Launcher
(BFQL) (F) (BFQR)

Lock-on < __ Pit:

ubood GUNNER A
goooo Gnr:

uooog GUNNER B
goood Gnr:
GUNNER C
I Gunner D I Gnr:
Plaz Shell Cannon GUNNER D
(BFQL) (F) (BFAR) Gor: _
To Hit: 2D6+ y GUNNER E
Damage: All Gnr:

Range: 2/4/10 gUNNER F
nr:

GUNNER G

N Crew HN
CAPTAIN
Cpn:

PILOT

EEEN Gunner C I
Plaz Shell Cannon £/
(BFQL) (F) (BFQAR)

To Hit: 2DB6+ Ry
Damage: All
Range: 2/4/10

CETSHWAYO

O P-DB: 1-5
FRONT RIGHT QUARTER
DAMAGE TRACK

LD e [ ]
Ll T IRIw] [ [ 1] L]
o] (O (2] [ 1 [ [w] | oY s N ®v]
L e [x[e] | [w] | IXPK[ | | _ L]
L 12lefw] [ | (o] | [ ] IX] | Ly
LIl e T 11X

O P-DB: 1-5

FRONT RIGHT QUARTER Gnr:
DAMAGE TRACK

L ] [ ]

|
NS
L w] |
|
|

GUNNER H
Gnr:

CREW |
Gnr:

oLl 11| HEENEN
L [Rfw] ]|
[ A ] |

|
|
@ [XIE] | [w] |
|
|

EESH
[ R[]

w

||
||
||
||
2 lefw] | | 9] | L]
L

2 O A

0 P-DB: 1-5
REAR LEFT QUARTER DAMAGE TRACK

I T 7 A B I B ' I B

L L[ DK (2ol [defw] [ [ ] ] [F]
L L [wiel [2[Jel [ | | [X[wpk] | [X]e
L Ewl [T lef [ ][ [X

O P-DB: 1-5
REAR RIGHT QUARTER DAMAGE TRACK

LI L Ll L Blef [ [R]

L L[ DK [xlef [defw] [ [ ] ][]
|| [wiel [2[Jel | | | [X[wpx] | [X]e
L Eewl L] e [ ][ [X

Il Gunner E El J | Gunner E Turn Cost: 4 Gunner H
Missile H

N Gunner H N
Missile

Launcher
(SRAL) (R) (SRAR)
Lock-on <

goooo
goooo
goooo
goooo

575

BPV

I Gunner E I
2 Splatterguns
(SRAL) (R) (SRAR)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

I Gunner F I
Plaz Shell Cannon
(SFQL) (SRAL) (R)

To Hit: 2D6+
Damage: All ¥
Range: 2/4/10
oooo

I Gunner G IR
Plaz Shell Cannon £/
(R) (SRAR) (SFAR)

To Hit: 2D6+
Damage: All ¥
Range: 2/4/10
good

EEEN Gunner H I
2 Splatterguns
(SRAL) (R) (SRAR)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Launcher
(SRAL) (R) (SRAR)
Lock-on <

goooo
goooo
goooo
goooo

Yoka-Shan Warworld
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CRITICAL HITS

2 — ECM destroyed. Cetshwayo may no longer
jam torps.

3 — Capacitor malfunction. lon Cannon may not
fire until after next game turn.

4 — Splattergun jam. Gunner A's Splattergun

may not fire until after next game turn.

5 — TOC Room power flux. TOC bonus may not
be added next turn.

6 — lon Cannon control room hit. Lose 1D4 lon
Cannon crew.

7 — Splattergun destroyed. Gunner A's
Splattergun is destroyed.

8 — ECM malfunction. Cetshwayo may not
screen until after next game turn.

9 — Minor structural damage. Take 10 more

hits on this track

10 — Fighter Rack stressed. May not launch any
fighters until after next turn.

11 — Plaz Shell Cannon C hit. Cannon is de-
stroyed and gunner is killed.

12 — Bridge hit! Bridge crew is stunned.
Cetshwayo may not move until next turn and
may not add TOC bonus to initiative.

REAR LEFT

-

2 — Bridge hit! The captain is killed. Cetshwayo
may no longer use Captain die.

3 — TOC destroyed. Cetshwayo may no longer
add TOC bonus to initiative roll.

4 — Missile Rack hit. Lose 1D10 missiles from
Gunner E's rack.

5 — Engine hit. Reduce Drive by 2.

6 — Torpedo Defense damaged. Cetshwayo may
no longer jam torps.

7 — Fighter Bay hit. Roll on Fighter Bay Hit

Table.

8 — Gunner E killed. Gunner E's weapons may
not be fired.

9 — Shield Generator short. Cetshwayo's

Defensive Value is reduced by 6 until after
next game turn.

10 — Gunner F killed. Plaz Shell Cannon may not
be fired.

11 — Life support malfunction. 1D4 crew killed.

12 — Plasma Core meltdown. The Cetshwayo
briefly becomes a tiny sun and then is no

more.

Yoka-Shan Warworld

CETSHWAYO

Tons: 7000

BRQL
100 Ton
Fighter Rack

BRQR
100 Ton
Fighter Rack

Crew: Crew: [3]

Electronics
Jam: 1-2 on 1D4

ECM: 1-6 (3)

Bridge
Captain:
Pilot:

TOC: +2

Engineering
Damage Control:1-6

100 Ton
Fighter Bay

100 Ton
Fighter Bay

Crew: Crew:

FRONT RIGHT

- CRITICAL HITS -

2 —

10 —

11 —

12 —

ECM destroyed. Cetshwayo may no longer
jam torps.

Capacitor malfunction. lon Cannon may not
fire until after next game turn.

Splattergun jam. Gunner C's Splattergun
may not fire until after next game turn.

TOC Room power flux. TOC bonus may not
be added next turn.

lon Cannon control room hit. Lose 1D4 lon
Cannon crew.

Splattergun destroyed. Gunner C's
Splattergun is destroyed.

ECM malfunction. Cetshwayo may not
screen until after next game turn.

Minor structural damage. Take 10 more
hits on this track

Fighter Rack stressed. May not launch any
fighters until after next turn.

Plaz Shell Cannon D hit. Cannon is de-
stroyed and gunner is killed.

Bridge hit! Bridge crew is stunned.
Cetshwayo may not move until next turn and
may not add TOC bonus to initiative.

_
CRITICAL HITS

10 —

11—
12 —

Bridge hit! The captain is killed. Cetshwayo
may no longer use Captain die.

TOC destroyed. Cetshwayo may no longer
add TOC bonus to initiative roll.

Missile Rack hit. Lose 1D10 missiles from
Gunner H's rack.

Engine hit. Reduce Drive by 2.

Torpedo Defense damaged. Cetshwayo may
no longer jam torps.

Fighter Bay hit. Roll on Fighter Bay Hit
Table.

Gunner H killed. Gunner H's weapons may
not be fired.

Shield Generator short. Cetshwayo's
Defensive Value is reduced by 6 until after
next game turn.

Gunner G killed. Plaz Shell Cannon may not
be fired.

Life support malfunction. 1D4 crew killed.
Plasma Core meltdown. The Cetshwayo
briefly becomes a tiny sun and then is no

more.

© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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: 18

BPV

I Pilot I
1 Disruptorgun (F)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

I Pilot NN
Missile Launcher (F)
Lock-on <
aoood
aoood
aoood

I Pilot NN
Missile Launcher (F)
Lock-on <
aoood
aoood
aoood

&
3
&

Tight Turn Cost:

+3

Decoys: O
pP-D: —

Dmg Con: 1-2
Tons: 100

(R)

DAMAGE TRACK

O |

[7] w ek =] w[= ][ X

GamvE Turn Recorp TRack

%
)
s
=
e
O
-

: 18

BPV

I Pilot HEEEN
1 Disruptorgun (F)
To Hit: 2D8+
Damage: Medium §
Range:

1/2/6

I Pilot NN
Missile Launcher (F)
Lock-on <
aoodo
aoodo
aoodo

gogog
gogog
gogog

I Pilot I
Missile Launcher (F)
Lock-on <

Q>
3
&

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 100

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

O [ [ w Pkl [wl=]]X]

1

213|456

/71819110

11

12

13114 15[ 16

17

18118

20

Silent Death: Fighter Tactics Manual
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I criTicAL HITs I

2 —

1M —

12 —

Pilot killed. Chupacabra may
perform no further actions.
Defensive Value drops to 5.
One Engine destroyed.
Reduce current Drive value by
half, ignore fractions. Reduce
Defensive Value by 3.
Electronic Warfare knocked
out. Chupacabra may no
longer jam torps. Reduce
Defensive Value by 4.
Disruptorgun shorts.
Disruptorgun may nat be fired
until after next game turn.
Shields damaged. Reduce
Defensive Value by 2.
Disruptorgun Targeters
damaged. Reduce chance To
Hit by 2.

Random Missile Launcher hit.
Launcher loses remaining
missiles.

Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 more hits.

One Engine sputters. Reduce
current Drive value by 3 until
after next game turn.

Pilot dazed. Chupacabra may
not move or fire until after the
next game turn.

Reactor detonates.
Chupacabra disintegrates.

|DISRUPTORGUN SPECSS]

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If the target's Defensive Value has
not been reduced by a critical hit,
add 1 to its Defensive Value. Also,
completely ignore the target's
Damage Reduction when resolving a

hit.




I Pilot I I Pilot I N Crew HEN
1 Minigun (F) 1 Protobolt Projector (F) PILOT
To Hit: 2D6+ To Hit: 2D6+ Plt:
Damage: Low Damage: s.10/m.8/1.6 Gnr:
QOO0 0QOQ QO 0O0Q

GUNNER A
EEEN Gunner A I Gunner B

1 Railrepeator 1 Railrepeator Gor:
(FAL)(RQAL) (FAR)(RAR) GUNNER B
To Hit: 2D6+ To Hit: 2D6+ Gnr:
Damage: All ¥ Damage: All ¥ GUNNER C
QOO0 QOOQOQ Gnr:

H Gunner A N EE Gunner B TN GUNNER D

Missile Launcher (360°) Missile Launcher (360°) Gor:
Lock-on < Lock-on <
[ONONONONO RO RO RO RONO) [ONONONONO RO RO NORONO)
QOO0 UO0OQOQ QOO0 VUO0OOQ

FRONT DAMAGE
il & |w

BN Gunner C SN * t] [ BN Gunner D S

4 Splatterguns @ 4 Splatterguns
(FAL)(RGAL) (FAR)(RAR)

CONESTOGA

To Hit: 2D6+ +3 W/ To Hit: 2D6+ +3
Damage: Medium+6 >< % >< Damage: Medium+6

LEFT SIDE @ RIGHT SIDE
DAMAGE Y DAMAGE

Defensive Value 11
EGunner CH <5> _ <9> EGunner DR
Missile # Missile
Launchee s Launchee

Decoys: [11J
111
P-D: 1-6[6]
Dmg Con: 1-7 Tight Turn
Cost: +4
& @
F
41] REAR DAMAGE
> * w
o
1]
FRONT LEFT SIDE RIGHT SIDE REAR
CRITICAL HITT CRITICAL HITT CRITICAL HITT CRITICAL HITS
Pilot Dazed. Conestoga may Gunner C killed. Those Gunner D killed. Those Gunner killed. Random gunner
not mave and Pilot may nat fire weapons may nat be fired. weapons may nat be fired. dies. Those weapans can't fire.
until after next turn. 3 — Missile Launcher destroyed. A [ 3 — Missile Launcher destroyed. A | 3 — Maneuver Thrusters damaged.

3 — Protobolt Projector jams. May random Launcher is taken out. random Launcher is taken out. All turns cost one extra
nat fire until after next turn. 4 — Shields damaged. DV -1. 4 — Shields damaged. DV -1. movement point to perform.

4 — Shields damaged. -1 to DV. 5— C’s Splat;terguns damaged, 5— Ds Splatterguns damaged, 4 — Shields damaged. -1 to DV.

5 — Torp Rack hit. Lose 1D4 tarps. Can't fire until after next turn. Can't fire until after next turn. | 5 —  Tail hit. Conestoga may no

6 — Minigun jams. May not fire until| 6 — A’s Railrepeator damaged. 6 — B's Railrepeator damaged. longer make tight turns.
after next turn. Can't fire until after next turn. Can't fire until after next turn. | 6 — Gunner weapon damaged.

7 — Gunner killed. Choose ong at [ 7 — Gunner A killed. Those 7 — Gunner B killed. Those Choose randomly which weapon
random. Those weapons can't weapons may nat be fired. weapons may not be fired. can’t fire until after next turn.
fire. 8 — Electronic Warfare knocked | 8 — Electronic Warfare knocked | 7 — Heavy structural damage.

8 — Pilot Killed. Craft is at Drive O out. Conestoga may no longer out. Conestoga may no longer Take 10 hits to Rear Track.
and Pilot's weapons are out. jam torps. Reduce DV by 2. jam torps. Reduce DV by 2. 8 — Reactor detonates. Adios!

© 1985 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



CRESCENT

I Pilot I
4 Pulse Lasers (F)

To Hit: 2D8+
Damage: Low+3

N Crew N
PILOT

Pit:
Gnr:

+3

GUNNER A

Drive:

EEN Gunner A I
4 Pulse Lasers
(RAL)(A)

To Hit: 2D8+ +1
Damage: Low +3

(A)

Tight Turn Cost:

+3

N Gunner B N
4 Pulse Lasers
(RAR)(A)

To Hit: 2D6+ +3
Damage: Low+3

DAMAGE TRACK

0 &

*

Dt

t

w

[o]| £ [w|*

t

&

4] (X

w

GAME TURN RECORD TRACK

CRESCENT

I Pilot N
4 Pulse Lasers (F)

To Hit: 2D8+
Damage: Low+3

N Crew HN
PILOT

Pit:
Gnr:

+3

Decoys: (111
P-D: 1-4[2]
Dmg Con: 1-5

GUNNER A
Gnr:

Mk.10
Torps

Drive:

N Gunner A B
4 Pulse Lasers
(RAL)(A)

To Hit: 2D8+ +3
Damage: Low +3

(A)

Tight Turn Cost: +3

I Gunner B
4 Pulse Lasers
(RAR)(A)

To Hit: 2D6+ +3
Damage: Low+3

DAMAGE TRACK

0 &

*

(5] w (@]t 3] [t

W

%

t

&

wila] [PX

1

2 3 4 5

10 | 11

12

13114 | 15| 16

17

18

19 | 20
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I CRITICAL HITS I
2 — Pilot killed. Crescent may not
perform any further actions.
Gunner B killed. Gunner B's
weapons can no longer be
fired.

Electronic Warfare disabled.

Crescent cannot jam tracking

torps. Reduce Defensive Value

by 2.

Maneuver Thrusters hit.

Crescent may no longer make

tight turns.

Shields damaged. Reduce

Defensive Value by 2.

Pilot's Pulse Lasers damaged.

Pilot's weapons suffer a -1 To

Hit penalty until the end of the

game.

Evade Thrusters hit. Reduce

Defensive Value by 3.

Gunner's Pulse Lasers

damaged. Gunner A or B's

weapons suffer a -1 To Hit

penalty until the end of the
game.

10 — Gunner A killed. Gunner A's
weapons can no longer be
fired.

11 — Pilot dazed. Crescent cannot
move until after the next game
turn.

12 — Reactor hit. Power generator
detonates; vessel is destroyed.

B PULSE LASER SPECS B

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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I TPV Decoys: OO O N Creyy |
P-D: 14 (2) PILOT
Dmg Con: 1-6 Pit:

TPV = Decoys: OO O NS Crew BN
P-D: 14 (2) PiLOT
Dmg Con: 1-6 Plt:

— Structural collapse. Curtis
Shuttle folds in upon itself and
is anly a memary.

3 — Pilot killed. Curtis Shuttle is
able to perfarm no further
actions. Defensive Value drops
to 5.

4 — Electronic Warfare knocked
out, Curtis Shuttle may no
langer jam torps. Reduce
Defensive Value by 3.

5 — Maneuver Thrusters hit.
Curtis Shuttle may no longer
perfarm Tight Turns.

6 — Pilot dazed. Curtis Shuttle may
perform no further actions
until after the end of next turn.

7 — Llife Support compromised.
Unless Damage Contral is
made in the next d4 turns all
within this Curtis Shuttle
perish.

8 — Evade Thrusters hit, Reduce
Defensive Value by 4, All turns
cost +2.

9 — Engines destroyed. Curtis
Shuttle may not maove or turn.
Reduce Defensive Value to 5.

10 — Defensive Systems down, Al
decoys and point defense are
lost, and jamming is not
possible. Defensive value !
drops by 2.

11 — Passenger Compartment
implades, All passengers are
killed.

12 — Reactor hit. The universe

goes an without the existence

of this Curtis Shuttle.

Curtis Shuttle
Curtis Shuttle

Drive:
(R]

Tight Turn Cost: +3 Tight Turn Cost: +3

DAMAGE TRACK
5] 2]
B &
[4] B

DAMAGE TRACK
- S| |bd] [+<]

2] &
4] (2]

-
3]

30
30

% [%
e

)

X[E=E]

[

X[EE]

* %
(o]

BPV
BPV

12113114 | 15




I Pilot NN
Missile Launcher (F)

Lock-on <

gogod
gogod
gogod
goood

DAGGER

I Pilot I
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

I Pilot N
1 Mjélnir (F)

To Hit: 2D8+

+6

Damage: Low+3 4
Range: 3/7/10

Decoys: O
P-D: 1-4 (3)

A
Drive:

Dmg Con: 1-6
Tons: 394

(R)

DAMAGE TRACK

e
S
&

Tight Turn Cost:

+3

50

O

12

@

BPV

29

w

13
9
2

GamvE Turn Recorp TRack

DAGGER

: 50

BPV

I Pilot NN
Missile Launcher (F)

Lock-on <

gogog
gogog

gogog
gogog

I Pilot I
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

I Pilot I
1 Mijoélnir (F)
To Hit: 2D8+ +6
Damage: Low+3 9
Range: 3/7/10

Decoys: O

e
3
&

Tight Turn Cost:

A
Drive: +3

P-D: 1-4 (3)
Dmg Con: 1-6
Tons: 394

(R)

DAMAGE TRACK

O

12

11@

2o

W

S| w

17121314567

8

9 [10

11

12

131141151

617181920

Sigurd Archdiocese
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I criTicAL HITS
2 — Praise St. Brawn! Armored
caockpit saves Pilat. No
damage.

Missile Launcher misfire.

Lose 1D6 missiles.

Cockpit fire. Defensive Value
reduced by 6 for next game
turn only as Pilot deals with
fire.

Magnetic fluctuation. Mjdlnir
may nat fire next turn.

Love that Crysteel. Shot
reflects harmlessly off armor.
Hull buckles. Defensive Value
reduced by 3.

Engine sputters. Reduce Drive
by 3 for next turn only.
Maneuvering thrusters
damaged. Reduce Defensive
Value by 3 for next turn only.
Electronic Warfare knock-
down. Dagger may no longer
jam torps.

Pilot stunned. Dagger may not
mave or fire until after the next
game turn.

Visit from Odin. The All-Father
comes to claim Pilot as Dagger
falls to pieces.

10 —
1M —

12 —

Il viuoLniR sPecs o

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-7 hexes.

Long Range: 8-10 hexes (-1 To Hit).

d May hit all torps in one hex targeting
one ship, if at short range.

I ViELD LASER SPECSI

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.




B Pilot BN | Croy BN B Pilot BN |(mm Croyy BN I criTicAL HiTs
Mine Sweeper (F) PILOT Mine Sweeper (F) PILOT o .
To Hit: 2D8+ Pit: To Hit: 2D8+ Pit: 2 — Pilot klllgd.l Dain may not move
Damage: High+2 Gnr: Damage: High+2 Gnr: S/F lflredpllot stwe5apon. Defensive
Range: 0/1/2 Range: 0/1/2 alie drops 0 9.
GUNNER GUNNER 3 — Mine Layer Bay rupture. Lose
Gnr: Gnr: 1D4 mines.
EEEN Gunner HEEE EEEN Gunner HEEE 4 —  Electronic Warfare knocked
Splattergun Splattergun out. Dain may no longer jam
(FGL) (F) (FGR) Decoys: [LTJ (FQL) (F) (FGR) Decoys: [LTJ torps. Reduce Defensive Value
To Hit: 2D6+ po1a@ ) To Hit: 2D6+ PO @ by 3.
Damage: Medium Tong: 600 Damage: Medium Ton§; 600 5 —  Major Structural Damage.
Range: 2/9/10 Range: 2/9/10 Take 1D6 more hits.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Splattergun Targeter hit.
Reduce chance To Hit by 2.

8 —  Mine Laying Arm jammed. No
mines may be laid until after the
next game turn.

9 —  Mine Sweeper malfunction.
Mine Sweeper may not fire until
after next game turn.

10 — Mine Layer Bay hit. Mines
detonate. Take 3D12 additional

Tight Turn Cost: Tight Turn Cost: hits.
3 .3 11 — Gunner killed. Splattergun may
- - no longer fire.
12 — Reactor hit. Dain returns to the

DAMAGE TRACK earth it came from.
) ) O Bl SPLATTERGUN SPECS i
- E - W E Short Range: 1-2 hexes (+1 To Hit).
; ; [4] Medium Range: 3-6 hexes.
[a ¥ % Long Range: 7-10 hexes (-1 To Hit).
(1] 1]

GamvE Turn Recorp TRack
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Space Junk
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Decoys: O
P-D: 1-6 (1)
Dmg Con: 1-2
Tons: 140

I Pilot N
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low +1
Range: 3/9/10

N Pilot N
1 Minigun (F)
To Hit: 2D6+
Damage: Low t
Range: 2/5/12

Tight Turn Cost:

|
Drive: +3

(R)

DAMAGE TRACK

I Pilot N

2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low +1
Range: 3/9/10

Decoys: O
P-D: 1-6 (1)
Dmg Con: 1-2
Tons: 140

OL [ [ o] [e] [olopke]wln]7]X

N Pilot N
1 Minigun (F)
To Hit: 2D6+
Damage: Low f
Range: 2/5/12

Tight Turn Cost:

Drive: +3

(R)

DAMAGE TRACK

OL [ [ o] [e] [olopke]wln]7]X

2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low +1
Range: 3/9/10

Decoys: O
P-D: 1-6 (1)
Dmg Con: 1-2
Tons: 140

N Pilot I

I Pilot I
1 Minigun (F)
To Hit: 2D6+
Damage: Low f
Range: 2/5/12

Tight Turn Cost:

Drive: +3

(R)

DAMAGE TRACK

OL [ [ [=]

[e] [Jopkle] w [« ]-]X

Reprinted in Operation: Dry Dock

N Pilot NN § N Pilot I

2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low +1
Range: 3/9/10

Decoys: O
P-D: 1-6 (1)
Dmg Con: 1-2
Tons: 140

1 Minigun (F)
To Hit: 2D6+
Damage: Low f
Range: 2/5/12

Tight Turn Cost:

Drive: - +3

(R)

DAMAGE TRACK

OL [ [ [=]

[e] [Jopkle] w [« ]-]X

© 1990, 1995, 18997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HiTs I

2 —  Structural collapse. Dart folds
up. Itis destroyed.

3 —  Engines severely damaged.
Reduce Dart's Drive value to
(1D4+1).

4 —  Electronic Warfare knocked

out. Dart may no longer jam
torps. Reduce Defensive Value
by 4.

5 —  Maneuver Thrusters malfunc-
tion. Dart may no longer make
Tight Turns.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 —  Minigun Ammo destroyed. Gun
may no longer fire.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 3.

9 —  Pulse Laser Capacitors
overheat. Dart takes one more
hit on damage track due to
internal flash fire.

10 — Controls momentarily lock up.
Dart must move straight ahead
at maximum speed next
Movement Phase. Afterwards,
Dart may move normally.

11 — Pilot killed. Dart may perform
no further actions. Defensive
Value drops to 5.

12 — Reactor hit. This Dart is gone.

Il ruLsE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

Bl vinicun sPecst

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-5 hexes.

Long Range: 6-12 hexes (-1 To Hit).

T Whenever two of the Attack Dice roll
doubles, multiply base damage by 2.
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DART I

Decoys: O
P-D: 1-5 (1)
Dmg Con: —
Tons: 140

20

I Pilot NN
3 Miniguns (F)
To Hit: 2D6+ +2
Damage: Low+2 t
Range: 2/5/12

goooog

Drive:

(R

DAMAGE TRACK

Tight Turn Cost:

+3

BPV

O [ [l [e] [olopk]ie]wln][7]X

Decoys: O
P-D: 1-5 (1)
Dmg Con: —
Tons: 140

I Pilot I
3 Miniguns (F)
To Hit: 2D6+ +2
Damage: Low+2 t
Range: 2/5/12

gooood

e
Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

oL [ [=]

[e] [Jopkle] w [« ]-]X

Operation: Dry Dock

1.0.IH DART II

: 20

1.0.IN DART Il B spv

: 20

BPV

I Pilot IS
3 Miniguns (F)
To Hit: 2D6+ +2

Damage: Low+2 t
Range: 2/5/12
gooood

Decoys: O
P-D: 1-5 (1)
Dmg Con: —
Tons: 140

Drive:

(R

DAMAGE TRACK

Tight Turn Cost:

+3

O [ [l [e] [olopk]ie]wln][7]X

I Pilot NN
3 Miniguns (F)
To Hit: 2D6+ +2

Damage: Low+2 t
Range: 2/5/12
gooood

Decoys: O
P-D: 1-5 (1)
Dmg Con: —
Tons: 140

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

O |

| =]

[e] [Jopkle] w [« ]-]X

© 1996 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

B criTicAL HITS I

2 —

11—

12—

Structural collapse. Dart folds
up. Itis destroyed.

Engines severely damaged.
Reduce Dart's Drive value to
(1D4+1).

Electronic Warfare knocked
out. Dart may no longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters malfunc-
tion. Dart may no longer make
Tight Turns.

Shields damaged. Reduce
Defensive Value by 2.

Minigun Ammo destroyed. Gun
may no longer fire.

Evade Thrusters hit. Reduce
Defensive Value by 3.

Minigun jam. Mark off 1 ammo.
Minigun may not fire until after
next game turn.

Controls momentarily lock up.
Dart must move straight ahead
at maximum speed next
Movement Phase. Afterwards,
Dart may move normally.

Pilot killed. Dart may perform
no further actions. Defensive
Value drops to 5.

Reactor hit. This Dart is gone.

Il VINIGUN SPECST

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-5 hexes.

Long Range: 6-12 hexes (-1 To Hit).

T Whenever two of the Attack Dice roll
doubles, multiply base damage by 2.




DAUNTLESS

EEEN Gunner A N
Plazgun (360°)
To Hit: 2D6+
Damage: All ¥
Range: 2/4/10

I Gunner A Il
Missile

Launcher 0|

(360°)
Lock-on < ___
oOooood
oOooood

Gunner A

(2]

oLl L]

Gunner C

%]

ElGun Crew GIH
2 Torpedo Tubes
(F)

O P-DB: 1-6
REAR LEFT QUARTER
DAMAGE TRACK

HEEEEEN
EICIOMESTS
L [xwiel (@] |
L [w][ [Z] |&f |
Xl | | lefx] Pk
L w] e T[]

X

O P-DB: 1-6
REAR LEFT QUARTER
DAMAGE TRACK

2] | ] Pkl
L [xXwiel (@] |
L [w] [X] l&f |

I Gunner C N
Missile
Launcher
(360°)
Lock-on <
oOooood
oOooood

XKl | | lelR] Pk
L Jw] [&f | [ ]

X

EEEN Gunner C I
2 Meld Lasers (360°)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

EEEN Gunner E I
2 Meld Lasers (360°)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

O P-DB: 1-6
REAR LEFT QUARTER
DAMAGE TRACK

OLL LT LT I]]
21wl | [&] X
L [Rw]el 2] |
L [w] [2] |&f |
XL | [ [elx] P
L Tw] el 1]

®

(F)
Defensive Value

Drive:[ 0]

(R)
®

O P-DB: 1-6
REAR LEFT QUARTER
DAMAGE TRACK

oLl L]
2] | ] Pkl
L [xXwiel (@] |
L1 [w] [2] |&f |
XKl | | lelR] Pk
L Jw] [&f | [ ]

X

N Gunner B I
2 Meld Lasers (360°)

To Hit: 2D8+

Damage: Medium

Range: 6/18/20
Target SR <12

I Gunner B Il
Missile
Launcher
(360°)

Lock-on < __ Pit-

uoood GUNNER A
gogoono Gnr:

N Crew HN
CAPTAIN
Cpn:

PILOT

Gunner B

O P-DB: 1-6
REAR LEFT QUARTER
DAMAGE TRACK

oLl LT ]]
EICINNO eSS
L xwlel (2] |
L1 [w] [2] |&f |
Xl | | lefx] P
L Jw] [of T[]

O P-DB: 1-6
REAR LEFT QUARTER
DAMAGE TRACK

HEEE
GIESY
Zlw|e [ |
2] |ef |
CEINES
o | | |

El Gun Crew F Il
Repeating Blaster
[2]%] (360°)

To Hit: 2D6+
Damage: High x 2
Range: 3/8/15

GUNNER B
Gnr:
GUNNERC
Gnr:
GUNNER D
Gnr:
GUNNER E
Gnr:

CREW F
Gnr:

T CREW G
Gnr:

Gunner D

I Gunner D N
Missile
Launcher
(360°)
Lock-on <
ooooo
ooooo

EEN Gunner D I
2 Meld Lasers (360°)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

Space Junk
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CRITICAL HITS

2 — Engineering hit. Mark off 1D6 crew.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Structural damage. Take 5 more hits on
each damage track.

5 — Bridge hit. Captain may not use captain's die
until end of next turn.

6 — TOC damaged. Bonus is now only +1.

7 — Bridge hit. Captain is killed. Now you're mad!

8 — Reactor hit. They will remember your
sacrifice.

CRITICAL HITS

2 — Gunner A killed. Gunner A's weapons may
not fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by

3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.
6 — TOC damaged. Bonus is now only +1.
7 — Gunner A's Plazgun damaged. Gunner A's
Plazgun is -1 To Hit.
8 — Repeating Blaster damaged. Reduce

damage to High.

CRITICAL HITS

2 — Gunner B killed. Gunner B's weapons may
not fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by 3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.

6 — Gunner B's Missile Rack hit. Lose 1D6
missiles.

7 — Gunner B's Meld Laser damaged. Gunner
B's Meld Laser is -1 To Hit.

8 — Gunner E's Meld Laser destroyed. \Weapon
may not fire.

Space Junk

DAUNTLESS

Tons: 7000

Electronics
Jam: 1-2 on 1D4

ECM: 1-4 [B]

Bridge
Captain:
TOC: +2

Engineering
Damage Control:1-6

Torpedo
Magazine

CRITICAL HITS

2 — Gunner C killed. Gunner C's weapons may
not fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by 3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.
6 — Gunner C's Missile Rack hit. Lose 1D6

missiles.

7 — Gunner C's Meld Laser damaged. Gunner
C's Meld Laser is -1 To Hit.

8 — Torp Room destroyed. No torps may fire.

CRITICAL HITS

2 — Gunner D killed. Gunner D's weapons may
nat fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by 3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.
6 — Gunner D's Missile Rack hit. Lose 1D6

missiles.

7 — Gunner D's Meld Laser damaged. Gunner
D's Meld Laser is -1 To Hit.

8 — Repeating Blaster destroyed. \Weapon may
nat fire.

CRITICAL HITS

2 — Power Coupling hit. No weapons may be
fired next turn.

3 — Electronic Warfare crippled. Reduce
Defensive Value by 3.

4 — Engineering destroyed. Dauntless may not
use damage control.

5 — ECM damaged. Dauntless may only make 3

screening attempts per turn.
6 — TOC destroyed.

7 — Crew Quarters hit. Lose 1D4 crew.
8 — Reactor hit. They will remember your
sacrifice.

© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Pilot I
1 lon Ram (F)
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Decoys: [TJ
P-D: 1-4 (2)
Dmg Con: 1-5
Tons: 400

BN Pilot N
1 Minigun (F)
To Hit: 2D6+
Damage: Low t
Range: 2/5/12

Drive:

(R)

I Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1

Damage: Medium+2
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Decoys: [
P-D: 1-4 (2)

Tons: 400

Dmg Con: 1-5

N Pilot I
1 lon Ram (F)
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15
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GUNNER
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BN Pilot NN
1 Minigun (F)
To Hit: 2D6+
Damage: Low t
Range: 2/5/12

Drive:
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2 Splatterguns
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Reprinted in Operation: Dry Dock

© 1990, 1995, 18997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HiTs N

2 — Pilot killed. Death Wind may
not move, nor may the pilot's
weapons fire. Defensive Value
drops to 5.

Engine sputters. Death Wind
has Drive 4 next game turn.
Reduce Defensive Value by 4
due to ather damage.
Electronic Warfare knocked
out. Death Wind may no longer
jam tarps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
All turns cost 1 extra point to
perform.

Shields damaged. Reduce
Defensive Value by 2.

Minigun hit. Lose half its
remaining ammo.

lon Ram Targeting malfunc-
tion. Modify lon Ram To Hit
attempts by -2.

Hull buckles. Reduce Defensive
Value by 3.

Gunner killed. Splatterguns
cannot be used.

Controls lock up. Death Wind
may not move nor fire until after
next game turn.

Reactor detonates. Death
Wind is no more.

12 —

El viNniGuN sPEcS{

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-5 hexes.
Long Range: 6-12 hexes (-1 To Hit).

B spLATTERGUN SPEcS

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

I on RAM sPEcS

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.
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Operation: Dry Dock
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I criTicAL HiTs N

2 — Pilot killed. Death Wind may
not move, nor may the pilot's
weapons fire. Defensive Value
drops to 5.

Engine sputters. Death Wind
has Drive 4 next game turn.
Reduce Defensive Value by 4
due to ather damage.
Electronic Warfare knocked
out. Death Wind may no longer
jam tarps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
All turns cost 1 extra point to
perform.

Shields damaged. Reduce
Defensive Value by 2.

Missile Launcher hit. Lose half
its remaining missiles.

lon Ram Targeting malfunc-
tion. Modify lon Ram To Hit
attempts by -2.

Hull buckles. Reduce Defensive
Value by 3.

Gunner killed. Splatterguns
cannot be used.

Controls lock up. Death Wind
may not move nor fire until after
next game turn.

Reactor detonates. Death
Wind is no more.

Il ion RAM SPECS

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-8 hexes.

Long Range: 7-10 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.

12 —

[l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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Decoys: [TJ
P-D: 1-4 (2)
Dmg Con: 1-5
Tons: 400

I Pilot I
1 lon Ram (F)
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

EEEN Pilot HEEEN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

Drive:

(R)

I Gunner I
1 Impulsegun
(RAL) (R) (RAR)

To Hit: 2D8+
Damage: High
Range: 3/8/10
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1 lon Ram (F)
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

Il Crew IN
PILOT

Plt:

Gnr:

GUNNER
Gnr:

N Pilot I
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

Drive:

(R)
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1 Impulsegun
(RAL) (R) (RAR)
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Damage: High
Range: 3/8/10
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Printed in More Than Valor

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HiTs N

2 — Pilot killed. Death Wind may
not move, nor may the pilot's
weapons fire. Defensive Value
drops to 5.

Engine sputters. Death Wind
has Drive 4 next game turn.
Reduce Defensive Value by 4
due to ather damage.
Electronic Warfare knocked
out. Death Wind may no longer
jam tarps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
All turns cost 1 extra paint to
perform.

Shields damaged. Reduce
Defensive Value by 2.

Pilot Impulsegun short. reduce
Damage to Medium.

lon Ram Targeting malfunc-
tion. Modify lon Ram To Hit
attempts by -2.

Hull buckles. Reduce Defensive
Value by 3.

Gunner killed. Gunner
Impulsegun cannot be used.
Controls lock up. Death Wind
may not move nor fire until after
next game turn.

Reactor detonates. Death
Wind is no more.

12 —

Il iMPULSEGUN SPECSI

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

I ion RAM sPecs

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.
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Damage: All
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Lock-on <
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Decoys: [
P-D: 1-4 (2)

Tons: 400
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(R)
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To Hit: 2D6+ +1
Damage: Medium+2
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Yoka-Shan Warworld
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I criTicAL HiTs N

2 — Pilot killed. Death Wind may
not move, nor may the pilot's
weapons fire. Defensive Value
drops to 5.

Engine sputters. Death Wind
has Drive 4 next game turn.
Reduce Defensive Value by 4
due to ather damage.
Electronic Warfare knocked
out. Death Wind may no longer
jam tarps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
All turns cost 1 extra paint to
perform.

Shields damaged. Reduce
Defensive Value by 2.

Missile Launcher hit. Lose 5 of
its remaining missiles.

lon Ram Targeting malfunc-
tion. Modify lon Ram To Hit
attempts by -2.

Hull buckles. Reduce Defensive
Value by 3.

Gunner killed. Splatterguns
cannot be used.

Controls lock up. Death Wind
may not move nor fire until after
next game turn.

Reactor detonates. Death
Wind is no more.

Il ion RAM SPECS

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.

B sPLATTERGUN SPECcS

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

IrLASMA misSILE SPECS|

12 —

Lock-on Range: <10.

To Hit: 5x or 10xD8

Damage: High+1/. If target's Damage
Reduction=0, Damage is High=2/.
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BN Pilot NN [(mm Croy, BN BN Pilot NN [ (mm Croy BN I criTicAL HiTs
6 Pulse Lasers (F) PILOT 6 Pulse Lasers (F) PILOT 2 CrewKilled. Djinn may not
To Hit: 2D8+ +5 Plt: To Hit: 2D8+ +5 Plt: move or ﬁr‘e' Change Dpive OJ
Damage: Low +5 Gnr: Damage: Low +5 Gnr: and Defensive Value to 5.
Range: 3/9/10 Range: 3/3/10 3 —  Gunner B dazed. Gunner B may
GUNNER A GUNNER A nat fire weapons until after the
| L next game turn.
GUNNER B GUNNER B 4 —  Electronic Warfare knocked
out. May no longer jam torps.
Reduce Defensive Value by 6.
5 —  Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.
6 — Heavy Structural damage. Mark
off another 2D6 boxes.Reduce
Defensive Value by 2.
Tight Turn Cost: Tight Turn Cost: 7— gayf ad-Din I\c/ilarcljj.a\ged. Reduce
amage to Medium.
—*3 —3 8 —  Torp Targeting Scanner
damaged. May not fire torps
EE Gunner A NN B Gunner AR I Gunner A N EGunner AN until after the next game turn.
1 Sayf ad-Din (360°) Missile 1 Sayf ad-Din (360°) Missile 89— Missile Launcher damaged.
To Hit: 2D8+ Launcher To Hit: 2D8+ Launcher Lose 1D10 remaining missiles.
Damage: Medx1D4» (360°) Damage: Medx1D4 » (360°) 10 — Gunner A killed. Djinn may not
Range: 6/14/18 Lock-on <__ Range: 8/14/18 Lock-on <___ fire Gunner A Weapons. .
Target SR <14 0ooog Target SR <14 0oooo "- fgl':tg;%glms hit. Reduce To Hit
nooon noooo 12— Reactor hit. With a blinding
poooo oopod flash, the Djinn is destroyed.
I Gunner B I ooooo I Gunner B I oooon

6 Splatterguns
(FALIRAL)R)RGR)FAR)
To Hit: 2D6+ +5
Damage: Med + 10

Range: 2/6/10

6 Splatterguns
(FALYRAL)RIRGRIFER)
To Hit: 2D6+ +5
Damage: Med + 10

Range: 2/6/10

IPULSE LASER SPECS|H

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 3-9 hexes.
Long Range: 10 hexes (-1 To Hit).

Decoys: [TTJ
P-D: 1-8 (B)
Dmg Con: 1-6
Tons: 1000

Decoys: [1TJ
P-D: 1-8 (B)
Dmg Con: 1-6
Tons: 1000

Il SAYF AD-DIN SPECS [

Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-14 hexes.
?K E Long Range: 15-18 hexes (-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <14.

Bl sPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

DAMAGE TRACK DAMAGE TRACK
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Kk | [
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T T
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» The 1D4 multiplier is not included on triples, or doubles that affect damage.

Q'raj Void Protectorate
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I Pilot I
4 Splatterguns (F)
To Hit: 2D6+ +3

DOLPHIN

Damage: Medium+6
Range: 2/6/10
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Tight Turn Cost:

I criTicAL HITS N

2 —

10—

11—

12—

Armored Cockpit. Ktank!
Nothing's getting through this
armor!

One Engine destroyed. Reduce
current Drive value by half,
ignore fractions. Reduce
Defensive Value by 3.
Electronic Warfare knocked
out. Dolphin may no longer jam
torps. Reduce Defensive Value
by 3.

Splatterguns short.
Splatterguns may not be fired
until after next game turn.
Shields damaged. Reduce
Defensive Value by 2.
Splattergun Targeters
damaged. Reduce chance To Hit
by 1.

Missile Launcher jams
momentarily. Missiles may not
be fired until after next game
turn.

Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 more hits.

One Engine sputters. Reduce
current Drive value by 3 until
after next game turn.

Pilot dazed. Dolphin may not
move or fire until after the next
game turn.

Reactor detonates. The
Dolphin turns into mist.

M SPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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Decoys: O
P-D: 1-4 (2)
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TOURNAMENT SHIP
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I criTicAL HITS N

2 —  Armored Cockpit. Clank!
Nothing's getting through this
armor!

One Engine destroyed. Reduce
Current Drive value by half,
ignore fractions. Reduce
Defensive Value by 3.
Electronic Warfare knocked
out. Dolphin Il may no longer
jam torps. Reduce Defensive
Value by 3.

lon Ram Targeters hit. Reduce
chance to hit by 2.

Shields damaged. Reduce
Defensive Value by 2.
Disruptorgun Targeters
damaged. Reduce chance to hit
by 1.

Torp Rack hit. Lose 1d4 torps.
Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 more hits.

One Engine sputters. Reduce
Current Drive value by 3 until
after next game turn.

Pilot dazed. Dolphin Il may not
move or fire until after the next
game turn. Defensive Value
drops to 5.

Reactor detonates. The
Dolphin turns into mist.

8 —
9—

10—

1M -

12 —

H DISRUPTORGUN SPECSH

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ This weapon ignores Damage
Reduction. This weapan gets -1 to hit
when firing at a target that has nat
had its Defensive Value reduced by a
Critical Hit

Il on RAM sPECS

Short Range: 1-5 hex (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).
Target Speed Restriction: Target's
Drive Value mut be <15.
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Decoys: O
P-D: 1-5 (3)
Dmg Con: 1-2

I Pilot I
Twin Epee (F)

To Hit: 2D8+ +1 Plt:
Damage: Medium *
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Tight Turn Cost:

+3

I Gunner Al
Quad Stiletto
(360°)
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Damage: Low *
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To Hit: 2D8+ +3
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Range: 6/18/20
Target SR <12

N Crew N
PILOT

+1 Plt:

Gnr:

GUNNER A
Gnr:

Gnr:

GUNNER B

Tons: 600

~
<
&
Tight Turn Cost:

+3

I Gunner A IR
Quad Stiletto
(360°)

To Hit: 2D8+ +3
Damage: Low *
Range: 3/9/10

I Gunner B N
Quad Stiletto
(FQL) (F) (FQR)

To Hit: 2D8+ +3
Damage: Low *
Range: 3/9/10

DAMAGE TRACK

"

*|=]s]

6
2

171213456

/7 18|89

10

11

12

13

14

15

16

17

18

19

20

Printed in House Colos

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HITS N

2 — Pilot Killed. Dracula may not
mave or fire Pilot's weapon.
Defensive value drops to five.
Engines sputter momentarily.
Dracula’s Drive value is reduced
to 2 until after next game turn.
Electronic Warfare knocked
out. Dracula may no longer jam
torps. Reduce Defensive Value
by 3.

Gunner B'’s Stiletto damaged.
Further To Hit attempts by this
weapon suffer a -3 penalty.
Shields damaged. Reduce
Defensive Value by 2.
Stabilizers hit. All turns cost 1
extra mavement paint.

Gunner A’s Stiletto damaged.
Further To Hit attempts by this
weapon suffer a -3 penalty.
Epee Power Feed malfunctions.
Reduce Epee Damage rating to
Medium.

Gunner dazed. One random
gunner may not fire his weapon
until after the next game turn.
Temporary Maneuvering
Thruster malfunction. If the
Dracula maves at all next
Movement Phase, it may not
make a turn.

Massive structural collapse.
Dracula buckles and explodes.

I eEreE sPeEcs
Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-18 hexes.

Long Range: 19- 20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

10—

11—

12—

Il sTiLETTO SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

% For every 2 points the To Hit
total is over the targets DV the
Stiletto does +1, and the Epee

does +2 damage.
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N TPV — Pilot I I Gunner A I | Crew |
1 Railrepeator (F) 1 Heavy Plazgun (360°) Mk. 10§ | | PILOT
To Hit: 2D6+ To Hit: 2D6+ Torps Plt:
Damage: High T Damage: All x 2 ¥ 0 Gnr:
Range: 4/15/36 Range: 4/8/15 0 -
Target SR <6 Target SR =11 GUNNER A
oooo Gnr:
S-BDCD\IjEBE[g:]D 1 Whenever two of the dice roll doubles, multiply the base damage by 2. gl:erNER B
Dmg Con: 1-8 ¥ If the attack dice roll triples, the weapon mount overloads and is destroyed. The target is not GUNNER c
Tons: 1000 affected. Gnr:
FRONT DAMAGE TRACK GUNN—ER D
O @ % w Gnr:
s w @ w
I Gunner B I N Gunner C I
2 Pulse Lasers w @ 2 Pulse Lasers
(FQL) (F) t X X (F) (FAR)
To Hit: 2D8+ +1 To Hit: 2D8+ +1
Damage: Low+1 Damage: Low+1
Range: 3/9/10 Range: 3/9/10
LEFT SIDE <[£F% RIGHT SIDE
DAMAGE TRACK - DAMAGE TRACK
Defensive Value
0 N 12 . 0
. 2
37 A Q
% O & % ;} > % ©
H Gunner B @ w T TI‘Ih'l| : <3> @ w H Gunner CH
Missile <3> L P ¥ Missile
Launcher \. ﬁ Launcher
(FAL) (RGL) t < 2 Wi Nt s t <>l | (FOR) (RGR)
Lock-on < ¥ o(/ & 5 @Q X Lock-on <
D:l]:[l w D . w D:l:l]:l
(1111 rive. 111
(R)
>< Tight Turn Cost: ><
+4
W X I Gunner D N W X
2 Pulse Lasers (R)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10
S B
. REAR DAMAGE TRACK
a O LS < K| |w
2 w X t w X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Pilot dazed. Drakar may not
move nor fire Railrepeator until
after next game turn.

3 — Plazgun power loss. No firing
until after 2 game turns.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Too tough! No extra damage.

6 — Railrepeator jams. \Weapon
out until after next game turn.

7 — Gunner A killed. The Heavy
Plazgun may not be fired.

8 — Cockpit Controls smashed.
Drakar may not move.

Reprinted in Operation: Dry Dock

2 — Ouch! Take 5 more hits here.

3 — Pulse Laser B damaged.
Weapon suffers a -2 To Hit.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Launcher B hit. Drops 5
missiles.

6 — Launcher B jams. \Weapon
out until after next game turn.

7 — Gunner B killed. Lose use of
Gunner B’s weapons.

8 — Electronic Warfare gone.
Drakar cannot jam torps.
Reduce Defensive Value by 2.

2 — Ouch!
3 — Pulse Laser C damaged.

Take 5 more hits here.

Weapon suffers a -2 To Hit.

4 — Shields damaged. Reduce

Defensive Value by 1.

5 — Launcher C hit. Drops 5

missiles.

6 — Launcher C jams. \Weapon

out until after next game turn.

7 — Gunner C killed. Lose use of

Gunner C's weapons.

8 — Electronic Warfare gone.

Drakar cannot jam torps.
Reduce Defensive Value by 2.

2 — Heavy Structural Damage.
Take 15 hits on rear; 5 hits
to Left and Right Damage
Tracks.

3 — Heavy Plazgun hit. \Weapon
may only fire after 3 turns.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Gunner D’s Pulse Lasers hit.
Reduce chance to hit by 2.

6 — Maneuver Thrusters hit. All
turns cost +1 movement
point.

7 — Gunner D killed. Lose use of
Gunner D’s Pulse Lasers.

8 — Reactor Detonates. History.

© 1990, 1995-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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< N TPV I Pilot — I Gunner A I | Crew |
1 Protobolt Projector (F]j§ |1 Heavy Plazgun (360°) Mk. 10§ | | PILOT
e To Hit: 2D6+ To Hit: 2D6+ Torps || ||PL:
Damage: 10/8/6 Damage: All x 2 ¥ 0 Gnr:
n Range: 5-8/12/16 Range: 4/8/15 0 -
Target SR <14 Target SR <11 GUNNER A
ooooo O Gnr:
Decoys: EERE ¥ If the attack dice roll triples, the weapon mount overloads and is destroyed. The target is not |:| GUNNER B
P-D: 1-6 (B) affected. Gnr:
m Dmg Con: 1-8 GUNNER C
Tons: 1000 Gnr:
FRONT DAMAGE TRACK GUNNERD
O t @ % w Gnr:
© w © w
I Gunner B I N Gunner C I
2 Pulse Lasers w @ 2 Pulse Lasers
m (FAL) (F) t X X (F) (FQR)
To Hit: 2D8+ +1 To Hit: 2D8+ +1
a Damage: Low+1 Damage: Low+1
Range: 3/9/10 Range: 3/9/10
LEFT SIDE <[% RIGHT SIDE
DAMAGE TRACK - DAMAGE TRACK
Defensive Value
0 t - 12 . 0 t
Zs
3/ iy Q
B
B Gunner BN 2| | w @ A T‘l B <3> 2> |w| [MGunnercH
Missile - b . - Missile
Launcher [9 j Launcher
(FGL) (RGL) t > 2 P = o t <Dl | (FGR] (RGR)
Lock-on < ;K o(/ \j§ @0 >|< Lock-on <
w . W (11111
Drive:
(R) EEEEN]
>< Tight Turn Cost: >< EEEEE
+4
w X BN Gunner D BN w X
2 Pulse Lasers (R)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10
N
G @
. REAR DAMAGE TRACK
E O t] (& Pk < K| |w
2 w X t w X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Pilot dazed. Drakar may not
move nor fire Protobolter until
after next game turn.

3 — Plazgun power loss. No firing
until after 2 game turns.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Too tough! No extra damage.

6 — Protobolter knocked off line.
\Weapon may nat fire until after
next game turn.

7 — Gunner A killed. The Heavy
Plazgun may not be fired.

8 — Cockpit Controls smashed.
Drakar may not move.

Operation: Dry Dock

2 — Ouch! Take 5 more hits here.

3 — Pulse Laser B damaged.
Weapon suffers a -2 To Hit.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Launcher B hit. Mark off 10
missiles.

6 — Launcher B jams. \Weapon
out until after next game turn.

7 — Gunner B killed. Lose use of
Gunner B’s weapons.

8 — Electronic Warfare gone.
Drakar cannot jam torps.
Reduce Defensive Value by 2.

2 — Ouch!
3 — Pulse Laser C damaged.

Take 5 more hits here.

Weapon suffers a -2 To Hit.

4 — Shields damaged. Reduce

Defensive Value by 1.

5 — Launcher C hit. Mark off 10

missiles.

6 — Launcher C jams. \Weapon

out until after next game turn.

7 — Gunner C killed. Lose use of

Gunner C's weapons.

8 — Electronic Warfare gone.

Drakar cannot jam torps.
Reduce Defensive Value by 2.

2 — Heavy Structural Damage.
Take 15 hits on rear; 5 hits
to Left and Right Damage
Tracks.

3 — Heavy Plazgun hit. \Weapon
may only fire after 3 turns.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Gunner D’s Pulse Lasers hit.
Reduce chance to hit by 2.

6 — Maneuver Thrusters hit. All
turns cost +1 movement
point.

7 — Gunner D killed. Lose use of
Gunner D’s Pulse Lasers.

8 — Reactor Detonates. History.

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Gunner D I
Missile Launcher (RQL) (R)

To Hit:

REAR DAMAGE TRACK

2 Pulse Lasers (R)

Damage: Low+1

EEETPVEEE Mk. 10 I Pilot NN HE Gunner A I Mk. 30 BN Crew BN
Torps 2 Pulse Lasers (F) 1 lon Ram (360°) Torps PILOT
N To Hit: 2D8+ +1 To Hit: 2D8+ 1] Plt:
1] Damage: Low+1 Damage: All M Gnr:
M Range: 3/9/10 Range: 3/8/15 -
Target SR <15 Mk. 40 GUNNER A
1] Torps Gnr:
Decoys: (11T [ I Gunner A HIEEEN §j | BEEEES Gunner A I 0 GUNNER B
P-D: 1-6 (6) M Missile Launcher (FQL) (F) i} | Missile Launcher (F) (FQR) Gnr:
Dmg Con: 1-8 Lock-on < Lock-on < 0 GUNNER C
Tons: 1000 ] Gnr:
(IO [(ITTT] GUNNER D
EEN Gunner B I (IO ITTTT1 Gnr:
2 Pulse Lasers :
. (FQL) (F) FRONT DAMAGE TRACK E Gunner C I
To Hit: 2D8+ +1 0 O @ > w 2 Pulse Lasers
Damage: Low+1 ) W ) w (F) (FAR)
Range: 3/9/10 To Hit: 2D8+ +1
wi K Damage: Low+1
B Gunner BN t X X Range: 3/9/10
I-Missge
auncher
(FQL) (F) LEFT SIDE % RIGHT SIDE -GI‘\;I'?“".'I' cH
Lock-on < DAMAGE TRACK _ DAMAGE TRACK |  Launche
Defensive Value auncher
(ITTT1] - 12 . [l (F) (FAQR)
EEEEN . 2 Lock-on <
ey A o) —
0111 © & Ed > © EEEEE
Kt |
@ Gl o o o
B Gunner B - ﬁ EEREN
Missile R
Launcher t @ ) Ve i j > t @ B Gunner CH
(FaL) (RGL) % e\ W & s Missile
ock-on < W . w Launcher
nnan Drive: (FGR) (RGR)
EEEEE - R Lock-on <
X Tight Turn Cost: X EEEEN
+4 EEEEE
w X NN Gunner D EEEN W X

2D8+ +1

Lock-on < Range: 3/9/10 Lock-on <
0 EEERN|ERREN EEENN|EREEN
O (0 O @ (0 O

I Gunner D I
Missile Launcher (R) (RQR)

2 — Pilot dazed. Drakar may not
move nor fire Pilot's weapon
until after next game turn.

3 — Launch!!! 1D4 Launchers do 1
point of damage per remaining
Missile. Each launcher damages
a random damage track.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Too tough! No extra damage.

6 — lon Short. \Weapon out until
after next game turn.

7 — Gunner A killed. Gunner A's
weapons may not be fired.

8 — Cockpit Controls smashed.
Drakar may not move.

Printed in More Than Valor

2 — Ouch! Take 5 more hits here.

3 — Pulse Laser B damaged.
Weapon suffers a -2 To Hit.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Launch!!! 1D4 Launchers do 1
point of damage per remaining
Missile. Each launcher damages
a random damage track.

6 — System Short. All B Launchers
out until after next game turn.

7 — Gunner B killed. Lose use of
Gunner B’s weapons.

8 — Electronic Warfare gone.
Drakar cannot jam torps.
Reduce Defensive Value by 2.

3 0 G2 O 1 Pk [w
a z X t T X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Ouch! Take 5 more hits here.

3 — Pulse Laser C damaged.
Weapon suffers a -2 To Hit.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Launch!!! 1D4 Launchers do 1
point of damage per remaining
Missile. Each launcher damages
a random damage track.

6 — System Short. All C Launchers
out until after next game turn.

7 — Gunner C killed. Lose use of
Gunner C's weapons.

8 — Electronic Warfare gone.
Drakar cannot jam torps.
Reduce Defensive Value by 2.

2 — Heavy Structural Damage.
Take 15 hits on rear; 5 hits to
Left and Right Damage Tracks.

3 — Missiles Go Boom. Remaining
Missiles detonate in groups of
10 (High +10). Apply each group
to random Damage Track.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Gunner D’s Pulse Lasers hit.
Reduce chance to hit by 2.

6 — Maneuver Thrusters hit. All
turns cost +1 movement point.

7 — Gunner D killed. Lose use of
Gunner D’s weapons.

8 — Reactor Detonates. History.

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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TPV Em I Pilot N I Pilot N NN Creyy HEN
1 Plazgun (F) Tractor Beam (F) PILOT
To Hit: 2D6+ Lock-on<___ Plt:
Damage: All ¥ Effect: Tow Gnr:
HN Gunner A N H Gunner A N
1 Plazgun (F) 1 lon Ram (F) g“"","E“A
To Hit: 2D6+ To Hit: 2D8+ -
Damage: All ¥ Damage: All GUNNER B
Gnr:
FRONT DAMAGE GUNNER C
& w t Gnr:
t w [ t t T GUNNER D
<2> @ Gnr:
t T W E—
t t| [X T |¥| |W X
I Gunner B I I Gunner C N
3 Pulse Lasers 3 Pulse Lasers
(360°) <3> (360°)
To Hit: 2D8+ +2 To Hit: 2D8+ +2
Damage: Low+2 (F) Damage: Low+2
Defensive Value 10
RIGHT SIDE RIGHT SIDE
DAMAGE & &, DAMAGE
0 & ¢ % 0 &
t t
T & & A & ANE
& <
W =) g w
t 2 < t
* Drive: *
t X (R t X
. Tight Ti
Decoys: (LD Tost ",
P-D: 1-7[5] T (w X T |w X
Dmg Con: 1-7
I Gunner D
3 Splatterguns (R)
To Hit: 2D6+ +2
Damage: Medium+4
REAR DAMAGE
O & T k &
T w X ¥ w X

2

33—

4—

5—

- FRONT
CRITICAL HITT
— Pilot Dazed. Eagle may nat 2—

move and Pilot may not fire until
after next turn.
Gunner A Dazed. May not fire |3 —
until after next turn.
Shields damaged. DV -1. 4—
Torp Rack hit. Eagle loses 1D4 |5 —
Mk. 30 torps.
Tractor Beam loses power. 6 —
Can't fire until after next turn.
Plazgun loses power. May not |7 —
fire until after next turn.
Pilot Killed. Eagle is at Drive O |8 —
and Pilot's weapons are out.

- CRITICAL HITT

LEFT SIDE

Gunner killed. Choose one at
random. Those weapons can't
fire.

Torp Targeter damaged. Cant
fire torps until after next turn.
Shields damaged. DV -1.

Left Wing Thrusters damaged.
Eagle can't turn to the left.
Pulse Lasers B damaged. May
not fire until after next turn.
Structural damage. Take 3 hits
on both side Damage Tracks.
Electronic Warfare gone.
Eagle can't jam torps. DV -2.

2

33—

4—
5_—
6 —
7

8—

© 1985 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

RIGHT SIDE

- CRITICAL HITT

Gunner killed. Choase one at
random. Those weapons can't
fire.

Torp Targeter damaged. Can't
fire torps until after next turn.
Shields damaged. DV -1.

Right Wing Thrusters hit.
Eagle can't turn to the right.
Pulse Lasers B damaged. May
not fire until after next turn.
Structural damage. Take 3 hits
on bath side Damage Tracks.
Electronic Warfare gone.
Eagle can't jam torps. DV 2.

REAR

- CRITICAL HITS

2 — Gunner D killed. Splatterguns
may not be fired.

3 — Maneuver Thrusters damaged.
All turns cost one extra
maovement point to perform.

4 — Shields damaged. DV -1.

5 — Tail hit. Eagle may no longer
make tight turns.

6 — Splatterguns damaged. May
nat fire until after next turn.

7 — Tail severely damaged. Take
10 hits on this Damage Track

8 — Reactor detonates. Kiss this

Eagle good-bye.
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DAMAGE TRACK

T

D

< B TPVEEE RN Pilot EEEEEEN | [EEEEN Gunner A BN T———
2 Plexar Guns (F) 2 Plexar Guns (F) PILOT
b To Hit: 2D10+ To Hit: 2D10+ Plt:
u Damage: High+2 Damage: High+2 « Gnr:
Range: 4/10/12 Range: 4/10/12
[aa] Target SR<14 Target SR<14 GUNNER A
Gnr:

u Mk. 30§ |Mk. 10 I Pilot NN (BN Gunner A HEEEN GUNNER B
J Torps Torps Protobolt Projector (F) 1 lon Ram (F) Gnr:

O (1] To Hit: 2DB+ To Hit: 2D8+ GUNNER C
° 0 1 Damage:10/8/6 Damage: All Gnr:

0 M Range: 5-8/12/16 Range: 5/13/15 GUNNER D

a a8 Target SR <14 Target SR <15 Gnr:

0 0 goon

FRONT DAMAGE TRACK gl
@ W t table corresponding to the firing arc of
the Plexar Gun.
B Gunner I | | 2| © w K t le] [T BN Gunner C BN
3 Pulse Lasers t T W 3 Pulse Lasers
(360°) . t] X T BE[ [w X (3607
To Hit: 2D8+ +2 To Hit: 2D8+ +2
Damage: Low+2 Damage: Low+2
Range: 3/9/10 (R Range: 3/9/10
Defensive Value
LEFT SIDE RIGHT SIDE

DAMAGE TRACK

©

T

B

O

w w
t . t
Drive:
K @) K
t X Tight Turn Cost: t X
+4
T W X N Gunner D I T W X
3 Splatterguns (R)
To Hit: 2D6+ +2
Damage: Medium+4
D OO
O m Range: 2/6/10
P-D: 1-7 (5)
~ Dmg Con: 1-7
9 Tons: 1175
. REAR DAMAGE TRACK
2 O @ T E i I 1 I O
o T w X K wi] X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Pilot dazed. Eagle may neither 2 — Gunner killed. Choose one at 2 — Gunner killed. Choose one at 2 — Gunner killed. Choose one at
mave nor fire Pilot weapons until random. Those weapons can't fire. random. Those weapons can't fire. random.
after next game turn. 3 — Torp Targeter damaged. Can't 3 — Torp Targeter damaged. Can't 3 — Maneuver Thrusters damaged.
3 — Gunner A dazed. Gunner A's fire torps until after next turn. fire torps until after next turn. All turns cost one extra movement
weapons may not fire until after next | 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce point to perform.
turn. Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
4 — Shields damaged. Reduce 5 — Left Wing Thrusters damaged. 5 — Right Wing Thrusters damaged. Defensive Value by 1.
Defensive Value by 1. Eagle can't turn to the left. Eagle can't turn to the right. 5 — Tail hit. Eagle may no longer make
5 — Torp Rack hit. Eagle loses 104 6 — Pulse Lasers B damaged. May 6 — Pulse Lasers C damaged. May tight turns.
Mk. 30 torps. not fire until after next game turn. not fire until after next game turn. 6 — Splatterguns damaged. May not
6 — Protobolter loses power. Cannot | 7 — Structural damage. Take 3 hits | 7 — Structural damage. Take 3 hits fire until after next turn.
fire until after next turn. on bath side Damage Tracks. on both side Damage Tracks. 7 — Tail severely damaged. Take 10
7 — Pilot's Plexar Gun loses power. 8 — Electronic Warfare gone. Eagle 8 — Electronic Warfare gone. Eagle more hits on Rear Damage Track.
May nat fire until after next turn. cannat jam torps. Reduce cannat jam torps. Reduce 8 — Reactor Detonates. Kiss this
8 — Pilot killed. Eagle is at Drive O and Defensive Value by 2. Defensive Value by 2. Eagle good-bye.
Pilot's weapons are out. DV=5.

Hostile Takeover

© 1995-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



ETPVEER

Decoys: [T1TJ
P-D: 1-7 (3)
Dmg Con: 1-7
Tons: 1000

I Gunner B I

To Hit: 2D8+

Target SR <12

I Pilot I
1 Meld Laser (F)

Damage: Medium
Range: 6/18/20

To Hit: 2D8+
Damage: Low+3

Range: 3/9/10

HE Gunner A N
4 Pulse Lasers (F)
+3

FRONT DAMAGE TRACK

I Gunner A N
Missile Launcher
(360°)
Lock-on <

gogog
gogog
gogog
gogog
gogog
gogog

Il Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

I Gunner C N

4 Pulse Lasers U ) t 3| |w 4 Pulse Lasers
(FAL) (RAL) (R) S <2> W @ t (FAQR) (RAR] (R)
To Hit: 2D8+ +3 N2 ; To Hit: 2D8+ +3
Damage: Low+3 w Damage: Low+3
Range: 3/9/10 t X | w w X Range: 3/9/10
LEFT SIDE RIGHT SIDE
DAMAGE TRACK DAMAGE TRACK
0 Ok & 0 Ot
N (F) X
I Gunner B lN <2> W Defensive Value <2> W I Gunner C HN
Missile Launcher ~ 12 Missile Launcher
(360°) <<0\/ (360°)
Lock-on < > Lock-on <
0oooo Rk Dk 0oooo
00000 w €2 w 00000
goood goood
goood % 2 % goood
00000 @) 00000
0oooo w . W 0oooo
Drive:[11]
B
W X Tight Turn Cost: W %
+4
o )
- _ REAR DAMAGE TRACK
S O | ESO Kl K X
Q. 1 @ w w w X
) L
FRONT LEFT SIDE RIGHT SIDE REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
— Pilot killed. Epping may not move — Engine sputters. Epping only has — Engine sputters. Epping only has — Structural Collapse. Hull
nor fire Meld Laser. Defensive Drive 2 next turn. Drive 2 next turn. ruptures and gunboat is lost.
Value drops to 5. 3 — Missile Launcher B malfunctions. | 3 — Missile Launcher C malfunctions. | 3 — Electronic Warfare gone. Epping

3 — Missile Launcher A malfunctions. Lose 1D10 missiles. Lose 1D10 missiles. cannot jam torps. Reduce
Lose 1D10 missiles. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Defensive Value by 2.

4 — Shields damaged. Reduce Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
Defensive Value by 1. 5 — Pulse Laser B damaged. Reduce | 5 — Pulse Laser C damaged. Reduce Defensive Value by 1.

5 — Pulse Laser A damaged. Reduce chance to hit by 1. chance to hit by 1. 5 — Good Hit! Add another 5 points of
chance To Hit by 1. 6 — Missile Launcher B damaged. 6 — Missile Launcher C damaged. damage.

6 — Meld Laser Targeters damaged. \Weapon may nat fire until after \Weapon may nat fire until after 6 — Maneuver Thrusters damaged.
\Weapon may nat fire until after next game turn. next game turn. All turns cost 1 extra movement
next game turn. 7 — Gunner B killed. Lose use of 7 — Gunner C killed. Lose use of point.

7 — Gunner A killed. Lose use of Gunner B's weapons. Gunner C's weapans. 7 — Pilot dazed. Epping may nat move
Gunner A's weapons. 8 — Structural Damage. Take 10 8 — Structural Damage. Take 10 nor fire Meld Laser until after next

8 — Fatal Chain Reaction Explosion. more hits on this Damage Track mare hits on this Damage Track game turn.

Blast guts vessel from the front to and 8 moare on the Right Side and 8 mare on the Left Side 8 — Reactor Hit. Epping disappears in
the back. Epping is destroyed. Damage Track. Damage Track. a ball of hot gasses.

Reprinted in Operation: Dry Dock

© 1890, 1995, 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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2
3
<
O
&
o
b

ETPVEER

Decoys: [T1TJ
P-D: 1-7 (3)
Dmg Con: 1-7
Tons: 1000

I Gunner B I

I Pilot IS
1 Impulsegun (F)
To Hit: 2D8+
Damage: High

Range: 3/8/10

H Gunner A
2 Impulseguns (F)
To Hit: 2D8+ +1
Damage: High+1
Range: 3/8/10

FRONT DAMAGE TRACK

I Gunner A N
Missile Launcher
(360°)
Lock-on <

gogog
gogog
gogog
gogog

Il Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

I Gunner C N

2 Impulseguns U ) t 3| |w 2 Impulseguns
(FAL) (RAL) (R) S W t (FAQR) (RAR] (R)
To Hit: 2D8+ +1 N2 <2> ; @ To Hit: 2D8+ +1
Damage: High+1 w Damage: High+1
Range: 3/8/10 t X | w w X Range: 3/8/10
LEFT SIDE RIGHT SIDE
DAMAGE TRACK DAMAGE TRACK
0 @l t & 0 et
N (F) X
I Gunner B lN <2> W Defensive Value <2> W I Gunner C HN
Missile Launcher ~ X Missile Launcher
(360°) & 3, (360°)
Lock-on < > < Lock-on <
0oooo Rk Dk 0oooo
00000 W €2 @ w 00000
goood goood
goood = N goood
X 2) & X
" 9 : & -
Drive: |11
™
W X Tight Turn Cost: W %
+4
@ ®
-—
- REAR DAMAGE TRACK
Ll ]
S O | ESO Kl K X
Q. 1 @ w w w X
) L
FRONT LEFT SIDE RIGHT SIDE REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
— Pilot killed. Epping may not move — Engine sputters. Epping only has — Engine sputters. Epping only has — Structural Collapse. Hull
nor fire pilot's Impulsegun. Drive 2 next turn. Drive 2 next turn. ruptures and gunboat is lost.
Defensive Value drops to 3. 3 — Missile Launcher B malfunctions. | 3 — Missile Launcher C malfunctions. | 3 — Electronic Warfare gone. Epping
Missile Launcher A malfunctions. Lose 1D10 missiles. Lose 1D10 missiles. cannot jam torps. Reduce
Lose 1D10 missiles. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Defensive Value by 2.
Shields damaged. Reduce Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
Defensive Value by 1. 5 — Twin Impulsegun B damaged. 5 — Twin Impulsegun C damaged. Defensive Value by 1.
Twin Impulsegun A damaged. Reduce chance to hit by 1. Reduce chance to hit by 1. 5 — Good Hit! Add another 5 points of
Reduce chance To Hit by 1. 6 — Missile Launcher B damaged. 6 — Missile Launcher C damaged. damage.
Pilot Impulsegun Targeters \Weapon may nat fire until after \Weapon may nat fire until after 6 — Maneuver Thrusters damaged.
damaged. \Weapon may not fire next game turn. next game turn. All turns cost 1 extra movement
until after next game turn. 7 — Gunner B killed. Lose use of 7 — Gunner C killed. Lose use of point.
Gunner A killed. Lose use of Gunner B’s weapons. Gunner C's weapons. 7 — Pilot dazed. Epping may nat move
Gunner A's weapons. 8 — Structural Damage. Take 10 8 — Structural Damage. Take 10 nor fire Meld Laser until after next
Fatal Chain Reaction Explosion. more hits on this Damage Track mare hits on this Damage Track game turn.
Blast guts vessel from the front to and 8 more on the Right Side and 8 moare on the Left Side 8 — Reactor Hit. Epping disappears in
the back. Epping is destroyed. Damage Track. Damage Track. a ball of hot gasses.

Hostile Takeover

© 1990, 1895-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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; TPV
y 4

z Decoys: —

| pP-D: — '

& e 1600
Ll

I Gunner B I

Hammerhead

Lock-on <_

gogog
gogog

I Pilot NN

Missile Launcher (F)

To Hit: 2D8+
Damage: Low+3
Range: 3/9/10

HE Gunner A N
4 Pulse Lasers (F)
+3

FRONT DAMAGE TRACK

I Gunner A N
Hammerhead
Missile Launcher

(360°)
Lock-on <
ooooad
ooooad
ooooad
ooooad
ooooad

Il Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

I Gunner C N

4 Pulse Lasers U ) t 3| |w 4 Pulse Lasers
(FQL) (RAL) (R) S <2> W @ t (FAQR) (RAR] (R)
To Hit: 2D8+ +3 N2 ; To Hit: 2D8+ +3
Damage: Low+3 w Damage: Low+3
Range: 3/9/10 t X | w w X Range: 3/9/10
LEFT SIDE RIGHT SIDE
DAMAGE TRACK DAMAGE TRACK
0 @l t & 0 et
¥ (F) X
I Gunner B lN <2> W Defensive Value <2> W I Gunner C HN
Hammerhead ~ Hammerhead
Missile Launcher </, Missile Launcher
&
(360°) S (360°)
Lock-on < DK DK Lock-on <
0oooo w €2 w uia]a[uls
gogog gogog
gaoog < ) < gaoog
gaoog % gaoog
ggoog w . w ggoog
Drive:[11]
™
W X Tight Turn Cost: W %
+4
4] ®
-—
- REAR DAMAGE TRACK
Ll ]
S O | ESO Kl K X
Q. 1 @ w w w X
) L
FRONT LEFT SIDE RIGHT SIDE REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
— Pilot killed. Epping may not move — Engine sputters. Epping only has — Engine sputters. Epping only has — Structural Collapse. Hull
nor fire Pilot's missiles. Defensive Drive 2 next turn. Drive 2 next turn. ruptures and gunboat is lost.
Value drops to 5. 3 — Missile Launcher B malfunctions. | 3 — Missile Launcher C malfunctions. | 3 — Datalink knocked out. Epping may
3 — Missile Launcher A malfunctions. Lose 1D10 missiles. Lose 1D10 missiles. no longer benefit from scanning.
Lose 1D10 missiles. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Reduce Defensive Value by 2.
4 — Shields damaged. Reduce Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
Defensive Value by 1. 5 — Pulse Laser B damaged. Reduce | 5 — Pulse Laser C damaged. Reduce Defensive Value by 1.
5 — Pulse Laser A damaged. Reduce chance to hit by 1. chance to hit by 1. 5 — Good Hit! Add another 5 points of
chance To Hit by 1. 6 — Missile Launcher B damaged. 6 — Missile Launcher C damaged. damage.
6 — Pilot Missile Launcher damaged. \Weapon may nat fire until after \Weapon may nat fire until after 6 — Maneuver Thrusters damaged.
Lose DB missiles. next game turn. next game turn. All turns cost 1 extra movement
7 — Gunner A killed. Lose use of 7 — Gunner B killed. Lose use of 7 — Gunner C killed. Lose use of point.
Gunner A’s weapons. Gunner B’s weapons. Gunner C's weapons. 7 — Pilot dazed. Epping may nat move
8 — Fatal Chain Reaction Explosion. 8 — Structural Damage. Take 10 8 — Structural Damage. Take 10 nor fire Pilot's missiles until after
Blast guts vessel from the front to more hits on this Damage Track mare hits on this Damage Track next game turn.
the back. Epping is destroyed. and 8 moare on the Right Side and 8 moare on the Left Side 8 — Reactor Hit. Epping disappears in
Damage Track. Damage Track. a ball of hot gasses.

Universal Night Watch

© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



I Gunner B I

Ll B 3ET

2

(24

n Decoys: [

M

P-D: 1-7 (5)

G Dmg Con: 1-6
Tons: 1000

y 4

|

(o

o

Ll

I Pilot IS
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20

Target SR <12

HE Gunner A N
1 Pulse Laser (F)
To Hit: 2D8+
Damage: Low

Range: 3/9/10

FRONT DAMAGE TRACK

I Gunner A N
Missile Launcher
(360°)
Lock-on <

gogog
gogog
gogog
gogog

Il Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

I Gunner C N

Reprinted in Operation Drydock

© 1890, 1995, 1896 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

1 Pulse Laser U ) Dl |w 1 Pulse Laser
(FQL) (RAL) (R) S W (FAQR) (RAR] (R)
To Hit: 2D8+ N2 ; To Hit: 2D8+
Damage: Low w Damage: Low
Range: 3/9/10 X | w w X Range: 3/9/10
LEFT SIDE RIGHT SIDE
DAMAGE TRACK DAMAGE TRACK
0 & & 0 &
¥ (F) X
I Gunner B N W Defensive Value W I Gunner C HN
Missile Launcher ~ X Missile Launcher
(360°) & ) (360°)
Lock-on < > < Lock-on <
00000 x x 00000
00000 W < a w 00000
gaoog gaoog
gaoog = N gaoog
X 2 & X
w o &€ w
Drive:[11]
B
W X Tight Turn Cost: W %
+4
_ REAR DAMAGE TRACK
O | K K X
] w w w X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Pilot killed. Epping may not move 2 — Engine sputters. Epping only has | 2 — Engine sputters. Epping only has 2 — Structural Collapse. Hull
nor fire Meld Laser. Defensive Drive 2 next turn. Drive 2 next turn. ruptures and gunboat is lost.
Value drops to 5. 3 — Missile Launcher B malfunctions. | 3 — Missile Launcher C malfunctions. | 3 — Electronic Warfare gone. Epping

3 — Missile Launcher A malfunctions. Lose 1D10 missiles. Lose 1D10 missiles. cannot jam torps. Reduce
Lose 1D10 missiles. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Defensive Value by 2.

4 — Shields damaged. Reduce Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
Defensive Value by 1. 5 — Pulse Laser B damaged. Reduce | 5 — Pulse Laser C damaged. Reduce Defensive Value by 1.

5 — Pulse Laser A damaged. Reduce chance to hit by 1. chance to hit by 1. 5 — Good Hit! Add another 5 points of
chance To Hit by 1. 6 — Missile Launcher B damaged. 6 — Missile Launcher C damaged. damage.

6 — Meld Laser Targeters damaged. \Weapon may nat fire until after \Weapon may nat fire until after 6 — Maneuver Thrusters damaged.
\Weapon may nat fire until after next game turn. next game turn. All turns cost 1 extra movement
next game turn. 7 — Gunner B killed. Lose use of 7 — Gunner C killed. Lose use of point.

7 — Gunner A killed. Lose use of Gunner B’s weapons. Gunner C's weapons. 7 — Pilot dazed. Epping may nat move
Gunner A's weapons. 8 — Structural Damage. Take 10 8 — Structural Damage. Take 10 nor fire Meld Laser until after next

8 — Fatal Chain Reaction Explosion. more hits on this Damage Track mare hits on this Damage Track game turn.

Blast guts vessel from the front to and 8 moare on the Right Side and 8 mare on the Left Side 8 — Reactor Hit. Epping disappears in
the back. Epping is destroyed. Damage Track. Damage Track. a ball of hot gasses.

50



D. EEETPVEEE I Pilot N BN Crew BN
> 1 Mine Sweeper (F) PILOT
To Hit: 2D8+ Plt:
O Damage: High+2 Gnr:
Range: 2/5/6 -
Target SR < 5 I Gunner I GUNNER
a Mk. 30§ |Mk. 50 1 Mine Sweeper Gnr:
z Mines Mines ?Glum:-er_ (FQAL) (F) (FGR)
ulse Lasers To Hit: 2D8+ Decoys O
- B U (360°) Damage: High+2 PO
n O O To Hit: 2D8+ +3 Range: 2/5/6 Dmg Con: —
n U l Damage: Low+3 Target SR < 5 Tons: 1000
[l Range: 3/9/10
Id tl FRONT DAMAGE TRACK
O D ©
TEK| [@w D
K|t W
T w | X X
LEFT SIDE RIGHT SIDE
DAMAGE TRACK DAMAGE TRACK
0 & & 0 ©
* (F) X
<2> Defensive Value <2>
t ) A t
& o
G & P
/
T|X £ 3 T X
2 4
Drive: [11]
®
>< Tight Turn Cost: %
+4
~ ®
N _ REAR DAMAGE TRACK
> O] | K] £ [K X w
o [1] ol | T X
(1]
FRONT LEFT SIDE RIGHT SIDE REAR
-CanICAL HITS -CR|T|CAL HITS -CR|T|CAL HITS - CRITICAL HITS

2 — Pilot killed. Epping may not move
nor Pilot's weapons fire. Defensive
Value drops to 5.

3 — Pilot Mine Sweeper loses power. It
may not fire until after next turn.

4 — Shields damaged. Reduce
Defensive Value by 2.

5 — Gunner Sweeper loses power. It
may not fire until after next turn.

6 — Mine Launcher malfunction.
Cannot lay mines until after next
turn.

7 — Gunner Mine Sweeper damaged.
Weapon suffers -2 penalty To Hit.

8 — Explosion. Blast guts vessel from

fore to aft. Epping is destroyed.

Q'raj Void Protectorate

2 — Engine sputters. Epping only has
Drive 2 next turn.

3 — Mine Layer rupture. Lose 1D4
random mines.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Pulse Laser loses power. Reduce
chance To Hit by 3.

6 — Mine Launcher malfunction.
Cannot lay mines until after next
turn.

7 — Gunner killed. Lose use of Gunner
weapons.

8 — Structural Damage. Take 10

more hits on this Damage Track
and 8 moare on the Right Side
Damage Track.

2 — Engine sputters. Epping only has
Drive 2 next turn.

3 — Mine Layer rupture. Lose 1D4
random mines.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Pulse Laser loses power. Reduce
chance To Hit by 3.

6 — Mine Launcher malfunction.
Cannot lay mines until after next
turn.

7 — Gunner killed. Lose use of Gunner
weapons.

8 — Structural Damage. Take 10

mare hits on this Damage Track
and 8 more on the Right Side
Damage Track.

2 — Structural Collapse. Hull
ruptures and Epping is lost.
Electronic Warfare gone. Epping
cannot jam torps. Reduce
Defensive Value by 2.

Shields damaged. Reduce
Defensive Value by 1.

Good Hit! Add another 5 points of
damage.

Maneuver Thrusters damaged.
All turns cost 1 extra movement
paint.

Pilot dazed. Epping may nat move
nor fire Pilots Mine Sweeper until
after next game turn.

Reactor Hit. Epping disappears in
a ball of hot gasses.

© 1999 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



EQUALIZER NW

Il Pilot or Copilotlll
1 Tachyon Cannon (F)
To Hit: 2D10+
To Hit: 2D10+
Damage: All
Range: 5/15/19
Target SR <14

I Copilot NN
2 Splatterguns
(FQL) (F) (FAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Drive:

(R

ENCrew N
PILOT

Plt:

Gnr:

COPILOT
Plt:
Gnr:

Tight Turn Cost:

+3

Dmg Con: 1-8
EFS: Type 3
Tons: 700

I Copilot I

Hammerhead

Missile Launcher (360°)

Lock-on <_

EEENEREEEEN
LI (I

DAMAGE TRACK

123

t
K

Klw

BPV

GamvE Turn Recorp TRack

EQUALIZER NW

: 123

BPV

Il Pilot or Copilotlll
1 Tachyon Cannon (F)
To Hit: 2D10+
To Hit: 2D10+
Damage: All
Range: 5/15/189
Target SR <14

I Copilot NN
2 Splatterguns
(FQL) (F) (FAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Drive:

(R)

HN Crew N
PILOT

Plt:

Gnr:

COPILOT
Plt:
Gnr:

Tight Turn Cost:

+3

Dmg Con: 1-8
EFS: Type 3
Tons: 700

I Copilot I

Hammerhead

Missile Launcher (360°)

Lock-on <

ENENEREREEN
ENENERENEEN

DAMAGE TRACK

t
K|t

Klw

1123

4

9| 6|78

9 [10

11

12

13

14

15

16

17

18

19

20

Universal Night Watch

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HITS I

2 — Pilot killed. Switch to Copilat.

3 —  Tachyon Carrier hit. Alignment
suffers. Reduce damage to
Medium.

4 — Torpedo Platform hit. Mark off
all remaining torps.

5 —  Major structural damage.
Equalizer takes 1D6 more hits.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 — Pilot's Weapons Targeters
damaged. Reduce all Pilot To Hit
chances by 2.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 4.

9 —  Weapons malfunction. One
random weapon may not be fired
until after next game turn.

10 — Engines sputter. Reduce Drive
to 2 for the next Movement
Phase, then return to normal
Drive value.

11 — Copilot killed. Lose use of

Copilot weapons.
12 — Reactor hit. Equalizer = @.

[l TacHYoN cAnnoN i

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-15 hexes.

Long Range: 16-19 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13. Only
affects Brood ships.

[ SPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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EXECUTIONER

= 115

BPV

I Pilot I
6 Blatguns (F)
To Hit: 2D6+

Il Crew N
PILOT

Plt:

Gnr:

+5

Damage: High+10
Range: 4/10/15
Target SR <13

GUNNER
Gnr:

~
§
&

Tight Turn Cost:

+3

Decoys: [T
P-D: 1-4 (3)
Dmg Con: 1-4
Tons: 1000

I Gunner IR
lon Ram
(FQL) (FAQR) (R)
(RAR) (FAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

GamvE Turn Recorp TRack

EXECUTIONER

: IS

BPV

I Pilot NN
6 Blatguns (F)

To Hit: 2D6+ +5
Damage: High+10
Range: 4/10/15

Target SR <13

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

~
<
&

Tight Turn Cost:

+3

(R)

Decoys: [
P-D: 1-4 (3)

Tons: 1000

Dmg Con: 1-4

I Gunner I
lon Ram
(FQL) (FAR) (R)
(RAR) (FAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

DAMAGE TRACK

&

o]
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2|3
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16117118119 ]20

Tournament Ship
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HITS N

2 —  Armored Cockpit. Ktank!
Nothing's getting through this
armor.

Engines sputter momentarily.
Executioner’s Drive value is
reduced to 2 until after next
game turn.

Electronic Warfare knocked
out. Executioner may no longer
jam torps. Reduce Defensive
Value by 2.

Blatguns damaged. Further To
Hit attempts by this weapon
suffer a -3 penalty.

Shields damaged. Reduce
Defensive Value by 1.
Stabilizers hit. All turns cost 1
extra mavement paint.

lon Ram damaged. Further To
Hit attempts by this weapon
suffer a -3 penalty.

Blatgun Power Feed malfunc-
tions. Reduce Blatgun Damage
rating to Medium+2.

Gunner dazed. Gunner may nat
fire his weapon until after the
next game turn.

Temporary Maneuvering
Thruster malfunction. If the
Executioner moves at all next
Movement Phase, it may not
make a turn.

Massive structural collapse.
Executioner buckles and
explodes.

10—

M-

12—

Il sLATGUN sPEcS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

I ion rRAM sPECS

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.
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Decoys: [T
P-D: 1-7 (4)
Dmg Con: 1-4
Tons: 1000

Mk. 10

N Pilot NN
6 Splatterguns (F)
To Hit: 2D6+ +5
Damage: Med+10
Range: 2/6/10

I Pilot N
Missile Launcher (F)
Lock-on: <

Il Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

HE Gunner A I
(FAL) (RQAL) (R)
(RAR) (FAR)

6 Splatterguns
To Hit: 2D6+ +5
Damage: Med + 10
Range: 2/6/10

HEE Gunner A N
(FQL) (RAL) (R)
(RAR) (FAR)
Missile Launcher
Lock-on: <

o]
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BPV

Decoys: [
P-D: 1-7 (4)
Dmg Con: 1-4
Tons: 1000

I Pilot IR
6 Splatterguns (F)

To Hit: 2D6+ +5
Damage: Med+10
Range: 2/6/10

Mk. 10

N Pilot IR

Il Crew IN
PILOT
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Gnr:

GUNNER
Gnr:

Missile Launcher (F)
Lock-on: <

HE Gunner A I
(FAL) (RAL) (R)
(RQR) (FAR)

6 Splatterguns
To Hit: 2D6+ +5
Damage: Med + 10
Range: 2/6/10

HEEN Gunner A Il
(FQL) (RAL) (R)
(RAR) (FAR)
Missile Launcher
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Tournament Ship
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I criTicAL HITS N

2 —  Armored Cockpit. Clank!
Nothing's getting through this
armor.

Engines sputter momentarily.
Executioner II's Drive value is
reduced to 2 until after next
game turn.

Electronic Warfare knocked
out. Executioner may no longer
jam torps. Reduce Defensive
Value by 2.

Pilot Splatterguns damaged.
Reduce chance to hit by 3.
Shields damaged. Reduce
Defensive Value by 1.
Stabilizers hit. All turns cost 1
extra mavement paint.
Gunner's Splatterguns hit.
Reduce chance to hit by 3.
Pilot Splattergun power feed
malfunction. Reduce Splatter-
gun Damage rating to Low+2.
Gunner dazed. Lose the use of
his weapons until after next
game turn.

Temporary Maneuvering
Thruster malfunction. The
Executioner Il may not move until
after next game turn.

Massive structural collapse.
Executioner buckles and
explodes.

12 —

l spLATTERGUN sPECS |}

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

Long Range: 7-10 hexes (-1 To Hit).
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FALCON NW

I Gunner A R

Hammerhead 2]
Missile
Launcher
(BRAL) (BFAL) (F)
Lock-on <

gooog
gooog
gooog
gooog

Gunner A

O P-DB: —
FRONT LEFT QUARTER
DAMAGE TRACK

EEN Gunner A N
4 Splatterguns
(BRGL) (BFQAL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

EEN Gunner B I
4 Splatterguns
(F) (BFGR) (BRAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner C I
2 Meld Lasers
(BFQL) (F)

To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR<12
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Il Gunner E N
Hammerhead
Missile
Launcher
(SFQAL) (SRAL) (R)
Lock-on <

goooo
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goooo
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BPV

Gunner E

]

HEEN Gunner E I
4 Splatterguns
(SFQAL) (SRAL) (R)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner D I
2 Meld Lasers
B3
(F) (BFGR)

To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR<12

I Gunner B Il
Hammerhead
Missile
Launcher
(F) (BFQR) (BRAR)

Lock-on <

goooo
goooo
goooo
goooo

O P-DB: —
FRONT RIGHT QUARTER
DAMAGE TRACK

L]
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O P-DB: —
REAR RIGHT QUARTER

DAMAGE TRACK
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L

\
2 wPK | [
\ BXl

CHEN
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Turn Cost: 4

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNERC
Gnr:
GUNNER D
Gnr:
GUNNER E
Gnr:
GUNNER F
Gnr:

Gunner F

EEEN Gunner F I
4 Splatterguns
(R) (SRAR) (SFAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

Hl Gunner F N

Hammerhead
Missile
Launcher

(R) (SRAR]) (SFAR)

Lock-on < ___

goooo
goooo
goooo
goooo

Universal Night Watch

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

55



CRITICAL HITS

2 — Pilot stunned. Falcon may not move next
turn.

3 — Structural damage. Take 10 more hits on
this track.

4 — Special Equipment hit. Scanner spread
reduced by 1.

5 — TOC hit. Reduce by 1.

6 — Too Tough! No extra damage.

7 — Gunner A killed.

8 — Launcher malfunction. One random
launcher loses 1D10 missiles.

9 — Weapon's power flickering. One random
weapon's damage rating drops a level.

10 — Splattergun C hit. Reduce To Hit by 4 and
reduce damage to Medium.

11 — Bridge hit. Bridge crew is stunned. Falcon
may not move or use Captain's Die next turn.

12 — Major structural damage. Take 15 more
hits on this track.

CRITICAL HITS

2 — Gunner E Missile Launcher hit. Lose 1D10
missiles.

3 — TOC hit. Reduce by 1.

4 — Power Coupling hit. No weapons may be
fired until after next turn.

5 — Special Equipment hit. Reduce Scanner
attempts by 1.

6 — Gunner E targeting scanners hit. Reduce To
Hit and Lock On values by 4.

7 — Weapon jams. One random weapon may not
be fired next turn.

8 — Engines sputter. Reduce Drive by 2 until
after next turn.

9 — Gunner E killed. Gunner E's weapons may no
longer be fired.

10 — Engineering Section destroyed. Damage
control is not available.

11 — Bridge Hit! Captain is killed. Player may no
longer use Captain's Die.

12 — Reactor hit. Falcon becomes a gaseous
cloud.

FALCON NW

Electronics
Jam: 1-2 on 1D4

Scanners: 1-7 (6)

Bridge
Captain:
Pilot:

TOC: +5

Engineering
Damage Control:1-4
EFS: None
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FRONT RIGHT

- CRITICAL HITS -

2 —

5 —
6 —
7 —
8 —

10 —

11—

12 —

Pilot stunned. Falcon may not move next
turn.

Structural damage. Take 10 more hits on
this track.

Special Equipment hit. Scanner spread
reduced by 1.

TOC hit. Reduce by 1.

Too Tough! No extra damage.

Gunner B killed.

Launcher malfunction. One random
launcher loses 1D10 missiles.

Weapon's power flickering. One random
weapon's damage rating drops a level.
Splattergun D hit. Reduce To Hit by 4 and
reduce damage to Medium.

Bridge hit. Bridge crew is stunned. Falcon
may not move or use Captain's Die next turn.

Major structural damage. Take 15 more
hits on this track.

REAR LEFT

-

2 —

3
4 —

8 —

9 —

10 —

11 —

12 —

Gunner F Missile Launcher hit. Lose 1D10
missiles.

TOC hit. Reduce by 1.

Power Coupling hit. No weapons may be
fired until after next turn.

Special Equipment hit. Reduce Scanner
attempts by 1.

Gunner F targeting scanners hit. Reduce To
Hit and Lock On values by 4.

Weapon jams. One random weapon may not
be fired next turn.

Engines sputter. Reduce Drive by 2 until
after next turn.

Gunner F killed. Gunner F's weapons may no
longer be fired.

Engineering Section destroyed. Damage
control is not available.

Bridge Hit! Captain is killed. Player may no
longer use Captain's Die.

Reactor hit. Falcon becomes a gaseous
cloud.
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FIREBAT NW

57

I Pilot NN
Hammerhead
Missile Launcher (F)
Lock on <
oooogd
oooogd

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Gunner I
1 Tachyon Ram
(FQL) (F) (FQR)

To Hit: 2D10+
Damage: High
Range: 3/11/17
Target SR < 15

Drive:

(R)
DAMAGE TRACK

Decoys: —
P-D: —

Dmg Con: 1-4
EFS: Type 1
Tons: 300

17|t w

DEESRRE

BPV

GamvE Turn Recorp TRack

FIREBAT NW

57

BPV

I Pilot NN
Hammerhead
Missile Launcher (F)
Lock on <
aooood
aooood

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Gunner I
1 Tachyon Ram
(FQL) (F) (FAR)

To Hit: 2D10+
Damage: High
Range: 3/11/17
Target SR < 15

Drive:

(R)
DAMAGE TRACK

Decoys: —
P-D: —

Dmg Con: 1-4
EFS: Type 1
Tons: 300

Tight Turn Cost:

171t w

OEiESRRE

1123

4

9|67

8

9 [10

11

12

13

14

15

16

17118

19

20

Universal Night Watch
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Il criticaL HITS TR

2 —

11—

12—

Pilot killed. Firebat may not
move. Lose use of Pilot's
weapons. Defensive Value drops
to 5.

Missile Launcher hit. Remove
D4 remaining missiles
Torpedo Targeter disrupted.
Remaining torps cannat be
launched for the remainder of
the game.

Major structural damage
inflicted. Firebat takes 106
more hits.

Shields damaged. Reduce
Defensive Value by 2.

Pilot's Weapons Targeters
damaged. Reduce all Lock on
and To Hit attempts by 2.
Engine thrusters hit. Reduce
Defensive Value by 4.

Weapon malfunction. Tachyon
Ram may not be used until after
next game turn.

Engines sputter. Reduce Drive
to 2 for next Movement Phase,
then return to normal Drive
value.

Gunner killed. Lose use of
Gunner's weapons.

Reactor hit. Firebat disappears
in a brilliant flash of light.

B TACHYON RAM SPECSH

Short

Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-11 hexes.
Long Range: 12-17 hexes (-1 To Hit).
Target Speed Restriction: Target Drive

Value must be < 15. Only affects
Brood ships.



FLETCHER

HEN Gunner A N
5 Pulse Lasers
(BRAL) (BFQAL) (F)
To Hit: 2D8+ +4
Damage: Low+4
1-3/4-9/10

M Torp Crew G H
2 Torpedo Tubes
[Z][&]
(BFQL)

O P-DB: 1-7

HEl Gunner A Il
Missile
Launcher
(BRQAL) (BFQL) (F)
Lock-on < ___
oOoood
oOoood
oOoood
oOoood

FRONT LEFT QUARTER DAMAGE TRACK

z

L]
L]
L]
L]
L]
L]

l
l
l
l
l
l

O P-DB: 1-6

Il Gun Crew E Il
2 lon Cannons
RIRIE]
(BRQAL) (BFQL) (F)
[BFQR] [BROR]

To Hit: 2D8+ +1
Damage:(All+2) x 2
1-8/9-16/17-30
Target SR <6

Defensive Value

EE Gunner B Il
5 Pulse Lasers
(BRAR) (BFQR) (F)
To Hit: 2D8+ +4
Damage: Low+4
1-3/4-8/10

M Torp Crew HH
2 Torpedo Tubes
[ZIR]
(BFQR)

Hl Gunner B N
Missile
Launcher
(BRAR) (BFGAR) (F)
Lock-on < ___
ooood
ooood
ooood
ooood

B Gun Crew F IH
Keel Cannon
RIRIEZ([Z]
(KF)

To Hit: 2D8+
Damage: All x 3
ooooo

1-10/11-15/16-20

O P-DB: 1-7

Il Crew IN
CAPTAIN
Cpn:

PILOT

Pt
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:

CREW E
Gnr:

CREW F
Gnr:

T CREW G
Gnr:

T CREW H
Gnr:

FRONT RIGHT QUARTER DAMAGE TRACK

wl | [ ]]

EESHE

REAR LEFT QUARTER DAMAGE TRACK

HEEEEERREIEEEEE
L Lol [ 1| |efzb] | ] |
el (R ] ]
L[ RECe
HECEHEN

Drive:[ 7]

L]
|_le[xPx] | |

Turn Cost: 4 ‘ ‘ | | | | | ‘ ‘

2L ] |
L2 L] el |

L1 [w]
{ L1 w]
HE L] w]
x| L1 w]
N L1 IX]

X

N BPV

I Gunner C N
Missile
Launcher

EEN Gunner C N
5 Pulse Lasers
(SFQAL) (SRAL) (R)
To Hit: 2D8+ +4
Damage: Low+4
1-3/4-9/10

(SFQAL) (SRAL) (R)
Lock-on <
oOoaooo
oOoaooo
oOoaooo
oOoaooo

Hl Gunner D N
Missile
Launcher
(R) (SRAR) (SFQR)
Lock-on <
ooood
ooood
ooood
ooood

@] | PKl ]

L] [REKe

W

HESEEEE

[T o [ 1]

|
|
el 2] ] | |
|
|

X

EEN Gunner D IR
5 Pulse Lasers
(R] (SRAR]) (SFQR)
To Hit: 2D8+ +4
Damage: Low+4
1-3/4-8/10
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RN
CRITICAL HITS
2— ECM destroyed. Fletcher may no longer

perform screening.

3— Crew killed. Lose D4 crew.

4— Port torpedo room hit. 1D10 torpedoes are
destroyed.

5— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

6— Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

7— Quint Pulse Laser A loses power. \Weapon may
not fire until afternext turn.

8— Torpedo Room loses power. No torpedoes
may be launched until after next turn. All of
Fletchers command guided torps detonate.

9— lon Cannon power flickering. Reduce lon
Cannon’s damage to (High +2) x 2.

10— Keel Cannon damaged. Penalize to Hit
attempts by -2.

11— Bridge hit! Bridge crew is stunned. Fletcher
may not move next turn.

12— Keel Cannon crew killed. 1D4 crew are killed.

CRITICAL HITS
2— Bridge hit! The captain is killed. Fletcher may

no longer use Captain die.

3— TOC destroyed. Fletcher may no longer add
TOC bonus initiative roll.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.

6— Quint Pulse Laser C damaged. \Weapon suffers
-2 penalty to hit.

7— Missile Launcher C malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 2 until after
next turn.

10— Gunner C killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Fletcher becomes a gaseous
cloud.

Bow Torpedo
Magazine

Mk. 50

Mk. 20

HHHHBEH

HOBBRF||BBEEE

Jam: 1-2 on

Electronics

ECM: 1-7(4)

1D4

Bridge

Pilot:
TOC: +4

Captain:

Engineering
Damage Contral: 1-6
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CRITICAL HITS
2— ECM destroyed. Fletcher may no longer
perform long-range jamming.
3— Crew killed. Lose D4 crew.
4— Starboard torpedo room hit. 1D10 torpedoes
are destroyed.

5— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

6— Missile Launcher B malfunction. Lose 1D10
Remaining missiles.

7— Quint Pulse Laser B loses power. \Weapon may
not fire until afternext turn.

8— Torpedo Room loses power. No torpedoes
may be launched until after next turn. All of
Fletchers command guided torps detonate.

9— lon Cannon power flickering. Reduce lon
Cannon’s damage to (High +2) x 2.

10— Keel Cannon damaged. Penalize to Hit
attempts by -2.

11— Bridge hit! Bridge crew is stunned. Fletcher
may not move next turn.

12— Keel Cannon crew killed. 1D4 crew are killed.

CRITICAL HITS
2— Bridge hit! The captain is killed. Fletcher may

no longer use Captain die.

3— TOC destroyed. Fletcher may no longer add
TOC bonus initiative roll.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.

6— Quint Pulse Laser D damaged. \\Weapon
suffers -2 penalty to hit.

7— Missile Launcher D malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 2 until after
next turn.

10— Gunner D killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Fletcher becomes a gaseous
cloud.
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EEN Gunner A N
5 Pulse Lasers
(BRQAL) (BFQL) (F)

To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

HEl Gunner A Il
Missile
Launcher
(BRQAL) (BFQL) (F)
Lock-on < ___

oOoood

Bl Gun Crew G
4 Repeating Blasters

EEN Gunner B Il
5 Pulse Lasers
(BRAR) (BFGAR) (F)
To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

Hl Gunner B N
Missile
Launcher
(BRAR) (BFGAR) (F)
Lock-on < ___

ooood

HENCrew HN
CAPTAIN
Cpn:

PILOT

Pt

GUNNER A

Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:
GUNNER E
Gnr:

CREW F
Gnr:

CREW G
Gnr:

CREW H
Gnr:

2]
(BRGAL) (BFAL) (F)
[BFGAR] [BRGAR] 3
To Hit: 2D6+ +3
Damage:(High+6) x 2
Range: 3/8/15

goooo
goooo
goooo

gogoa

Gunner A uoood
i jalalals

BN Gun Crew H N
Twin Sabres
EJEEY
(BFQL) (F) (BFGAR)
To Hit: 2D8+ +1
Damage:(High+1) x2 O
Range: 9/18/36
Target SR: <6

Il Gun Crew FIN
Keel Cannon
[zl (%]
(KF)
To Hit: 2D8+
Damage: All x 3
ooooo
Range: 10/15/20

Il Gunner E HN
lon Ram
(BRGL) (BFQL) (F)
(BFQAR) (BRGR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

(] +4 per 2 points over

Defensive Value
targets DV

O P-DB: 1-7
FRONT LEFT QUARTER DAMAGE TRACK

O P-DB: 1-7
FRONT RIGHT QUARTER DAMAGE TRACK

LI LT RLw] T ][]
ESESHN

o
O
==
o
L
:
¥
el
T
H
z

z

L
L
L
2]
L
L]

l
l
l
l
l
l

O P-DB: 1-6

REAR LEFT QUARTER DAMAGE TRACK
COLL L IR
2L [l | [ ] lefxPE |
LI2L L] Jef [ [ 2]
o] [ Bx] X[ [ | | [ [2[]
HEEIEEN Lo ]

HEN Gunner C I
6 Pulse Lasers
(SFAL) (SRAL) (R)
(SRQAR) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Drive:

EREEEEEN
BHEEERCHE
2L e | ]
o2 | B[ X[ [ [ [ [2[]
HEIAEEEEEEREN
EEN Gunner D I
6 Pulse Lasers
(SFQAL) (SRAL) (R)
(SRQAR) (SFAR)
To Hit: 2D8+ +5

Damage: Low+5
Range: 3/9/10

L] |
|_le[xPx] | | |
BCEEHEEN |
|
|

Turn Cost: 4

N Gunner D N

Missile |

Launcher \

(R) (SRGR) (SFAR) |

Lock-on <
OoOoooo
OoOoooo
OoOoooo

ooooo Gunner D

0oogoo 2]

||

L Hl Gunner C N
|| Missile
||

||

Launcher
(SFQAL) (SRAL) (R)
Lock-on <
oOoooo
oOoooo
oOoooo
oOoooo
oOoooo

*

{
{ L
|| L
|| ||
|| L]

902

BPV
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RN
CRITICAL HITS
2— ECM destroyed. Fletcher may no longer

perform screening.

3— Crew killed. Lose D4 crew.

4— Sabre Hit. May not fire until after next game
turn.

5— Blasters damaged. Repeating Blaster Damage
drops to High +6

6— Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

7— Quint Pulse Laser A loses power. \Weapon may
not fire until afternext turn.

8— Crew Hit. Mark off 1D4 Gun Crew.
9— lonizers Fizzle.lon Ram Damage is now High

10— Keel Cannon damaged. Penalize to Hit
attempts by -2.

11— Bridge hit! Bridge crew is stunned. Fletcher
may not move next turn.

12— Keel Cannon crew killed. 1D4 crew are killed.

CRITICAL HITS
2— Bridge hit! The captain is killed. Fletcher may

no longer use Captain die.

3— TOC destroyed. Fletcher may no longer add
TOC bonus initiative roll.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.

6— Pulse Lasers C damaged. \Weapon suffers -3
penalty to hit.

7— Missile Launcher C malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 4 until after
next turn.

10— Gunner C killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Fletcher becomes a gaseous
cloud.

Electronics
Jam: 1-2 on 1D4

ECM: 1-7(4)

Bridge
Captain:
Pilot:

TOC: +4

Engineering
Damage Contral: 1-6
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CRITICAL HITS
2— ECM destroyed. Fletcher may no longer
perform long-range jamming.

3— Crew killed. Lose D4 crew.

4— Sabre Hit. May not fire until after next game
turn.

5— Blasters damaged. Repeating Blaster Damage
drops to High +6

6— Missile Launcher B malfunction. Lose 1D10
Remaining missiles.

7— Quint Pulse Laser B loses power. \Weapon may
not fire until afternext turn.

8— Crew Hit. Mark off 1D4 Gun Crew.

9— lonizers Fizzle.lon Ram Damage is now High

10— Keel Cannon damaged. Penalize to Hit
attempts by -2.

11— Bridge hit! Bridge crew is stunned. Fletcher
may not move next turn.

12— Keel Cannon crew killed. 1D4 crew are killed.

CRITICAL HITS
2— Bridge hit! The captain is killed. Fletcher may

no longer use Captain die.

3— TOC destroyed. Fletcher may no longer add
TOC bonus initiative roll.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.

6— Pulse Lasers D damaged. \Weapon suffers -4
penalty to hit.

7— Missile Launcher D malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 4 until after
next turn.

10— Gunner D killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Fletcher becomes a gaseous
cloud.
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HEEN Gunner A IR
6 Splatterguns
(BRGAL) (BFQAL) (F)

I Gunner A N
Missile
Launcher

Il Gun Crew F N
"Evil Eye" (3KF)
IR

I Gunner B N

Missile
Launcher

HEEN Gunner B IR
6 Splatterguns
(BRGAL) (BFQAL) (F)

Hl Crew HN
CAPTAIN
Cpn:

(BRAL) (BFAL) (F)
Lock-on < __

goooo
goooo
goooo
goooo

(F) (BFQR) (BRAR)
Lock-on <

ooood
ooood
N Gun Crew G N oooog
"Evil Eye" (3KF) oooog Gunner B

BERERIE

To Hit: 2D10+
Damage: All x 1D4
Range: 8/17/25

(BFGR) (BRAR)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

To Hit: 2D10+
Damage: All x 1D4
Range: 8/17/25

(BFGR) (BRAR) PILOT
To Hit: 2D6+ +5 Plt:
Damage: Medium+10 GUNNER A
Range: 2/6/10 Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:
CREW E
Gnr:
CREW F
Gnr:
CREW G
Gnr:

I Gun Crew E NN
4 Repeating
Blasters (2] [%]
(BRQAL) (BFGL) (F)
[BFGR] [BRGR]

To Hit: 2D6+ +3
Damage: (High+B) x 2
Range: 3/8/15

O P-DB: 1-7
FRONT LEFT QUARTER DAMAGE TRACK

FLETCHER QVP

l

l

l 0 P-DB: 1-7

1 FRONT RIGHT QUARTER DAMAGE TRACK
l

l

z

wl | [ ]]

EESHE

L]
L]
L]
L]
L]
L]

|
L1 @] |e
ok | [ [w
|
|

O P-DB: 1-6
REAR LEFT QUARTER DAMAGE TRACK

COLL L IR [
2L BT [ [elzbxie] |
LAl L[ el [ ] [ [2[]]
o] [ PKIOX HEEE
HEEIEEN | ol 1]

wi | [ ]2
X

EREEEEEN
HEEEDEEN
HEIEERCEN
o2 | PO | [ [ [ [R]]
HEIAEEEEEEREN
HE Gunner D I
6 Pulse Lasers
(SFQL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D8+ +5

Damage: Low+5
Range: 3/9/10

L]
|_|e[xPxie] |
BN

*

EEE0
| RERO |

1] RERO _ -
1] CREO

1] BRER

I Gunner C Il
Missile
Launcher
(SFAL) (SRAL) (R)
Lock-on <

goooo
goooo
goooo
goooo

I Gunner D N
Missile
Launcher
(R) (SRAR]) (SFQR)
Lock-on <

goooo
goooo
goooo
goooo

Turn Cost: 4 ‘
|

HEN Gunner C IR
6 Pulse Lasers
(SFQL) (SRAL) (R)
(SRGR) (SFAR)
To Hit: 2D8+ +5
Gunner C Damage: Low+5
2] Range: 3/9/10
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CRITICAL HITS

2 — ECM destroyed. Fletcher may no longer
perform screening.

3 — Crew killed. Lose 1D4 crew.

4 — Missile Launcher A loses power. Cannot
launch missiles until after next turn.

5 — Repeating Blasters hit. Modify all To Hit
attempts by -3. Change damage to High+8.

6 — Missile Launcher A hit. Lose 1D10
Remaining missiles.

7 — Splattergun A hit. \Weapon suffers -2
penalty To Hit.

8 — Engineering hit. Damage Control is not
available until after next turn. Lose 1D4
engineers.

9 — Evil Eye F targeting system damaged.

Weapon suffers -2 penalty To Hit.
10 — Evil Eye F hit. Reduce damage to All.

11 — Bridge hit! Bridge crew is stunned. Fletcher
may not move next turn.

12 — Gun Crew F killed. 1D4 crew are killed.

CRITICAL HITS
2 — Bridge hit! The captain is killed. Fletcher may

no longer use Captain die.

3 — TOC destroyed. Fletcher may no longer add
TOC bonus initiative roll.

4 — Sheilds damaged. Reduce Defensive Value by

2.

5 — Power coupling severed. No weapons may be
fired next turn.

6 — Pulse Laser C damaged. \Weapon suffers -4
penalty To Hit.

7 — Missile Launcher C hit. Lose 1D10 missiles.

8 — Engineering hit! Damage Control is not

available until after next turn.
9 — Drive Damaged. Reduce drive by 2.

10 — Gunner C killed. This gunner’s weapons may
not be fired.

11 — Engineering section destroyed. Damage
control is not available. Loose 1D4 Engineers.

12 — Reactor hit. Fletcher becomes a gaseous
cloud.

Q'raj Void Protectorate

FLETCHER QVP

Tons: 10200

Electronics
Jam: 1-2 on 1D4

ECM: 1-7(4)

Bridge
Captain:
Pilot:

TOC: +4

Engineering
Damage Contral: 1-6

.
CRITICAL HITS

2 — ECM destroyed. Fletcher may no longer
perform screening.

3 — Crew killed. Lose D4 crew.

4 — Missile Launcher B loses power. Cannot

launch missiles until after next turn.
5 — Repeating Blasters hit. Modify all To Hit
attempts by -3. Change damage to High+6.
6 — Missile Launcher B hit. Lose 1D10
Remaining missiles.

7 — Splattergun B damaged. \Weapon suffers -2
penalty To Hit.

8 — Engineering hit. Damage Control is not
available until after next turn. Lose 1D4
engineers.

9 — Evil Eye G targeting system damaged.

Weapon suffers -2 penalty To Hit.
10 — Evil Eye G hit. Reduce damage to All.

11 — Bridge hit! Bridge crew is stunned. Fletcher
may not move next turn.

12 — Gun Crew G killed. 1D4 crew are killed.

CRITICAL HITS

2 — Bridge hit! The captain is killed. Fletcher may
no longer use Captain die.

3 — TOC destroyed. Fletcher may no longer add
TOC bonus initiative roll.

4 — Sheilds damaged. Reduce Defensive Value by
2.

5 — Power coupling severed. No weapons may be
fired next turn.

6 — Pulse Laser D damaged. \Weapon suffers -4
penalty To Hit.

7 — Missile Launcher D hit. Lose 1D10 missiles.

8 — Engineering hit! Damage Control is not

available until after next turn.
9 — Drive Damaged. Reduce drive by 2.

10 — Gunner D killed. This gunner’s weapons may
not be fired.

11 — Engineering section destroyed. Damage
control is not available. Loose 1D4 Engineers.

12 — Reactor hit. Fletcher becomes a gaseous
cloud.
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I Pilot I
1 Plazgun (F)
To Hit: 2D6+

Damage: All ¥
Range: 2/4/10

I Pilot I
1 Protobolt Projector (F)
To Hit: 2D6+

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Damage: 10/8/6
Range: 5-8/12/16
Target SR <14

N
<
&

Tight Turn Cost:

+3

Decoys: [T1TJ
P-D: 1-6 (2)
Dmg Con: 1-6
Tons: 800

I Gunner I
1 Splattergun
(RAL) (R) (RAR)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

Missile Launcher (360°)
Lock-on <

I Gunner I j BN Gunner I

Missile Launcher (360°)
Lock-on <

11T 111

11T 111

DAMAGE TRACK

K| |l

10

t

8

W

106

BPV

Reprinted in Operation: Dry Dock

: 106

BPV

N Pilot I
1 Plazgun (F)
To Hit: 2D6+

Damage: All ¥
Range: 2/4/10

I Pilot I
1 Protobolt Projector (F)
To Hit: 2D6+

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Damage: 10/8/6
Range: 5-8/12/16
Target SR <14

~
<
&

Tight Turn Cost:

+3

Decoys: [11TJ
P-D: 16 (2)
Dmg Con: 1-6
Tons: 900

I Gunner I
1 Splattergun
(RAL) (R) (RAR)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

Missile Launcher (360°)
Lock-on <_

L0 1o
(10 (I

I Gunner I j N Gunner I

Missile Launcher (360°)
Lock-on <

11T 111

11T 111

DAMAGE TRACK

K| el

10

t

8

W

I criTicAL HiTs I

2 — Crew killed. Glaive may
perform no further actions.
Defensive Value drops to 5.

3 — Major Structural Damage
inflicked. Mark off 2010 more
hits of damage.

4 —  Electronic Warfare lost. Glaive
may no longer jam torps.
Reduce Defensive Value by 2.

5 — Maneuver Thrusters damaged.
All turns cost 1 extra point to
perform. Reduce Defensive
Value by 2.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 —  Armor too tough! No extra
damage.

8 — Protobolt misfire. Mark off one
remaining Protobolt.

9 — Missile Launcher damaged.

Lose 1D8 of remaining missiles
in one (random) functioning
Missile Launcher.

10 — Plazgun Targeter damaged.
Reduce To Hit chance by 2.

11 — Controls lock up. Glaive may
not move nor fire cannons until
after next game turn. Reduce
Defensive Value to 5 during this
period.

12 — Catastrophic Structural
Collapse. Glaive dissolves.

Il rLAZGUN SPECS ¥ Il

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.
Long Range: 5-10 hexes (-1 To Hit).

Il SPLATTERGUN SPECS li

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

Il rroT1OBOLT SPECS [l

Short Range: 5-8 hexes (+1 To Hit).
Medium Range: S-12 hexes.

Long Range: 13-16 hexes (-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <14.
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I Pilot I
1 lon Ram (F)
To Hit: 2D6+

Damage: All
Range: 5/13/15
Target SR <15

GLAIVE I

I Pilot I
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

GLAIVE I

I Pilot I
1 lon Ram (F)
To Hit: 2D6+

Damage: All
Range: 5/13/15
Target SR <15

I Pilot N
1 Protobolt Projector (F)
To Hit: 2DB6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I criTicAL HiTS I

2 — Crew killed. Glaive may
perform no further actions.
Defensive Value drops to 5.

3 — Major Structural Damage
inflicted. Mark off 2D10 more
hits of damage.

4 —  Electronic Warfare lost. Glaive
may no longer jam torps.
Reduce Defensive Value by 2.

5 — Maneuver Thrusters damaged.
All turns cost 1 extra point to
perform. Reduce Defensive
Value by 2.

Jooooooo ooooooo 6 — Shields damaged. Reduce
Defensive Value by 1.
7 —  Armor too tough! No extra
damage.
8 —  Protobolt misfire. Mark off one
remaining Protabolt.
9 — Missile Launcher damaged.

(R)

N
<
& -
Tight Turn Cost:

+3

~
<
&

Tight Turn Cost:

+3

Lose 1D8 of remaining missiles
in one (random) functioning
Missile Launcher.

10 — lon Ram Targeter damaged.
Reduce To Hit chance by 4.

11 — Controls lock up. Glaive may
not move nor fire cannons until
after next game turn. Reduce

B Gunner I
1 Splattergun
(RAL) (R) (RAR)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

B Gunner I
1 Splattergun
(RAL) (R) (RAR)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

Decoys: [TTTJ
P-D: 1-6 (2)
Dmg Con: 1-6
Tons: 800

Decoys: [11TJ
P-D: 1-6 (2)
Dmg Con: 1-6
Tons: 900

Defensive Value to 5 during this
period.

12 — Catastrophic Structural
Collapse. Glaive dissolves.

Il ion RAM sPECS

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-4 hexes.

Long Range: 5-10 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.

l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-G hexes.

I Gunner I § | N Gunner I
Missile Launcher (360°) § | Missile Launcher (360°)
Lock-on < Lock-on <

L0 1o L0 T
L0 1T L0 T LT T LI T

DAMAGE TRACK DAMAGE TRACK

K| L] AL [ PK[ [l

E t E t Long Range: 7-10 hexes (-1 To Hit).
8] w B w Il rroTOBOLT SPECS Il
D Short Range: 5-8 hexes (+1 To Hit).

I Gunner I § BN Gunner I
Missile Launcher (360°) § |Missile Launcher (360°)
Lock-on < Lock-on <

LITH T I T

107
107

Medium Range: 9-12 hexes.

Long Range: 13-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

BPV
BPV

Operation: Dry Dock © 1996 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Pilot I
1 Plazgun (F) PILOT
To Hit: 2D6+ Plt:
Damage: All ¥ Gnr:
Range: 2/4/10
GUNNER

GLAIVE Il

I Pilot I Gnr:

ENCrew N

1 Gungnir (F)

To Hit: 2D8+ +B6
Damage: Medium+2 4
Range: 5/10/16
Target SR <13

>
<)
&

+3

Decoys: [T1TJ
P-D: 1-6 (2)
Dmg Con: 1-6
Tons: 800

BN Gunner I
1 Splattergun
(RAL) (R) (RAR)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Gunner I
Missile Launcher (360°)
Lock-on <_
ITTT] 11T
ITTT] 11T

DAMAGE TRACK

K| |l

0] t

8 w

104

BPV

Sigurd Archdiocese

Tight Turn Cost:

GLAIVE 1l

104

BPV

I Pilot EEEEN
1 Plazgun (F) PILOT
To Hit: 2D6+ Plt:
Damage: All ¥ Gnr:
Range: 2/4/10
GUNNER

I Pilot I Gnr:

HN Crew N

1 Gungnir (F)

To Hit: 2D8+ +6
Damage: Medium+2 9
Range: 5/10/16
Target SR <13

~
<
&

Tight Turn Cost:

+3

Decoys: [11TJ
P-D: 16 (2)
Dmg Con: 1-6
Tons: 900

EEEN Gunner I
1 Splattergun
(RAL) (R) (RAR)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Gunner I
Missile Launcher (360°)
Lock-on <

LT T
(10 T

DAMAGE TRACK

K| el

[10] t

8 W

I criTicAL HiTs I

2 — Crew killed. Glaive may
perform no further actions.
Defensive Value drops to 5.

3 — Major Structural Damage
inflicked. Mark off 2010 more
hits of damage.

4 —  Electronic Warfare lost. Glaive
may no longer jam torps.
Reduce Defensive Value by 2.

5 — Maneuver Thrusters damaged.
All turns cost 1 extra point to
perform. Reduce Defensive
Value by 2.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 —  Armor too tough! No extra
damage.

8 —  Gungnir short. It may not fire
for one turn.

9 — Missile Launcher damaged.
Lose 1D8 of remaining missiles
in one (random) functioning
Missile Launcher.

10 — Plazgun Targeter damaged.
Reduce To Hit chance by 2.

11 — Controls lock up. Glaive may
not move nor fire cannons until
after next game turn. Reduce
Defensive Value to 5 during this
period.

12 — Catastrophic Structural
Collapse. Glaive dissolves.

Il GUNGNIR SPECS /[l

Short Range: 1-5 hexes (+1 To Hit).
Medium Range: 6-10 hexes.
Long Range: 11-16 hexes (-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <13.
d May hit all torps in one hex targeting
one ship, if at short range.

Il PLAZGUN SPECS ¥l

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.
Long Range: 5-10 hexes (-1 To Hit).

l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-8 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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I Gunner A N
Missile
Launcher
(360°)
Lock-on <
oOoaoo
oOoaoo
oOoaoo
oOoaoo
oOoaoo
ooaogd

Gunner A

EN Gunner A IR
6 Pulse Lasers
(360°) [2
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

I Gunner B Il
Missile
Launcher
(360°)
Lock-on < ___
oooao
oooao
oooao
oooao
oooao
oonoag

Gunner B

(]

Il Gunner B Il
6 Pulse Lasers
(360°) &

To Hit: 2D8+ +5
Damage: Low+5

Range: 3/9/10

230

BPV

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

OLLLL T[] exle
wix| o [c] [2]ef0)]
XIwpk] | o | | IX]

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLLL T[] exE]
wix| o [c] [l
XIwpe] | o | [ [X]

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

OLLITL 1] [ [exe
x| o [c] [2]e0)
XIwpk] | o | | [X]

®

(F)
Defensive Value

(R)
®

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLLLT [ ] exE
wix| o [c] [0
XIwpe] | o | | [X]

B Gun Crew DN
1 Laztube (360°)
(ZI212]

To Hit: 2D10+
Damage: High x2
1-10/11-20/21-40
Target SR < 8

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

OLLI L1 ][ [exe
x| o [c] [2]e0)
XIwpk] | o | | [X]

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLLLT ] e
wix| o [c] ||l
Xwpk] | o] | | [X]

» The 1D4 multiplier is not included on
triples, or doubles that affect damage.

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNERC
Gnr:

CREW D
Gnr:

BN Gunner C N
1 Sayf ad-Din
(360°)

To Hit: 2D8+
Damage:Med x1D4 »
Range: 6/14/18
Target SR <14

Q'raj Void Protectorate

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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FRONT

-

2 — ECM Suite hit. Mark off 1 ECM crew.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 2.

4 — Missile Launcher hit. Mark off 1D10
missiles from a random Miissile Launcher.

5 — Cargo Bay hit. Remaining Cargo ejects.

6 — ECM Sequencer destroyed. All screening
attempts must be made against one target.

7 — Gunner A's Pulse Laser damaged. Gunner
A's Pulse Laser is -5 To Hit.

8 — Reactor hit. Golan Crumbles.

CRITICAL HITS

2 — Gunner A killed. Gunner A's weapons may
not fire.

3 — Jamming module hit. Golan now jams only
ona.

4 — Structural damage. Take 5 more hits on
each damage track.

5 — Manuvering Thrusers hit. Golan may not
rotate.

6 — ECM Booster short. ECM value now 1-4.

7 — Gunner C's Sayf ad-Din damaged. Change
Damage to Medium.

8 — Power Coupling hit. No cannons may be
fired until after next game turn.

CRITICAL HITS

2 — Engineering hit. Mark off 1 Engineer.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 2.

4 — Missile Launcher hit. Mark off 1D10
missiles from a random Missile Launcher.

5 — Cargo Bay hit. Remaining Cargo ejects.

6 — ECM Sequencer destroyed. All screening
attempts must be made against one target.

7 — Gunner A's Pulse Laser damaged. Gunner

A's Pulse Laser is -5 To Hit.

8 — Bridge hit, Captain Killed. Masada may not
use captain's die.

Q'raj Void Protectorate

Tons: 2000

Il Cargo Bay
Cargo
Cargo Loss:
[

Electronics
Jam: 1-2 on 1D4

ECM: 1-8 [2]

Bridge
Captain:

Engineering
Damage Contral:1-3

CRITICAL HITS

2 — Gunner B killed. Gunner B's weapons may
not fire.

3 — Jamming module hit. Golan now jams only
onal.

4 — Structural damage. Take 5 more hits on
each damage track.

5 — Manuvering Thrusers hit. Golan may not
rotate.

6 — ECM Booster short. ECM value now 1-4.

7 — Gunner B's Pulse Laser damaged. Gunner
A's Pulse Laser is -5 To Hit.

8 — Bridge hit, Pilot killed. Golan may not turn.

CRITICAL HITS
2 — Laztube Hit. Mark off 1 Laztube crew.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 2.

4 — Missile Launcher hit. Mark off 1D10
missiles from a random Missile Launcher.

5 — Cargo Bay hit. Remaining Cargo ejects.

6 — ECM Sequencer destroyed. All screening
attempts must be made against one target.

7 — Laztube damaged. Change damage to High.

8 — Power Coupling hit. No cannons may be
fired until after next game turn.

_ .
CRITICAL HITS

2 — Gunner C killed. Gunner C's weapons may
not fire.

3 — Jamming module hit. Golan now jams only
ona.

4 — Structural damage. Take 5 more hits on
each damage track.

5 — Manuvering Thrusers hit. Golan may not
rotate.

6 — ECM Booster short. ECM value now 1-4.

7 — Gunner B's Pulse Laser damaged. Gunner
A's Pulse Laser is -5 To Hit.

8 — Reactor hit. They will remember your
sacrifice.

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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: 60

BPV

I Pilot IR
lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

HEp
Drive:

(R)

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Decoys: [1TT]
P-D: 1-4 (2)
Dmg Con: 1-4
Tons: 415

EEEEN Gunner I

1 Mijoélnir (360°)
To Hit: 2D8+ +6
Damage: Low+3 9

Range: 3/7/10

DAMAGE TRACK

Tight Turn Cost:

+3

(1] t

-
(=]

5

2]

GamvE Turn Recorp TRack

: 60

BPV

I Pilot IR
lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

HN Crew N
PILOT

Plt:

Gnr:

GUNNER

HEp
Drive:

(R)

Decoys: [1TTJ
P-D: 1-4 (2)
Dmg Con: 1-4
Tons: 415

I Gunner I
1 Mijoélnir (360°)
To Hit: 2D8+ +B6
Damage: Low+3 4
Range: 3/7/10

DAMAGE TRACK

Tight Turn Cost:

+3

(1] t

=
(]

5

2]

’I

21314

9| 6|78

9 [10

11

12

13|14

15

16117118119

20

Sigurd Archdiocese
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HiTs I
2 — Pilot killed. Hammer may not
maove, nor may Pilot's weapons
fire. Defensive value drops to 5.
Mk. 10 detonation. Hammer
takes 1D12 if any Mk. 10 torps
are still in rack.

Gauss Generator hit. Reduce
Mijélnir's chance To Hit by 5.
Magnetic fluctuation. MjdInir
may not fire next turn.

Love that Crysteel. Shot
reflects harmlessly off armor.
Torp rack hit. Lose 1D4 random
torps of attacker's choice.
Armor belts sheared off.
Hammer's Damage Reduction
reduced to O. -1 to DV.

lonizer short. lon Ram may not
fire next turn.

Gunner killed. M;jsInir may not
fire.

Pilot dazed. Reduce Defensive
Value by 2 next turn. Pilot may
nat fire until after next game
turn.

Explosive chain reaction. Crew
dies instantly as Hammer
shatters.

12—

I vJoLNIR SPECS ol

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-7 hexes.

Long Range: 8-10 hexes (-1 To Hit).

d May hit all torps in one hex targeting
one ship, if at short range.

Il on rRAM sPECSHEE

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.
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L]

BPV: 59

I Pilot I
3 Pulse Lasers (F)

To Hit: 2D8+/ 11542
Damage: Low+2

Decoys: OO O

P-D: 14 (2)
Dmg Con: 1-2

B Pilot or Gunner
2 Meld Lasers (F)
Pilot To Hit
2D8+/ 171 +1
Gunner Hit
2D8+ 57 +1
Damage: Medium+1

BN Gunner S

1 EMP Beam

(FOL)(RAL)(R)(RAR)(FAR)

To Hit: 208+/0H
Damage: High/2x

DAMAGE TRACK

|
|
|

| GUNNER

Tight Turn Cost:

w

D2 W

(4]

BPV

i R e Sl D T S

I Pilot EE—
3 Pulse Lasers (F)
To Hit: 2D8+20E+2
Damage: Low+2

| e cRITICAL HITS
ECrewwmm | §

PILOT 2 — Pilot killed. Havok may not
Plt: move, nor may the pilot's

weapons fire. Defensive Value

Gnr:

drops to 5.

I Pilot or Gunner
2 Meld Lasers (F)
Pilot To Hit
208+ 0541
Gunner To Hit
2D8+40E4+1
Damage: Medium+1

Drive:

(R)

Decoys:O O O
P-D: 14 (2)
Dmg Con: 1-2

Tight Turn

Engine hit. Drop Havoks
Drive by 5.

Electronic Warfare gone.
Havok may no longer jam torps.
Reduce Defensive Value by 3.
Maneuver Thrusters
damaged. All turns cost 1
extra point to perform.
Shields damaged. Reduce
Defensive Value by 2.

EMP Beam hit. If fired the
Havok also takes a critical hit.
Meld Laser targeting
malfunction. Modify Meld
Laser To Hit attempts by -2.
Hull buckles. Reduce

- Defensive Value by 3.

- | 10 — Gunner killed. Gunner weapon
: skills may not be used.

| 11 —Controls lock up. Havok may
7 not move nor fire until after
next game turn.

| 12 — Reactor detonates, Havok is
a memory.

| IPULSE LASER SPECSH

| Short Range: 1-3 hexes (+1 To Hit).
| Medium Range: 4-9 hexes.

GUNNER
Gnr:

Cost:

NS Gunner EEE

1 EMP Beam

(FQ L][RGL}[R][RGHJ[EGH}

To Hit: 2D8+A0DE
Damage: High/2=

Long Range: 10 hexes (-1 To Hit).
| HMELD LASER SPECSH

| Short Range: 1-6 hexes (+1 To Hit)
| Medium Range: 7-18 hexes.

DAMAGE TRACK

Long Range: 1820 hexes -1 Ta Hit).
| Target Speed Restriction: Target's
Drive value must be <12,

[15] w

| B EMP Beam SPECS: M

<D|2] W

| Short Range: 1-3hexes (+1 To Hit).

Medium Range:4-6 hexes.

(2]

| Long Range:7-15 hexes (-1 To Hit).

| = Ignores Damage Reduction.

{  Whenever doubles or triples are
rolled on a hit, the target takes a
critical in addidion to other
damage.

Target Speed Restriction: Target's
Drive value must be <14,




IS Pilot NN
5 Pulse Lasers (F)
To Hit: 2D8+ADB+4
Damage: Low+4
Range: 3/9/10

B Dilot M I criTicAL HiTs I

3 Pulse Lasers () 2 —  Pilot killed. Hayabusa may
To Hit: 2D8+ADB+4 R perform no further actions.
Damage: Low+4 L Defensive Value drops to 5.
Range: 3/9/10 I 3 —  Hull breached. Reduce
Defensive Value by B.

4 —  Electronic Warfare knocked
out. Hayabusa may no longer
jam torps. Reduce Defensive
Value by 4.

5 —  Pulse Laser Targeters knacked
offline. Hayabusa may nat fire
Pulse Lasers until after next
game turn.

6 — Maneuver Thrusters damaged.
All turns cost 1 extra movement
point to parform.

7 —  Evade Thrusters hit. Reduce
Defensive Value by 2.

Tight Turn Cost: 8 —  Maneuver Thrusters destroyed.

Hayabusa may no langer perorm

+3 tight turns.

(A 9 —  Pulse Laser Targeters

damaged. All further Pulse

D Laser To Hit and Damage suffer
Dmg Con: 1-2 a -4 madifier.
Tons: 200 10 — Torpedo Rack compromise.
DAMAGE TRACK N!ark off all remaining Torps.
— — 11 — Pilot dazed. Hayabusa may not
%] t % sy <'> move or discharge any weapan
B x [ a 1 3|t until after the next game turn.

. 12 — Reactor hit. Hayabusa will hunt

no more. !

Tight Turn Cost:

3 :
: :
S s
< <
- e
u s

+3

(R)

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 200

DAMAGE TRACK
o] [ & PRI
sl PKRLae]t

I ruLsE LASER sPEcS Il

Short Range: 1-3 hexes (+1 To Hit].
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

Game Turn Recorp Track

1712131456 718]9110|11[12]13]14|15(16(17(18|19|20
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To Hit:

Range:

I Pilot IR
1 Autocannon (F)

Damage:

Target SR <10
CLITITTT

2D6+
Medium t
3/10/24

I Pilot I

2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

I Pilot NN
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20

Target SR <12

N Pilot HEEEN
1 Autocannon (F)
To Hit: 2D6+

Damage: Medium t
Range: 3/10/24

Target SR <10

CITTITTT]

I Pilot IS I Pilot I

2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

I criTicAL HITs I

2 — Pilot killed. Hell Bender may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Hell Bender
may only use 3 mavement
points next game turn.
Electronic Warfare knocked
out. Hell Bender may no longer
jam torps. Reduce Defensive
Value by 2.

Pulse Lasers lose power.
Pulse Lasers may not be fired
until after next game turn.

Shields damaged. Reduce
Defensive Value by 1.
Autocannon hit. Lose half of
remaining ammao.

Meld Laser Targeting
damaged. Modify Meld Laser
To Hit attempts by -3.

Minor Hull Breach inflicted.
Reduce Defensive Value by 2.
Torp Loads jettison harm-
lessly. Remove all torps.
Pilot dazed. Hell Bender may
not move or fire until after the
next game turn.

Reactor explodes. Hell Bender
is destroyed.

HELL BENDER
HELL BENDER

10 —

1M —

Tight Turn Cost: Tight Turn Cost:

+3 — 3
Decoys: [ (R)

P-D: —

Dmg Con: 1-3
Tons: 300

0@
o]

Decoys: [ (R 12 —
P-D: —

Dmg Con: 1-3
Tons: 300

0@
(o]

Il PULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

DAMAGE TRACK

K] w
K[e]

DAMAGE TRACK

X w [re]
=]

32

32

D

BPV

&

BPV

J AUTOCANNON SPECS1t[

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-10 hexes.

Long Range: 11-24 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <10.

t When two Attack Dice come up doubles, multiply base damage by 2.

Il VIELD LASER SPECS

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

GamvE Turn Recorp TRack
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I Pilot I
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

EEEENENEEN

I Pilot I I Pilot IS
Missile Launcher (F)
Lock-on <

1 Impulsegun (F)

To Hit: 2D8+
Damage: High

Range: 3/8/10
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I Pilot NN
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20

Target SR <12

I Pilot I N Pilot NN
Missile Launcher (F) 1 Impulsegun (F)
Lock-on <__ To Hit: 2D8+
IO T Damage: High

Range: 3/8/10
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I criTicAL HITs I

2 —  Pilot killed. Hell Bender may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Hell Bender
may only use 3 mavement
paints next game turn.
Electronic Warfare knocked
out. Hell Bender may no longer
jam torps. Reduce Defensive
Value by 2.

Impulsegun loses power.
Impulsegun may not be fired
until after next game turn.
Shields damaged. Reduce
Defensive Value by 1.

Missile Launcher hit. Lose half
of remaining missiles.

Meld Laser Targeting
damaged. Modify Meld Laser
To Hit attempts by -3.

Minor Hull Breach inflicted.
Reduce Defensive Value by 2.
Torp Loads jettison harm-
lessly. Remove all torps.

Pilot dazed. Hell Bender may
not move or fire until after the
next game turn.

Reactor explodes. Hell Bender
is destroyed.

10 —

1M —

12 —

Il iMPULSEGUN SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: S-10 hexes (-1 To Hit).

I VELD LASER SPECSI

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.
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I Pilot I
1 Autocannon (F)
To Hit: 2D6+

Damage: Medium t
Range: 3/10/24

Target SR <10
EEEN

I Pilot I
2 Pulse Lasers (F)

To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Drive:

+3

Decoys: [TJ
P-D: —

Dmg Con: 1-3
Tons: 300
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N Pilot HEEEN
1 Autocannon (F)
To Hit: 2D6+

Damage: Medium t
Range: 3/10/24

Target SR <10
[ITT]

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10
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P-D: —
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Tons: 300
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I criTicAL HITs I

2 —

10—

1M —

12 —

Pilot killed. Hell Bender may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Hell Bender
may only use 3 movement
paints next game turn.
Electronic Warfare knocked
out. Hell Bender may no longer
jam torps. Reduce Defensive
Value by 2.

Pulse Lasers lose power.
Pulse Lasers may not be fired
until after next game turn.
Shields damaged. Reduce
Defensive Value by 1.
Autocannon hit. Lose half of
remaining ammao.

Sensors and Translight
damaged. Hell Bender may not
use Translight capabilities.
Minor Hull Breach inflicted.
Reduce Defensive Value by 2.
Torp Loads jettison harm-
lessly. Remove all torps.

Pilot dazed. Hell Bender may
not move or fire until after the
next game turn.

Reactor explodes. Hell Bender
is destroyed.

Il PULSE LASER SPECSIH

Short

Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

B AUTOCANNON SPECStQl

Short

Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-10 hexes.

Long Range: 11-24 hexes (-1 To Hit).

Target Speed Restriction: Target's

Drive value must be <10.

1 When two Attack Dice come up
doubles, multiply base damage by 2.




EEEEN Pilot NN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

HPilot or CoPilotll
1 lon Ram (F)
To Hit: 2D8+
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

HORNET NW

EEEN CoPilot HEEN
1 EMP Beam
(FQL) (F) (FQR)

To Hit: 2D8+
Damage: High =
Range: 3/6/15
Target SR <14

DAMAGE TRACK

ENCrew N
PILOT

Plt:

Gnr:

COPILOT
Plt:
Gnr:

Decoys: —
P-D: —

Dmg Con: 1-6
EFS: Type 2
Tons: 600
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Tight Turn Cost:

+3
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HORNET NW

97
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EEEN Pilot I
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

HPilot or CoPilotll
1 lon Ram (F)
To Hit: 2D8+
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

HN Crew N
PILOT

Plt:

Gnr:

COPILOT
Plt:
Gnr:

I CoPilot HEEN
1 EMP Beam
(FQAL) (F) (FQR)
To Hit: 2D8+
Damage: High =
Range: 3/6/15
Target SR <14

Decoys: —
PD: —

Dmg Con: 1-6
EFS: Type 2
Tons: 600
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Tight Turn Cost:

+3
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EE criTicAL HITS I
2 — Pilot killed. Switch to CoPilot.
3 — Torps Jettison. Remove 1D4
remaining torps.

Torpedo disruption. Hornet
may nat launch torps for the
remainder of the game.

Major Structural Damage
inflicted. Vessel takes 1D10
more hits.

Shields damaged. Reduce
Defensive Value by 4.

EMP Beam disrupted. If the
beam is fired, this ship suffers
another critical.

Evade thrusters hit. Reduce
Defensive Value by 4.

Weapon malfunction. One
random weapon system may not
be fired until after the next turn.
Engines sputter. Reduce Drive
to 2 for the next Movement
Phase, then return to normal
Drive value.

CoPilot killed. Lose use of his
weapons.

Reactor hit. Hornet is
exterminated and flies no more.

Il EVP BEAM SPECS: [l

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-6 hexes.

Long Range: 7-15 hexes (-1 To Hit).

Target Speed Restriction: Target's

Drive value must be <14.

a |gnores Damage Reduction.
Whenever doubles or triples are
rolled on a hit, the target takes a
critical in addition to other damage.
Does 1/2 damage to Terran ships.

Il iMPULSEGUN SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 3-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

I 1on RAM sPECS

1M —

12 —

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.




HOUND

Decoys: O
P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 203

: 19

BPV:

I Pilot NN
Impulsegun (F)
To Hit: 2D8+
Damage: High
Range: 3/8/10

Drive:

(R)

DAMAGE TRACK

t 7] <>
PRl w 51X

Tight Turn Cost:

+3

Decoys: O
P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 203

Sigurd Archdiocese

N Pilot NN
Impulsegun (F)
To Hit: 2D8+
Damage: High
Range: 3/8/10

Drive:

(R

DAMAGE TRACK

t 17
}K|11‘ 8w X

Tight Turn Cost:

+3

HOUND

: 19

BPV:

HOUND

: 19

BPV

Decoys: O
P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 203

N Pilot I
Impulsegun (F)
To Hit: 2D8+
Damage: High
Range: 3/8/10

Tight Turn Cost:

Drive: +3

(R)

DAMAGE TRACK

t 175 ]<>
PRl w 51X

Decoys: O
P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 203
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N Pilot NN
Impulsegun (F)
To Hit: 2D8+
Damage: High
Range: 3/8/10

Tight Turn Cost:

Drive: .3

(R

DAMAGE TRACK
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B criTicAL HITS I

2 —  Pilot killed. Hound may perform
no further actions. Defensive
Value drops to 5.

3 —  Torp load jettisons. Remove all
remaining torps.

4 —  Impulsegun jam. Impulsegun
may not fire next turn.

5 —  Maneuvering Thrusters
damaged. Reduce Defensive
Value by 3.

6 — Ping! Shot bounces off
Crystantium armor.

7 —  Engines hit. Reduce Drive by
half, ignoring fractions.

8 —  Engine sputters. Reduce Drive
by 3 until after next turn.

9 — ECM destroyed. Hound may no
longer jam torps.

10 — Good hit! Take an extra D4
damage.

11 — Pilot stunned. Hound may not
mave or fire until after the next
game turn.

12 — Welcome to Valhalla. Hound
disintegrates.

Il iMPULSEGUN SPECcs i

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).
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‘D B TPV EEE M Pilot EENNNNNN | EESEES Gunner A NN e ———
1 Gungnir (F) 1 Mjélnir PILOT
(a4 To Hit: 2D8+ADE+6 (FQL) (F) (FQR) Pt
u Damage: Medium+2 9 To Hit: 2D8+ +6 Gnr:
Range: 5/10/16 Damage: Low+3 9
m Target SR <13 Range: 3/7/10 GUNNER A
TT | (M. 20 [Mi. 30 Gor:
Torps Torps I Gunner B NN § | EEEEEN Gunner A I GUNNER B
0 T T 4 Autocannons (360°) Missile Launcher Gnr:
- To Hit: 2D6+ +3 (FOL) (F) (FAR) GUNNER C
(1 (1] Damage: Medium+3 t Lock-on < Gnr:
(1] (1] Range: 3/10/24 (1T [TTTT] GUNNER D
Target SR =10 Gnr:
D]]]EWEEED SRRRNRaRNy GUNNER E
Decoys: OO Gnr:
00 FRONT DAMAGE TRACK
P-D: 1-8 (B)
Dmg Con: 1-8 0 t hid <E>
Tons: 1501 T 9‘% @ w
t (> W T
NN Gunner C HEEN Es w t| |X| [WESEGunner D
1 lon Ram T t 1 lon Ram
(RGAL) (FAL) (F) @ a (F) (FGR) (RAR)
To Hit: 2D8+ ® To Hit: 2D8+
Damage: All (F) Damage: All
Range: 5/13/15 Defensive Value Range: 5/13/15
Target SR <15 Target SR <15
LEFT SIDE DAMAGE TRACK RIGHT SIDE DAMAGE TRACK
0 t t
S T S [T
% t 7] %@w @ 3 Kl S
£ £
W T K X W | T K X
Dl [t ]w (R) ol [t
X Drive: [11] X
HEEN Gunner E I Tight Turn Cost: N Gunner E NN
1 Mijolnir v Missile Launcher
(RGAL) (R) (RAR) (RAL) (R) (RAR)
~ To Hit: 2D8+ +6 Lock-on <
() Damage: Low+3 9 <5> 110 1
o Range: 3/7/10 (110 [OII0
.. REAR DAMAGE TRACK
3 : © o] Lol To] [ Te] [ 1%
o0 & t Xow] [Pk [T [k w X
FRONT LEFT SIDE RIGHT SIDE REAR
-CRITICAL HITS -CRITICAL HITS -CRITICAL HITS - CRITICAL HITS

2 — Gunner A killed.

3 — Torp Targeter short. Torps may
not be fired until after next turn.

4 — Praise St. Brawn! No damage.

5 — Gauss generator hit. Gungnir is
-2 to all damage.

6 — Autocannon jam. May not fire
until after next game turn. Lose 1
ammo.

7 — Severe frame damage. 4 hits to
each track.

8 — Pilot killed. Iceberg may not
move or fire Pilot's weapons until
after next game turn.

Sigurd Archdiocese

2 —
33—

4—

5—

6 —

7 —

8 —

Gunner C killed.

Targeting damaged. lon Ram is
-2 to hit and damage.

Shielding penetrated. Reduce
Defensive Value by 2.

Gauss Generator short. Mjtinir
and Gungnir may not fire until
after next game turn.

Structural damage. Take 104
hits on each Damage Track.
Autocannon hit. Autocannon is
at -2 To Hit, and loses 1D4
ammo.

Point Defense compromised.
Iceberg may no longer use P-D
against torps or missiles.

2 — Gunner D killed.

3 — Targeting damaged. lon Ram is -
2 to hit and damage.

4 — Shielding penetrated. Reduce
Defensive Value by 2.

5 — Gauss Generator short. Mjcinir
and Gungnir may not fire until
after next game turn.

6 — Structural damage. Take 1D4
hits on each Damage Track.

7 — Autocannon hit. Autocannon is
at -2 To Hit, and loses 1D4
ammo.

8 — Point Defense compromised.
Iceberg may no longer use P-D
against torps or missiles.

2 — Gunner E killed.

3 — Missile Launcher E hit. Lose
D8 missiles.

4 — Engine sputter. Reduce Drive by
4 next turn only.

5 — Maneuvering thrusters hit. All
turns cost 1 extra point to
perform.

6 — Electronic Warfare crippled.
Iceberg may no longer jam torps.

7 — Torp detonates. 2012 damage
(no damage if all torps are gone.)

8 — Iceberg reactor hit. The gates
of Valhalla swing open wide for
this brave crew.

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Pilot N
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Pilot I
Plasma Missile
Launcher (F)
Lock-on <__
ooooa
ooooa

IS

Tons: 100

(R
DAMAGE TRACK

Tight Turn Cost:

+3

BPV

O [rfefe]w Pl e & o] w[X

I Pilot N
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Pilot I
Plasma Missile
Launcher (F)
Lock-on <__
ooooo
ooooo

Decoys: —
P-D: —

Dmg Con: 1-2
Tons: 100

R
DAMAGE TRACK

Tight Turn Cost:

+3

0[] w Pkl o] w [X¥

Yoko-Shan Warworld

: IS

BPV

: IS

BPV

I Pilot I
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Pilot I
Plasma Missile
Launcher (F)
Lock-on <__
ooooo
ooooo

Tons: 100

(R
DAMAGE TRACK

Tight Turn Cost:

+3

O [rfefe]w Pl & o] w [X

I Pilot N
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Pilot I
Plasma Missile
Launcher (F)
Lock-on <__
ooooo
ooooo

Decoys: —
P-D: —

Dmg Con: 1-2
Tons: 100

R
DAMAGE TRACK

Tight Turn Cost:

+3

0[] w Pkl o] w [¥
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I criTicAL HiTs I

2 —  Structural collapse. lkiwa folds
up. Itis destroyed.

3 — Engines severely damaged.
Reduce Ikiwa’s Drive value to
(1D4+1).

4 —  Electronic Warfare knocked

out. lklwa may no longer jam
torps. Reduce Defensive Value
by 4.

5 —  Maneuver Thrusters malfunc-
tion. Ikiwa may no longer make
Tight Turns.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 —  Launcher hit. All missiles are
destroyed.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 3.

9 —  Splattergun malfunction.
Splattergun may nat fire until
after next game turn.

10 — Controls momentarily lock up.
lklwa must move straight ahead
at maximum speed next
Movement Phase. Afterwards,
lkiwa may move normally.

11 — Pilot killed. Iklwa may perform
no further actions. Defensive
Value drops to 5.

12 — Reactor hit. This lkiwa is gone.

[l sPLATTERGUN SPECS

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

I vissiLE sPecs

Lock-on Range: <10.

To Hit: 5x or 10xD8

Damage: High+1/. If target's Damage
Reduction=0, Damage is High+2/.




I Pilot N
2 Splatterguns (F)
To Hit: 2DB+ +1
Damage: Medium+2
Range: 2/6/10

IKLWA II

Decoys: O
PD:

16

Dmg Con: 1-2
Tons: 100

I Pilot I
Missile
Launcher (F)
Lock-on <__
ooooo
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ooooo

DAMAGE TRACK

Tight Turn Cost:

+3
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O [rfefe] w Pl e [ o] w [X]

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

IKLWA 1I

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 100

I Pilot I
Missile
Launcher (F)
Lock-on <__
ooooo
ooooo
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DAMAGE TRACK

Tight Turn Cost:

+3
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Yoka-Shan Warworld

IKLWAII
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I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 100

I Pilot I
Missile
Launcher (F)
Lock-on <__
ooooa
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DAMAGE TRACK

Tight Turn Cost:
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I Pilot N
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 100

I Pilot I
Missile
Launcher (F)
Lock-on <__
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aoood
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DAMAGE TRACK

Tight Turn Cost:
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I criTicAL HiTs I
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Structural collapse. lkiwa folds
up. Itis destroyed.

Engines severely damaged.
Reduce lklwa's Drive value to
(1D4+1).

Electronic Warfare knocked
out. lklwa may no longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters malfunc-
tion. Ikiwa may no longer make
Tight Turns.

Shields damaged. Reduce
Defensive Value by 2.

Launcher hit. All missiles are
destroyed.

Evade Thrusters hit. Reduce
Defensive Value by 3.
Splattergun malfunction.
Splattergun may nat fire until
after next game turn.

Controls momentarily lock up.
lklwa must move straight ahead
at maximum speed next
Movement Phase. Afterwards,
lkiwa may move normally.

Pilot killed. Iklwa may perform
no further actions. Defensive
Value drops to 5.

Reactor hit. This Ikiwa is gone.

[l sPLATTERGUN SPECS

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

I vissiLe specs I

Lock-on Range: <10.
To Hit: 5x or 10xDG6.
Damage: High+1/.
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I Pilot I
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Decoys: O
P-D: —

PDS: 1-7 (0D
Dmg Con: 1-2
Tons: 400

2 Plaz Shell Cannons (F
To Hit: 2D6+ +1
Damage: All+1 ¥
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Tons: 400

Dmg Con: 1-2
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4 Pulse Lasers (F)

To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

2 Plaz Shell Cannons (F)
To Hit: 2D6+ +1
Damage: All+1 ¥
Range: 2/4/10
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Yoka-Shan Warworld
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I criTicAL HiTs N

2 — Pilot killed. Iwisa may nat
move, nor may the pilot's
weapons fire. Defensive Value
drops to 5.

Engine sputters. lwisa has
Drive 4 next game turn.
Reduce Defensive Value by 4
due to other damage.
Electronic Warfare knocked out.
lwisa may no longer jam torps.
Reduce Defensive Value by 3.
Maneuver Thrusters damaged.
All turns cost 1 extra point to
perform.

Plasma Defenses hit. Mark
them off.

Plaz Cannon hit. Lose half its
remaining ammo.

Pulse Laser Targeting
malfunction. Modify Pulse
Laser To Hit attempts by -2.
Hull buckles. Reduce Defensive
Value by 3.

Torp Launcher hit. Lose all
remaining torps.

Controls lock up. Iwisa may
not move nor fire DV=5 until
after next game turn.

Reactor detonates. Iwisa is no
mare.

10—

11—

12 —

B PLAZ SHELL |
CANNON SPECS
Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-4 hexes.
Long Range: 5-10 hexes (-1 To Hit).
W On triples, do damage as normal, but
cannon may not fire next turn.

M puLse Laser specsl

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).




I Pilot I
1 Khanjar (F)
To Hit: 2D8+
Damage: Low x1D4 »
Range: 3/8/10

JAMBIYA

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 100

I.D. -

Tight Turn Cost:
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DAMAGE TRACK

W

1613
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I Pilot I
1 Khanjar (F)

To Hit: 2D8+
Damage: Low x1D4 »

Range: 3/8/10

Decoys: O

P-D: —

Dmg Con: 1-2
Tons: 100

Tight Turn Cost: >
2

°

+3 v

I Pilot I
Missile Launcher (F)
Lock-on <
ooodd
ooodd
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Drive:
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DAMAGE TRACK

(R)

w
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B criTicAL HITS I

2 —

12—

Pilot killed. Jambiya may
perform no further actions.
Defensive Value drops to 5.
Pilot dazed. Jambiya may not
move or fire until after the end of
the next game turn.

Electronic Warfare knocked
out. Jambiya may no longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters hit.
Jambiya may no longer make
Tight Turns.

Missile Launcher Hit. Loose
D8 missiles.

Khanjar damaged. Change
Damage to Low.

Evade Thrusters hit. Reduce
Defensive Value by 4.

Engines severely damaged.
Reduced to a Drive value of 1.
Reduce Defensive Value by 7.
Engines destroyed. Jambiya
may not move or turn. Reduce
Defensive Value to 5.

Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Jambiya
will disintegrate and be
destroyed.

Reactor hit. Power generator
detonates; Jambiya is destroyed.

Il kHANJAR SPECS

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-8 hexes.

Long Range: 9-10 hexes (-1 To Hit).

» The 1D4 multiplier is not included on
triples, or doubles that affect damage.
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131

BPV

; EEETPVEEE I Pilot I I Pilot I
6 Pulse Lasers (F) Hammerhead
z To Hit: 2D8+ +5 Missile Launcher (F)
Damage: Low+5 Lock-on <
z Range: 3/9/10 00000
— ooood
J Decoys: — aoood
u PD:— ooood
Dmg Con: 1-7
EFS: Type 3
> Tons: 700
E
B Gunner A EEE FRONT DAMAGE TRACK
1 lon Ram (360°) O] w S
To I:I)—Ht: 2D8+AII tlw %%
amage:
Range: 5/13/15 £ X w £ X
Target SR <15
LEFT SIDE
DAMAGE TRACK
O © O
t (F)
[ ] Defensive Val
W % t :1 eensdllvse alue /
£t ) 2
L S Q
t|w }K RS >
Xt
X @ ©)
El Gunner A N ‘% é@
Hammerhead < &
Missile Launcher
(360°)
Lock-on <
ooooo Tight Turn Cost:
aoood +4
aoood
aoood @

Il Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:

I Gunner B Il
6 Pulse Lasers
(360°)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

RIGHT SIDE
DAMAGE TRACK

ot
ot |S |t |t

XK= e 2]

X

I Gunner B N
Hammerhead
Missile Launcher

(360°)
Lock-on <
ooodd
ooodd
ooodd
ooodd

REAR DAMAGE TRACK

EESE

w]

R EIES

L] ] [IX

- FRONT
CRITICAL HITS
2 — Pilot killed. Javelin may not move,

nor may the Pilot's weapons fire.
Defensive Value drops to 5.

3 — Torpedo hit. Lose 1D4 remaining
torpedoes.

4 — Shields damaged. Reduce Defensive
Value by 2.

5 — Datalink hit. Falcon may no longer
benefit from scanning.

6 — Targeting system off-ine. One
random weapon may nat fire until
after next game turn.

7 — Gunner killed. One random Gunner is
killed. Lose use of his or her weapons.

8 — Cockpit Canopy smashed. Pilat killed.

Javelin may not move, nor may the
Pilot's weapons fire. Defensive Value
drops ta 5.

Universal Night Watch

- LEFT SIDE
CRITICAL HITS

2 — Structural damage. Take 5 mare
hits on left and right damage tracks.
lonizer fizzles. Change lon Ram
damage to High.

Shields damaged. Reduce Defensive
Value by 3.

Structural damage. Take 5 more
hits on left damage track and 3 hits
on the right damage track.

Missile Launcher A jams. Gunner A
may not fire missile launcher until
end of next game turn.

Gunner A killed. Lose use of Gunner
A's weapans.

Gunner A dazed. Gunner A may
perform no further actions until end
of next turn.

- RIGHT SIDE
CRITICAL HITS

2 — Structural damage. Take 5 mare

hits on left and right damage tracks.
Gunner B dazed. Gunner B can
perform no mare actions until after
next game turn.

Shields damaged. Reduce Defensive
Value by 3.

Structural damage. Take 5 mare hits
on right damage track and 3 hits on
left damage track.

Missile Launcher B jams. Gunner B
may not fire missile launcher until
after next game turn.

Gunner B killed. Lose use of Gunner
B's weapons.

Gunner B's Pulse Lasers damaged.
Change To Hit roll to 208+ADB+1.

REAR

- CRITICAL HITS
2 — Heavy Structural Damage. Take 10

additional hits on left, rear, and right
damage tracks.

3 — Turning Thrusters hit. Turns cost
+1. Javelin cannot perform sideslips.

4 — Shields damaged. Reduce Defensive
Value by 1.

5 — Engine hit. Drive is reduced by 1.

6 — Maneuver Thrusters damaged. Al
turns cost 1 extra movement point.

7 — Reactor Detonates. Javelin is
destroyed.

8 — Massive System overload. Javelin

becomes a display of pretty colors
and is gone.

© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Pilot NN
Plasma Missile
Launcher (F)

Lock-on <

oogog
gogog

I Pilot NN

2 Meld Lasers (F)

To Hit: 2D8+

+1

Damage: Medium+1
Range: 6/18/20
Target SR <12

46

Tons: 300

BN Pilot NN
1 Plaz Shell Cannon (F)
To Hit: 2DB6+ R4
Damage: All
Range: 2/4/10

~
<
&

Tight Turn Cost:

+3

DAMAGE TRACK

16

15
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BPV

7
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GamvE Turn Recorp TRack
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gogog
gooog

I Pilot N
2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

I Pilot NN
Plasma Missile
Launcher (F)

Lock-on <

EEEN Pilot NN
1 Plaz Shell Cannon (F)
To Hit: 2DB6+ v
Damage: All
Range: 2/4/10

e
3
&

Tight Turn Cost:

+3

Tons: 300

DAMAGE TRACK
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/71819110
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13[14 1151617
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Yoka-Shan Warworld
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I criTicaL HITS I
2 —  Pilot killed. Jii may perform no
further actions. Defensive Value
drops to 5.

One Engine destroyed. Reduce
current Drive value by half,
ignore fractions. Reduce
Defensive Value by 3.

Electronic Warfare knocked out.
Jii may no longer jam torps.
Reduce Defensive Value by 4.
Meld Laser power fluctuates.
Meld Laser may nat be fired
until after next game turn.

Plaz Defenses destroyed.

Mark them off.

Plazcannon hit. Mark off 1D4
ammo.

Missile Launcher jams.
Missiles may not be fired until
after next turn.

Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 mare hits.

One Engine sputters. Reduce
current Drive value by 3 until
after next game turn.

Pilot dazed. Jii may not move
or fire until after the next turn.
Reactor detonates. Gruesome
flash erupts from destroyed Jii.

Il MELD LASER SPECSH

Short Range: 1-6 hex (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

| PLAZ SHELL
CANNON SPECSY

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-4 hexes.

Long Range: 5-10 hexes (-1 To Hit).

On triples, do damage as normal, but
cannon may not fire next turn.

| PLASMA MISSILE SPECS |
Lock-on Range: <10.
To Hit: 5x or 10xD8

Damage: High+1/. If target's Damage
Reduction = O, Damage is High+/.

10 —

1M —

12 —
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I Gunner A N
Missile
Launcher
(BRAL) (BFQAL) (F)
Lock-on <

goooo
goooo
goooo

EEEN Gunner A I
1 Blatgun
(BRGL) (BFQL) (F)

To Hit: 2D6+
Damage: High
Range: 4/10/15
Target SR <13

M Torp Crew G
2 Torpedo Tubes
(F)

I Gunner B I
1 Blatgun
(F) (BFGR) (BRAR)
To Hit: 2D6+
Damage: High
Range: 4/10/15
Target SR <13

goooo

O P-DB: 1-5
FRONT RIGHT QUARTER
DAMAGE TRACK
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I Gunner D Il
Missile
Launcher

I Gunner
6 Pulse La

(SFQAL) (SRAL) (R)
Lock-on <
OoOoooo

ooooo To Hit: 2D8+

gogod

D .
sers

(SRAL) (R) (SRGR)

+5

Damage: Low+5
Range: 3/9/10

H Gun Crew F I
1 Laztube [2[x[x
(BFQL) (F) (BFAR)

To Hit: 2D10+

Damage: High x 2

Range: 10/20/40
Target SR <8

3:1'-'(.! |
Drive: [11]

Turn Cost: 4

I Gunner C N
6 Splatterguns [%]
(BRQAL) (BFQAL) (F)
(BFAR) (BRAR)

To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

I Gunner B N
Missile
Launcher
(F) (BFQR) (BRAR)
Lock-on <

goooo
goooo
goooo
goooo

O P-DB: 1-5
FRONT RIGHT QUARTER
DAMAGE TRACK

HENCrew HN
CAPTAIN
Cpn:

PILOT

Plt:
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
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Gnr:
GUNNER E
Gnr:

CREW F
Gnr:
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I Gunner E I
4 Blatguns
(SFQAL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D6+ +3
Damage: High+6
Range: 4/10/15
Target SR <13

I Gunner E Il

Missile
Launcher

(R) (SRAR) (SFQAR)

Lock-on <

gogoo
gogoo
gogoo
gogod
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2 —

3
q—

10 —

11—

12 —

CRITICAL HITS

Major Structural damage. Take 15 more
hits on this Damage Track.

Screens hit. Reduce Defensive Value by 3.

Laztube damaged. Reduce To Hit to
2D8+ADB.

Torp Magazine hit. Lose 1D8 Mk. 10
torps.

Missile Launcher A hit. Lose 1D10
missiles.

Laztube Capacitor hit. Laztube may not fire
until after next turn.

TOC power failure. Kali may not use TOC
bonus until after next turn.

Minor structural damage. Take 5 more
hits on this track.

ECM destroyed. Kali may no longer jam
torps.

Gunner A killed. Gunner A's weapons may
not fire.

Bridge hit! Bridge crew is stunned.

2 —
3—

9g_—
10 —

11 —
12 —

REAR LEFT

_ PeseAl

Reactor hit. Kali is no more.

Engineering hit. Lose 1D4 crew. Kali may
not use Damage Control next turn.

Minor Structural damage. Take 5 more hits
on this track.

Torp Magazine hit. Lose 1D10 Mk. 10
torps.

Sext Pulse Laser hit. Reduce chance To Hit
by 2.

Quad Blatguns hit. Reduce chance To Hit by
2

Missile Launcher D hit. Lose 1D10
missiles.

Torp Room hit. Lose 1 torp crew.

Gunner D killed. Gunner D's weapons may
not fire.

Life support malfunction. 1D4 crew killed.
Bridge hit! Bridge crew is stunned. Kali may
not move until next turn and may not add TOC
bonus to initiative.

Tons: 5100

Bow Torpedo
Magazine

Mk. 50

HHHHH

Mk. 10
CLIT]

(LTT]
(LTT]
(ITT]
(ITT]

Electronics
Jam: 1-2 on 1D4

ECM: —

Br

Pilot:
TOC: +1

Captain:

idge

© 1896, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

eering

Damage Control:1-5

2 —

3
4 —

10 —

11 —

12 —

FRONT RIGHT

- CRITICAL HITS -

Major Structural damage. Take 15 more
hits on this Damage Track.

Screens hit. Reduce Defensive Value by 3.
Laztube damaged. Reduce To Hit to

2D8+ADB.

Torp Magazine hit. Lose 108 Mk. 10
torps.

Missile Launcher B hit. Lose 1D10
missiles.

Laztube Capacitor hit. Laztube may not fire
until after next turn.

TOC power failure. Kali may not use TOC
bonus until after next turn.

Minor structural damage. Take 5 more
hits on this track.

ECM destroyed. Kali may no longer jam
torps.

Gunner B killed. Gunner B's weapons may
not fire.

Bridge hit! Bridge crew is stunned.

2 —
3 —

9_—
10 —

11 —
12 —

.
CRITICAL HITS

Reactor hit. Kali is no more.

Engineering hit. Lose 1D4 crew. Kali may
not use Damage Control next turn.

Minor Structural damage. Take 5 more
hits on this track.

Torp Magazine hit. Lose 1D10 Mk. 10
torps.

Sext Pulse Laser hit. Reduce chance To
Hit by 2.

Quad Blatguns hit. Reduce chance To Hit
by 2.

Missile Launcher E hit. Lose 1D10
missiles.

Torp Room hit. Lose 1 torp crew.

Gunner E killed. Gunner E's weapons may
not fire.

Life support malfunction. 1D4 crew killed.
Bridge hit! Bridge crew is stunned. Kali
may not move until next turn and may not
add TOC bonus to initiative.

85



:
3
3

ETPVEER

Mk. 20

SEEEEE:

I Pilot N
3 Pulse Lasers (F)
To Hit: 2D8+ +2
Damage: Low+2
Range: 3/9/10

I Gunner A I
1 lon Ram (360°)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

I Gunner A I
Missile Launcher (360°)
Lock-on <

FRONT DAMAGE TRACK

N Crew HN
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

U t
@ eSS A @
WK XK
X
I Gunner B I I Gunner C I
2 Splatterguns 2 Splatterguns
(F) (FAL) (RAL) (R) @ (F) (FAR) (RAR) (R)
To Hit: 2D6+ +1 To Hit: 2D6+ +1
Damage: Medium+2 [_F] Damage: Medium+2
Range: 2/6/10 Defensive Value Range: 2/6/10
'\
Sy
LEFT SIDE & RIGHT SIDE
DAMAGE TRACK DAMAGE TRACK
0 t <?> O t
T Bl
@] |w T 2 e[ [w T
Kt [® ) Kt [ X
<& X 0 X
Decoys: [1TTJ
P-D: 1-5 (B)
Dmg Con: 1-4 Tight Turn Cost:
Tons: 1000
+4
o
] @
; REAR DAMAGE TRACK
2 0 CHEES | [e]w]
o YRR ] X
FRONT LEFT SIDE RIGHT SIDE REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
— Pilot dazed. Karttikeya may not — Structural damage. Take 5 more — Structural damage. Take 5 more — Catastrophic Structural Damage.
move nor may pilot weapons fire hits to Left Damage Track. hits to Right Damage Track. Take 2D8 more hits to Rear
until after next game turn. 3 — Splattergun B damaged. Reduce | 3 — Splattergun C damaged. Reduce Damage Track.
3 — Missile Launcher malfunction. chance To Hit by 2. chance To Hit by 2. 3 — Maneuver Thrusters hit. All turns
Lose 1D10 missiles. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce cost 1 extra movement point.
4 — Shields damaged. Reduce Defensive Value by 1. Defensive Value by 1. 4 — Engine sputters. Reduce Drive by
Defensive Value by 1. 5 — Torpedo Racks damaged. Lose 5 — Torpedo Racks damaged. Lose 3 until after next game turn.
5 — Too tough! No extra damage. 1D8 torps. 1D8 torps. 5 — Tail hit. Karttikeya may no longer
6 — lon Ram loses power. lon Ram 6 — Maneuver Thruster hit. Ship must | 6 — Maneuver Thruster hit. Karttikeya make tight turns.
may not fire until after next turn. make one left turn during its next must make one right turn during its | 6 — Rear Bulkhead folds. Take 4 hits
7 — Hull collapse. Take1D6 hits on all move. next move. each to Rear, Right, and Left
Damage Tracks. 7 — Gunner B killed. Lose use of all 7 — Gunner C killed. Lose use of all Damage Tracks.
8 — Pilot killed. Karttikeya may not Gunner B's weapons. Gunner C's weapons. 7 — Engine destroyed. Reduce Drive to
move nor fire Pilot's weapon. 8 — Electronic Warfare gone. 8 — Electronic Warfare gone. 0. Defensive Value drops to 3.
Karttikeya may not jam torps. Karttikeya may not jam torps. 8 — Reactor detonates. See ya!
Reduce Defensive Value by 2. Reduce Defensive Value by 2.

Kashmere

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



KOSMOS

I Pilot NN
Missile Launcher (F)
Lock-on <

oogog
oogog

I Pilot NN

1 Minigun (F)
To Hit: 2D6+
Damage: Low t
Range: 2/5/12

KOSMOS

I Pilot NN
Missile Launcher (F)
Lock-on <
oogoa
oogoa

I Pilot N
1 Minigun (F)
To Hit: 2D6+
Damage: Low ft
Range: 2/5/12

I criTicAL HITs I

2 —

Pilot killed. Kosmos may
perform no further actions.
Defensive Value drops to 5.
One Engine destroyed.
Reduce current Drive value by
half, ignore fractions. Reduce
Defensive Value by 3.
Electronic Warfare knocked
out. Kosmos may na longer
jam torps. Reduce Defensive

Value by 4.

Minigun jams momentarily.
Minigun may not be fired until
after next game turn.

Shields damaged. Reduce
Defensive Value by 2.

Minigun Targeters damaged.
Reduce chance To Hit by 1.
Missile Launcher jams
momentarily. Missiles may not
be fired until after next game
turn.

Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 more hits.

One Engine sputters. Reduce
current Drive value by 3 until
after next game turn.

Pilot dazed. Kosmos may not
move or fire until after the next
game turn.

Reactor detonates. Gruesome
flash erupts from destroyed
Kosmos.

~
§
&

Tight Turn Cost:

~
<
&

Tight Turn Cost:

Decoys: M ive: +3
P-D: 1-5 (1) -
Dmg Con: 1-2
Tons: 250

Decoys: M ive: +3
P-D: 1-5 (1)
Dmg Con: 1-2
Tons: 250

DAMAGE TRACK
0 o] [re]K| w [
| [epR[e]e]
sl EEs

%I\/IAGE TRACK
O 7 ek w K>
] eIkl
4 =

1M —

ryi
ryi

12—

BPV
BPV

3 2 3 2

Il VINnIGUN sPecst Il

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

T Whenever two of the Attack Dice roll
doubles, multiply base damage by 2.

GamvE Turn Recorp TRack

171213145 |6|7[8]8

10111 [12]113[14115[16]17]18]19 |20

Reprinted in Operation: Dry Dock
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. Pilo: B I criTicAL HITS I

Missile Launcher (F) o
Lock-on < 2 — Pilot killed. Kosmos Il may

- perform no further actions.
ooond - Defensive Value drops to 5.
oo 3 — One Engine destroyed.
oooon Reduce current Drive value by
ooooo E_‘Ec_ofém[?] half, ignore fractions. Reduce
Dmg Con: 1-2 Defensive Value by 3.
I Pilot I Tons: 250 4 —  Electronic Warfare knocked
1 Disruptorgun (F) out. Kasmos Il may no longer
To Hit: 2D8+ jam torps. Reduce Defensive
Damage: Medium § Value by 4.

Range: 1/2/6 5 —  Disruptorgun shorts.
Disruptorgun may nat be fired
until after next game turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

I Pilot NN
Missile Launcher (F)
Lock-on <

aoood
aoood
aoood
0oooo S
Dmg Con: 1-2
I Pilot NN Tons: 250

1 Disruptorgun (F)

To Hit: 2D8+

Damage: Medium §
Range: 1/2/6

KOSMOS Ii
KOSMOS Ii

7 — Disruptorgun Targeters
. damaged. Reduce chance To
Hit by 1.
d 8 — Missile Launcher jams
- momentarily. Missiles may not

be fired until after next game
turn. Lose 5 missiles.

S >
& & 9 — Forward Hull cracks. Reduce
Tight Turn Cost: Tight Turn Cost: Defensive Value by 3 and mark
+3 +3 off 3 mare hits.
10 — One Engine sputters. Reduce
DAMAGE TRACK DAMAGE TRACK current Drive value by 3 until

29

after next game turn.
)@ ek w (K> 11 — Pilot dazed. Kosmos Il may

14 12] | 10][ 8 | not move or fire until after the

S0 I X next game turn.

— = 12 — Reactor detonates. Gruesome
flash erupts from destroyed
Kosmos |I.

29

)] ek w (K>

14 12%10|8‘
3 2 1| X

BPV
BPV

3

IDISRUPTORGUN SPECSS|

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If the target's Defensive Value has
not been reduced by a critical hit,
add 1 to its Defensive Value. Also,
completely ignare the target's
Damage Reduction when resolving a

Game Turn Recorbp Track hit.

11213145167 ]18]9([10]11[12]13[14]115[16]17]118]19]20

Operation: Dry Dock
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: 30

BPV

I Pilot I

Missile Launcher (F)
Lock-on <
ooodd

gooog

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

Decoys: [
P-D: 1-5 (1)
Dmg Con: 1-2
Tons: 250

~
<

&

Tight Turn Cost:

+3

>

K[ [

12%1D|8‘

BB

GamvE Turn Recorp TRack

KOSMOS

: 30

BPV

I Pilot I

Missile Launcher (F)
Lock-on <
ooooad
ooooad

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2

Range: 2/6/10

DAMAGE TRACK

Decoys: [TJ
P-D: 1-5 (1)
Dmg Con: 1-2
Tons: 250

e
g
&

Tight Turn Cost:

+3

7

K[ [

14 12%10‘8‘
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Hostile Takeover
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I criTicaL HITS I
2 — Pilot killed. Kosmos Il may
perform no further actions.
Defensive Value drops to 5.
One Engine destroyed.
Reduce current Drive value by
half, ignore fractions. Reduce
Defensive Value by 3.
Electronic Warfare knocked
out. Kosmos lll may no longer
jam torps. Reduce Defensive
Value by 4.

Splatterguns short.
Splatterguns may not be fired
until after next game turn.
Shields damaged. Reduce
Defensive Value by 2.
Splattergun Targeters
damaged. Reduce chance To
Hit by 1.

Missile Launcher jams
momentarily. Missiles may not
be fired until after next game
turn.

Forward Hull cracks. Reduce
Defensive Value by 3 and mark
off 3 more hits.

One Engine sputters. Reduce
current Drive value by 3 until
after next game turn.

Pilot dazed. Kosmos Ill may
not move or fire until after the
next game turn.

Reactor detonates. Gruesome
flash erupts from destroyed
Kosmaos |lI.

10 —
1M —

12 —

B spPLATTERGUN SPECS

Short Range: 1-2 hex (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).




TPV Mk. 50 Mk. 10 I Pilot I j Bl Gunner Al BN Crew IN
Torps Torps 3 Pulse Lasers (F) Heavy Plazgun PILOT
1 (1111 To Hit: 2D8+ +3 (FQL) (F) (FAR) Plt:
EEEE Damage: Low+3 To Hit: 2D6+ Gnr:
% (T Range: 3/9/10 Damage: All x2
Range: 4/8/15 GUNNER A
Il Gunner BN (1 [LLL] Target SR <11 Gnr:
Plasma Missile — FRONT DAMAGE TRACK G e
Launcher Gnr:
(RaL) (FaL) ;) | U t gUNNER ¢
Lock- nr:
DD;ED]n ) pw | T GUNNER D
t 2K <?> W T Gnr:
EEREN
t 2| w
T| K t
I Gunner B I I Gunner C N
2 Plaz Shell Cannons X @ W T 2 Plaz Shell Cannons
(RQL) (FAL) (F) X (F) (FAR) (RAR)
To Hit: 2D6+ +1 Decoys: — To Hit: 2D6+ +1
Damage: All+1 ¥ @ 255-1{?7% Damage: All+1 W
Range: 2/4/10 A Dmg Con: 1-6 Range: 2/4/10
EER|EEN . Tons: 2000 EEN|EEN
Defensive Value
LEFT SIDE DAMAGE TRACK ~ n A RIGHT SIDE DAMAGE TRACK
</, : . Q
0 t & > [ t
T t| [ T t| [
T t @ @ T t
EIEIESE) & o wPK|T &
t T < \ t T
2 L. ] <&
t 2 © 4Iny & t >
T w] e K Drive:[9] T wl e Pk
T t| |X (R) T t X
@ T w t Tight Turn Cost: @ T w t
X _ 4 X
N Gunner D I j | BN Gunner D I I Gunner C I
Impulsegun Plasma Missile Launcher Plasma Missile Launcher
(RAL) (R) (RAR) (RAL) (R) (RAR) (F) (FAR) (RAR)
To Hit: 2D8+ Lock-on < Lock-on <
Damage: High EEEEEREEEEE] <3> (110 (1110
Range: 3/8/10

REAR DAMAGE TRACK

O El o W] @ | ] pK
] K| [Jefw ] X
] DL ] Jw ] X

302

BPV

- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Pulse Lasers damaged. Reduce | 2 — Major Structural Damage. Take | 2 — Major Structural Damage. Take | 2 — Major Structural Damage. Take
To Hits by 2 and Damage to Low. 5 more hits on Left and Right 5 more hits on Left and Right 8 more hits on Rear Damage
3 — Torp Targeter damaged. May nat Damage Tracks. Damage Tracks. Track.
launch torps until after next turn. | 3 — Shields hit. Reduce DV by 1. 3 — Shields hit. Reduce DV by 1. 3 — Shields hit. Reduce DV by 1.
4 — Heavy Plazgun knocked off-line. 4 — Plaz Shell Cannon B hit. Lose 4 — Plaz Shell Cannon C hit. Lose 4 — Power Coupling hit. Heavy
May not fire until after next turn. D4 ammo. D4 ammo. Plazgun may nat fire until after
5 — Armor Too Tough! No extra 5 — Armor Too Tough! No extra 5 — Armor Too Tough! No extra next turn.
damage. damage. damage. 5 — Armor Too Tough! No extra
6 — Torp Magazine hit. Lose 1D6 6 — Gunner B dazed. Gunner B's 6 — Gunner C dazed. Gunner C's damage.
Mk.10 and 1D4 Mk. 50 torps. weapons may not fire until after weapons may not fire until after 6 — Engines hit. Drive is reduced to
7 — Pilot's Pulse Laser is destroyed. next turn. next turn. 2 until after next turn.
8 — Pilot killed. Kraal may not move | 7 — Minor Structural Damage. Take | 7 — Minor Structural Damage. Take | 7 — Gunner D killed. Gunner D's
or fire Pilot weapon. DV drops to 4 more hits this Damage Track. 4 more hits this Damage Track. weapons may not be fired.
5. 8 — Electronic Warfare gone. Kraal | 8 — Electronic Warfare gone. Kraal | 8 — Badaboom! Kraal is destroyed.
may no longer jam torps. Reduce may no longer jam torps. Reduce
DVby2. DVby2.

Yoka-Shan Warworld © 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



z TPV . Mk. 50§ |Mk. 10 B Crew B
Torps Torps 3 Pulse Lasers (F) PILOT
o M 1] To Hit: 2D8+ADB+3 Plt:
Damage: Low+3 Gnr:
u % % Range: 3/9/10
GUNNER A
" B B Gunner BEE 1] (1] Gnr:
Missile Launcher 1 1] GUNNER B
(RAL) (FAL) (F) FRONT DAMAGE TRACK Gnr:
Lock-on < t GUNNER C
(1117 Gnr:
m EEEEN | w | T GUNNER D
x EEEEN t 2K 3| W T Gnr:
EEEEE t 2| w
T| [X t
I Gunner B I < @ W T I Gunner C I
1 Splattergun 1 Splattergun
(RQL) (FAL) (F) X : (F) (FGR) (RAR)
To Hit: 2DB+ s ) To Hit: 2D6+
Damage: Medium @ PDS: 1-7 (I ) Damage: Medium
Range: 2/6/10 (F) Dmg Con: 1-6 Range: 2/6/10
. Tons: 2000
Defensive Value
LEFT SIDE DAMAGE TRACK > n X RIGHT SIDE DAMAGE TRACK
a t & 3 0 t
T t| @ T t| [
T t @ @ T t
WPk T 62 [ wpk(T ©
t T ~ ~ t T
2 L. ] <&
t @ O\ Elnugl & t >
T wt Pk Drive:[9] T wlt K
T t| |X (R) T t] [X
@ T w t Tight Turn Cost: @ T w t
X _ +4 X
N Gunner D I j | BN Gunner D I I Gunner C I
Impulsegun Plasma Missile Launcher Plasma Missile Launcher
(RAL) (R) (RAR) (RGAL) (R) (RAR) (F) (FGR) (RAR)
To Hit: 2D8+ Lock-on <____ Lock-on <
Damage: High <3>
(@) Range: 3/8/10 LI OO CLLIL] CTITT]
N REAR DAMAGE TRACK
N ECM Suite n w| [ ¥
s S 3 o x
x| X%
o & w X
FRONT LEFT SIDE RIGHT SIDE REAR
-CRITICAL HITS -CRITICAL HITS -CRITICAL HITS - CRITICAL HITS

2 — Pulse Lasers damaged. Reduce
To Hits by 2 and Damage to Low.

3 — Torp Targeter damaged. May not
launch torps until after next turn.

4 — ECM Suite hit. Lose 104 ECM
Crew.

5 — Armor Too Tough! No extra
damage.

6 — Torp Magazine hit. Lose 1D6
Mk.10 and 1D4 Mk. 50 torps.

7 — Pilot's Pulse Laser is destroyed.

8 — Pilot killed. Kraal may not move

or fire Pilot weapon. DV drops to
5.

Yoka-Shan Warworld

2 — Major Structural Damage. Take
5 more hits on Left and Right
Damage Tracks.

3 — Shields hit. Reduce DV by 1.

4 — ECM Array hit. Drop ECM spread
by 2.

5 — Armor Too Tough! No extra
damage.

6 — Gunner B dazed. Gunner B's
weapons may not fire until after
next turn.

7 — Minor Structural Damage. Take
4 more hits this Damage Track.

8 — Electronic Warfare gone. Kraal
may no longer jam torps. Reduce
DVby2.

2 — Major Structural Damage. Take
5 more hits on Left and Right
Damage Tracks.

3 — Shields hit. Reduce DV by 1.

4 — ECM Array hit. Drop ECM spread
by 2.

5 — Armor Too Tough! No extra
damage.

6 — Gunner C dazed. Gunner C's
weapons may not fire until after
next turn.

7 — Minor Structural Damage. Take
4 more hits this Damage Track.

8 — Electronic Warfare gone. Kraal
may no longer jam torps. Reduce
DVby2.

2 — Major Structural Damage. Take
8 more hits on Rear Damage
Track.

3 — Shields hit. Reduce DV by 1.

4 — Power lost to ECM Suite. Kraal
may not screen until after next

turn.

5 — Armor Too Tough! No extra
damage.

6 — Engines hit. Drive is reduced to
2 next turn.

7 — Gunner D killed. Gunner D's
weapons may not be fired.
8 — Badaboom! Kraal is destroyed.

© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1

Damage: Low+1
Range: 3/9/10

I Gunner IR
2 Impulseguns
(360°)

To Hit: 2D8+ +1
Damage: High+2
Range: 3/8/10

Decoys: [1T]
P-D: 1-4 (2)
Dmg Con: 1-4
Tons: 700

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

~
<
& _

Tight Turn Cost:

+3

Reinforced Bay

Cargo
Cargo Loss:

[ [ []
DAMAGE TRACK

-1D4

83

t t
C

S [w
K

K

BPV

83

BPV

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1

Damage: Low+1
Range: 3/9/10

I Gunner I

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

2 Impulseguns
(360°)
To Hit: 2D8+ +1
Damage: High+2
Range: 3/8/10

Decoys: [1TTJ
P-D: 1-4 (2)
Dmg Con: 1-4
Tons: 700

~
§
&

Tight Turn Cost:

+3

Reinforced Bay

Cargo
Cargo Loss:

N
DAMAGE TRACK

-1D4

t] |t
o] [efe] [w

K

K

Game Turn Recorbp Track
1121314567819 1101111121314 |15|16|17(1819 |20
Kashmere

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HiTs N

2 —  Pilot killed. Lakshmi may take
no further actions. Defensive
Value drops to 5.

Engines sputter. Reduce
current Drive by 3 until after
next game turn.

Electronic Warfare disabled.
Lakshmi cannat jam torpedoes.
Reduce Defensive Value by 3.
Controls freeze. Lakshmi may
only move in a straight line until
after next game turn.

Shields damaged. Reduce
Defensive Value by 1.

Luck is with you. No additional
damage.

Hull cracks. Take 1D4
additional hits.

Impulseguns damaged.
Reduce chance To Hit by 2.
Gunner killed. Gunner's
weapons may no longer fire.
Cargo Bay collapse. All cargo
is lost.

Reactor hit. Lakshmi's luck
runs out.

10 —
11—

12 —

Il iMPULSEGUN sSPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

[l ruLsE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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N \Weapon ‘]
Y-Beam (F)
To Hit: 2D8+

| Damage: Medium x 2

I \Weapon 2 EEEE
Drive Leech (F)
To Hit: 206+
Damage: Low
0000

I \Weapon 3
X-Beam [F] (A)
To Hit: 2D8+

Damage: Low x 3

Drive:

(A)
Tight Turn Cost:

—
mHatchlingm
Plt:

WEAPON 1
Gnr:
WEAPON 2

Gnr:
WEAPON 3

Gnr:

|

1 Grappling Tube
1 Tow Hoo

Special Equipment ] Jump Pods

@0

DAMAGE TRACK

d w

5]

W

*
[1]]
[7]

I \Weapon ‘]
Y-Beam (F)
To Hit: 2D8+

| Damage: Medium x 2

I \Weapon 2 EEEE
Drive Leech [F)
To Hit: 2DB+
Damage: Low
O00O0O0

(—\Weapon 3
X-Beam (F) (A)
To Hit: 2D8+

Damage: Low x 3

Drive:
(A)
Tight Turn Cost:

P
mHatchlingm

Plt:
WEAPON 1
Gnr:
WEAPON 2
Gnr:
WEAPON 3
Gnr:

|

Special Equipment

3 Grappling Tube ] @ ® @

1 Tow Hoo

Jump Pods

DAMAGE TRACK

[18]] |d w

A/ié
S| [)*
[Z]

. 1996 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use

I CRITICAL HITS N

1 — Shields damaged.
Reduce Defensive Value by 1.
2 — Hull cracks.
Take 2D4 more hits.
3 — Tow Hook damaged.
Mark off this piece of
equipment.
4 — Drones destroyed.
Lose all remaining drones.

5 — Electronic Warfare Rig
damaged.

Lamprey may no longer jam torps.

6 — Grappling Tube destroyed.
Mark off this piece of
equipment.

7 — Y-Beam power drops.
Modify Damage code by -3.

8 — Drive Leech Power Duct
damaged.

Modify Damage code by —1.

9 — Hatchling killed.

Lamprey may take no further
actions. Defensive Value
reduced to 5.

10 — Attack guts through Lamprey.

It is destroyed.

I Y-BEAM SPECS I

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

I X-BEAM SPECS I

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).

I DRIVE LEECH SPECSH

Short Range: 1 hex (+1 To Hit).
Medium Range: 2 hexes.

Long Range: 3-4 hexes (-1 To Hit).
* Low Damage is distributed only to

target's Drive Damage boxes,
ignoring Damage Reduction value.
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LANCE ELECTRA

: 60

BPV

I Pilot I
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

I Pilot I

1 Protobolt Projector (F)

To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14
0o oo g

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Gunner I
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14

~
<

&

Tight Turn Cost:

+3

Decoys: [1J
P-D: 1-4 (2)

Dmg Con: 1-5

Tons: 420

L0 rIrn

10 11N
DAMAGE TRACK

I Gunner IR
Missile Launcher (360°)
Lock-on <_

&

Reprinted in Operation: Dry Dock

© 1890, 1995, 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

LANCE ELECTRA

: 60

BPV

I Pilot I
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

I Pilot I
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14
o o o g

I Gunner I
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

~
<

&

Tight Turn Cost:

+3

Decoys: [T
P-D: 1-4 (2)

Dmg Con: 1-5

Tons: 420

Lock-on <
1T 1111

10 11N
DAMAGE TRACK

I Gunner IR
Missile Launcher (360°)

) w

>

I criTicaL HITSHEE

2 — Pilot dazed. Electra may not
move or fire Pilot's Projector or
Pulse Laser until after next game
turn.

3 — Engines sputter momentarily.
Electra’s Drive value is reduced
to 3 until after next game turn.

4 —  Electronic Warfare knocked
out. Electra may no longer jam
torps. Reduce Defensive Value
by 3.

5 —  Maneuver Thrusters damaged.
Al turns, including tight turns,
cost 1 extra movement point to
perform.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 — Pilot's Protobolter hit. Lose half
its remaining ammao.

8 —  Torp Targeting Scanner
damaged. Cannot launch torps
until after the next game turn.

9 —  Left Hull buckles. Pilat's
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.

10 — Right Hull buckles. Gunner's
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.

11 — Gunner dazed. Electra may nat
fire Gunner's Projector or Missile
Launcher until after next game
turn.

12 — Massive structural collapse.
Lance Electra breaks up into
chunks of useless scrap metal.

Il rroTOBOLT SPECS I

Short Range: 5-8 hexes (+1 To Hit).
Medium Range: 9-12 hexes.
Long Range: 13-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

[l ruLsE LASER SPECS [

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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LANCE ELECTRA Il

I Pilot I
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

EEN Gunner I

1 BPulse Laser (F)

To Hit: 2D8+
Damage: Low

Range: 3/9/10

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

B Gunner IS
1 Protobolt Projector (F)

To Hit: 2D6+
Damage: 10/8/6

Range: 5-8/12/16

Target SR <14
goooooo

P-D: 1-4 (2)
Dmg Con: 1-5
Tons: 400

I Gunner I
Missile Launcher (360°)

Lock-on <

Tight Turn Cost:

+3

60

"

&

t
K
o]

BPV

9
5

Operation: Dry Dock

LANCE ELECTRA Il

: 60

BPV

I Pilot I
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

I Gunner I

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

1 Pulse Laser (F)

To Hit: 2D8+
Damage: Low
Range: 3/9/10

I Gunner IR
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14
goooood

I Gunner I
Missile Launcher (360°)
Lock-on <

P-D: 1-4 (2)
Dmg Con: 1-5
Tons: 400

DAMAGE TRACK

~
<
&

Tight Turn Cost:

+3

"

) w

>

9
5

© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HITS N

2 — Pilot dazed. Electra may not
move or fire Pilot’s Impulsegun
until after next game turn.

3 — Engines sputter momentarily.
Electra’s Drive value is reduced
to 3 until after next game turn.

4 —  Electronic Warfare knocked
out. Electra may no longer jam
torps. Reduce Defensive Value
by 3.

5 —  Maneuver Thrusters damaged.
All turns, including tight turns,
cost 1 extra movement point to
perfarm.

6 —  Shields damaged. Reduce
Defensive Value by 1.

7 —  Impulsegun hit. Reduce Damage
to Medium.

8 —  Torp Targeting Scanner
damaged. Cannat launch torps
until after the next game turn.

9 —  Left Hull buckles. Pilat's
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.

10 — Right Hull buckles. Gunner's
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.

11 — Gunner dazed. Electra may nat
fire Gunner's weapons until after
next game turn.

12 — Massive structural collapse.
Lance Electra breaks up into
chunks of useless scrap metal.

Il iIMPULSEGUN SPECS i

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 3-10 hexes (-1 To Hit).

Il rroTOBOLT SPECS Il

Short Range: 5-8 hexes (+1 To Hit).

Medium Range: S-12 hexes.

Long Range: 13-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

[l ruLsE LASER sPECS [

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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= oo | HE CRITICAL HiTS I
PILOT PILOT 2 — Pilot dazed. Electra may nat
z Plt: z Plt: move or fire Pilot’s Projector
Gnr: Gnr: until after next game turn.
I Pilot I I Pilot I 3— Engines sputtep momentapi]y_
< 1 Protobolt Projector (F)] ||GUNNER < 1 Protobolt Projector (F)j| ||GUNNER Electra’s Drive value is reduced
To Hit: 2D6+ Gnr: To Hit: 2D6+ Gnr: to 4 until after next game turn.
ﬁ Damage: 10/8/6 m Damage: 10/8/6 4 —  Datalink knocked out. Electra
Range: 5-8/12/186 Range: 5-8/12/186 may no longer benefit from
Target SR <14 Target SR <14 scanning. Reduce Defensive
00 00 00 00 Value by 4.
u u 5—  Maneuver Thrusters damaged.
J B Gunner Il j IS Gunner I J EE Gunner Il j |EEEE Gunner I All turns, including tight turns,
1 Pulse Laser (F) 1 Protobolt Projector (F) 1 Pulse Laser (F) 1 Protobolt Projector (F) cost 1 extra movement point to
Ll To Hit: 2D8+ To Hit: 2D6+ 7] To Hit: 2D8+ To Hit: 2D6+ perform.
Damage: Low Damage: 10/8/6 Damage: Low Damage: 10/8/6 6— gz}eelr?:’ivia\rlg?l?;?)l EREdUCB
A7 | Range: 3/9/10 Range: 5-8/12/16 (X4 | Range: 3/9/10 Range: 5-8/12/16 S Pl Pt
O Target SR <14 0 Target SR <14 its remaining ammo,
8 —  Missile Launcher hit. Lose
D10 remaining missiles.
9 —  Left Hull buckles. Pilot's
Projector loses 2 Protobalts.
Reduce Defensive Value by 4.

10 — Right Hull buckles. Gunner’s
Projector loses 2 Protobalts.
Reduce Defensive Value by 4.

11 — Gunner dazed. Electra may not
fire Gunner's weapons until after

S o next game turn.
& 8 -
& i Cost & Cost 12 — Massive structural collapse.
9 ' o : Lance Electra breaks up into
+3 +3 chunks of useless scrap metal.
BN Gunner BN BN Gunner BN Il ProTOBOLT SPECS Il

Decoys: —
P-D: —

Dmg Con: 1-5
Tons: 420

Decoys: —
P-D: —

Dmg Con: 1-5
Tons: 420

Hammerhead
Missile Launcher (360°)
Lock-on <

LT T
L0 OO

DAMAGE TRACK
e
el |
o

Hammerhead
Missile Launcher (360°)
Lock-on <_

L0 rIrn
(L0 (10

DAMAGE TRACK

D[]
@|o]

Short Range: 5-8 hexes (+1 To Hit).
Medium Range: 9-12 hexes.
Long Range: 13-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

[l puLsE LASER SPECS i

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

56
56

X X

BPV
BPV

Universal Night Watch
© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



(FQL) (F) (FAR)

|
EEETPVEEE I Pjlot NN I Pilot I BN Gunner A EEEENE | " Crow BE
1 Turbo laser (F) 4 Pulse Lasers (F) 1 Sayf ad-Din (360°) PILOT
To Hit: 2D8+ To Hit: 2D8+ +3 To Hit: 2D8+ Plt:
Damage: High Damage: Low+3 Damage: Medium x 1D4» || Gnr:
Range: 9/25/30 Range: 3/9/10 Range: 6/14/18
Target SR<8 Target SR<14 gUNNER A
FRONT DAMAGE TRACK nr:
Mk. 50 Torps . c . GUNNER B
Gnr:
t t X GUNNER C
t t w Gnr:
GUNNER D
t % t Gnr:
t W t X t GUNNER E
w t X Gnr:
GUNNER F
I Gunner B Il @ I Gunner C N Gnr:
5 Pulse Lasers ) 5 Pulse Lasers

To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

Defensive Value

(FQL) (F) (FAR)
To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

» The 104 multiplier is
not included on
triples, or doubles
that affect damage.

t t 0 t t
t t Wit t t Wt
t t t t
wlE PR £ Lwle PR t
t t t t t t
t t (R) t t
t Wit [k Drive: 14| t Wt K
Tight Turn Cost:
t t t | X t t t | X
t t — t t
t t t | X <0> t t t | X
N Gunner F HEN
BN Gunner D HER 5Rgl|jls|ef} La;ggs N Gunner E HEN
Decoys: [0 5 Pulse Lasers T [H' . ]E[D]B[ ) 4 5 Pulse Lasers
- (FAL) (RQL) (R) 0 Hit: 2U8+AUS+ (R) (RGR) (FGR)
PD: 16 (8] To Hit: 2D8+ADE+4 Damage: Lowt4 To Hit: 2D8+ADE+4
Dmg Con: 1-6 Range: 3/9/10
) Tons: 2000 Damage: Low+4 : Damage: Low+4
o Range: 3/9/10 Range: 3/9/10
< — REAR DAMAGE TRACK — _
e O ]|t ] t [] wl [+Je] B¥ [
2 t| [l EOGEEENEAEE NS RN
o0 ] fw ] ] X
FRONT LEFT SIDE RIGHT SIDE REAR
-CRITICAL HITS -CRITICAL HITS -CRITICAL HITS - CRITICAL HITS

2 — Pilot killed. Lilith may nat move or
fire the Pilots \Weapon.

3 — Gunner B killed. Gunner B's
weapan may not fire.

4 — Pulse Laser B damaged. Penalize
To Hit attempts by -4.

5 — Sayf ad-Din malfunction. \Weapon
may not fire until after next turn.

6 — Pulse Laser C damaged. Penalize
To Hit attempts by -4.

7 — Gunner C killed. Gunner C's
weapon may not fire.

8 — Cascading destruction! Take one

additional critical on each damage
track. Lilith may not move or fire
Pilots weapon until after next turn.

Q'raj Void Protectorate

2 — Major structural damage. Take
an additional 2D10 hits on Left and
Right Damage Tracks.

3 — Torp Targeter damaged. No torps
can be fired until after next turn.

4 — Shields damaged. Reduce
Defensive Value by 5.

5 — Pulse Laser D damaged. Penalize
To Hit attempts by -4.

6 — Minor structural damage. Take 8
more hits on this Damage Track.

7 — Gunner D killed. Gunner D's
weapon may nat fire.

8 — Electronic Warfare gone. Lilith

cannot jam torps. Reduce
Defensive Value by 5.

2 — Major structural damage. Take
an additional 2010 hits on Left and
Right Damage Tracks.

3 — Torp Targeter damaged. No torps
can be fired until after next turn.

4 — Shields damaged. Reduce
Defensive Value by 5.

5 — Pulse Laser E damaged. Penalize
To Hit attempts by -4.

6 — Minor structural damage. Take 8
more hits on this Damage Track.

7 — Gunner E killed. Gunner E's
weapon may not fire.

8 — Electronic Warfare gone. Lilith

cannat jam torps. Reduce
Defensive Value by 5.

2 — Major bulkhead collapse. Take an
additonal 2D8 mare hits on all
Damage Tracks.

3 — Power Flux. No cannons may be
fired, or torps launched until after
next turn.

4 — Shields damaged. Reduce
Defensive Value by 5.

5 — Engine chokes. Drive reduced to 2
until after next turn.

6 — Maneuver Thrusters hit. All turns
cost 1 extra movement point to
perfarm. -2 to Defensive Value

7 — Gunner F killed. Gunner F's
weapon may nat fire.

8 — Reactor detonates. Boom!

© 1988 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



HEl Gunner Al j EEEN Gunner A I
Missile 4 Splatterguns
Launcher (BRGAL) (BFQAL) (F)
(BRQAL) (BFAL) (F) (BFGR) (BRGR)
Lock-on < ___ To Hit: 2DB+ADB+3
ooood Damage: Medium+6
ooood Range: 2/6/10
gogoo

H Gun Crew F I
Bifrost Cannon (KF)
To Hit: 2D10+ +10
Damage: All x 2 9
Range: 10/20/30

_43G|i|nner B EEEN | GI:lnr]ne_ll‘ BEE) o Crewmm
platterguns isslie CAPTAIN

(BRAL) (BFGL) (F) Launcher Con

(BFQR) (BRAR) (F) (BFGR) (BRAR]) PILOT

To Hit: 2D6+ADB+3 Lockon < ___ Pit:

Damage: Medium+6 ooooo GUNNER A

Range: 2/6/10 ooooo Gnr:
goooo GUNNER B

ooood HEl Gun Crew G HN
1 Laztube x[%X[*
Gunper A (BRAL) (BFQAL) (F)

2] (BFGR]) (BRGRY)
To Hit: 2D10+
d May hit all torps in one Damage: High x 2
hex targeting one ship, if Range' 10/20/40
at short range. )

Target SR <8

Teol [c]:{eV.q)

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

HEEEEEEN

L 12l@lw] lef | |

L 2w X[ | [ele
LD LR
|
|
|

g

HERCEOIEEEESE
<L o [ [ ]]

HENENNE
0 P-DB: 1-4
REAR LEFT QUARTER DAMAGE TRACK

HEENENEEEEEEENIEE
O Iwiel [ [ [ [ [T BALLL]I]]
L wl [ lef [ Jelx] [ [ [ 1 ][]
L L PRw] XA T[] ] ]
L P wixl P ] el | ] ]

I Gunner D Bl J Gunner D
Missile
Launcher

(SFQL) (SRAL) (R) §j NN Gunner D I
Lock-on < ___ 2 Splatterguns

EEEN Gunner C I
1 Mjolnir
2]
(BRAL) (BFQAL) (F)
(BFQR) (BRAR)
To Hit: 2D8+ +B6
Damage: Low+3 d
Range: 3/7/10

Drive:

Turn Cost: 4

Bl Gun Crew H I ooooo Gnr:
1 Laztube 2[2[% GUNNER C

(BFGR) (BRGR) H GUNNER D
To Hit: 2D10+ Gnr:
Damage: High x 2 GUNNER E

Target SR <8 CREW F
Gnr:

0 P-DB: 1-5 CREW G
FRONT RIGHT QUARTER Gnr:

DAMAGE TRACK CREW H
EREREEN T

T CREW |
2@fw] @ | | Gnr:
L[ [2lw] PX] | [l

(BRGL) (BFQL) (F) Gunner B Gnr:

Range: 10/20/40 Gnr:

|
: T CREW J
EERNONERRDE

Gnr:
HERCHEIINEEREE
X[ o [T [ [ IX[ [ [

N N 0 A S
0 P-DB: 1-4
REAR RIGHT QUARTER DAMAGE TRACK

oL E LT LR [
f [wlof [ | [ [T 121
Wwl | [of T [e[2

LD
prlwl [ XA T T LT L@ [ [
I O A . B B B BB

Gunner E JJ |l Gunner E N

2] Missile
Launcher

I Gunner E Il § (R) (SRGR) (SFGR)
2 Splatterguns Lock-on <

{
{
{
{

ooooo (SFQAL) (SRAL) (R) Il Torp Crew |IN
ooooo To Hit: 2D6+ +1 2 Torpedo Tubes

ooooo Range: 2/6/10 (SFQR)

ElTorp Crew JIH (R) (SRAR) (SFAR) 0ooooo
2 Torpedo Tubes To Hit: 2D6+ +1 ooooon

Damage: Medium+2 ooooo
(SFQR) Range: 2/6/10 ooooo

a ooooo Damage: Medium+2 [RI2]
(1]
©
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2 —

10 —

11—

12 —

FRONT LEFT

-

ECM destroyed. Longboat may no longer
jam torps.

Capacitor malfunction. Bow Laztubes,
Mijolnir, and Bifrost Cannon may not fire until
after next game turn.

Splattergun jam. Gunner A's Splattergun
may not fire until after next game turn.

TOC Room power flux. TOC bonus may not
be added next turn.

Bifrost Cannon control room hit. Lose 1D4
Bifrost Cannon crew.

Splattergun destroyed. Gunner A's
Splattergun is destroyed.

ECM malfunction. Longboat may not screen
until after next game turn.

Minor structural damage. Take 10 more
hits on this track

Laztube overload. Laztube G is destroyed,
and crew is killed. 1D12 hits on this track.
Mijélnir hit. Mjcinir is destroyed and gunner
is killed.

Bridge hit! Bridge crew is stunned.
Longboat may not move until after next turn
and may not add TOC bonus to initiative.

4 —

5 —
6 —

10 —

11 —
12 —

REAR LEFT

-

Bridge hit! The captain is killed. Longboat
may no longer use Captain die.

TOC destroyed. Longboat may no longer add
TOC bonus to initiative roll.

Missile Rack hit. Lose 1D10 missiles from
Gunner D's rack.

Engine hit. Reduce Drive by 2.

Torpedo Defense damaged. Longboat may
no longer jam torps.

Magnetic fluctuation. All Gauss weapons
may not be fired until next game turn.
Gunner D killed. Gunner D's weapons may
not be fired.

Shield Generator short. Longboat's
Defensive Value is reduced by B until after
next game turn.

Torpedo Magazine hit. Lose D4 of each type
of torp.

Life support malfunction. 1D4 crew killed.
Plasma Core meltdown. The Longboat
briefly becomes a tiny sun and then is no

more.

Tons: 11000

Electronics
Jam: 1-2 on 1D4

ECM: 1-4 (4)

Bridge
Captain:
Pilot:

TOC: +2

Engineering
Damage Control:1-6

LONGBOAT

.
CRITICAL HITS

2 — ECM destroyed. Longboat may no longer
jam torps.
3 — Capacitor malfunction. Bow Laztubes,

Mijélnir, and Bifrost Cannon may not fire
until after next game turn.

4 — Splattergun jam. Gunner B's Splattergun
may not fire until after next game turn.

5 — TOC Room power flux. TOC bonus may not
be added next turn.

6 — Bifrost Cannon control room hit. Lose
1D4 Bifrost Cannon crew.

7 — Splattergun destroyed. Gunner B's
Splattergun is destroyed.

8 — ECM malfunction. Longboat may not
screen until after next game turn.

9 — Minor structural damage. Take 10 more

hits on this track
10 — Laztube overload. Laztube H is destroyed,
and crew is killed. 1D12 hits on this track.
11 — Mijolnir hit. Mjdlnir is destroyed and
gunner is killed.
12 — Bridge hit! Bridge crew is stunned.
Longboat may not move until after next turn
and may not add TOC bonus to initiative.

Mk. 10

al=j=i=l=
Ei=l=jzi=i

Stern Torpedo
Magazine

© 1896, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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2 — Bridge hit! The captain is killed. Longboat
may no longer use Captain die.

3 — TOC destroyed. Longboat may no longer
add TOC bonus to initiative roll.

4 — Missile Rack hit. Lose 1D10 missiles from
Gunner E's rack.

5 — Engine hit. Reduce Drive by 2.

6 — Torpedo Defense damaged. Longboat may
no longer jam torps.

7 — Magnetic fluctuation. All Gauss weapons
may not be fired until next game turn.

8 — Gunner E killed. Gunner E's weapons may
not be fired.

9 — Shield Generator short. Longboat's

Defensive Value is reduced by 6 until after
next game turn.

10 — Torpedo Magazine hit. Lose D4 of each
type of torp.

11 — Life support malfunction. 1D4 crew killed.

12 — Plasma Core meltdown. The Longboat
briefly becomes a tiny sun and then is no

more.
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BN Pilot EEEEE j [EEEN Pilot EEEN I criTicAaL HITS
2 Pulse Lasers (F) 1 Impulsegun (F) . .
To Hit: 2D8+2A05+1 B |To Hit: 2D8+ 2—  Pilot killed. Marut may take no
Damage: Low +1 Damage: High —_— further actions. Defensive Value
Range: 3/9/10 Range: 3/8/10 Y drops to 5.
3 — Torp Load jettisoned. All
remaining torps are lost.
4 —  Electronic Warfare disabled.
Marut cannot jam tarps.
Reduce Defensive Value by 1.
5—  Maneuver Thrusters hit. Marut
may no longer make Tight Turns.
Shields damaged. Reduce
Defensive Value by 2.

N Pilot I § |HEN Pilot HE
2 Pulse Lasers (F) 1 Impulsegun (F)

To Hit: 2D8+ +1 To Hit: 2D8+
Damage: Low +1 Damage: High
Range: 3/9/10 Range: 3/8/10

MARUT
MARUT

1.0.1H
1.0.1H
[ep]
|

7 —  Impulsegun Targeter damaged.
Reduce chance To Hit by 1.
8 — Impulsegun damaged. Marut

_ _ may not fire Impulsegun until
= : Tight Turn Cost: : Tight Turn Cost: after next game turn.
ecoys: 0 Decoys: O

PD: — +3 PD: — +3 9 —  Hull compromised. Reduce

Dmg Con: 1-2 Dmg Con: 1-2 i

Tong: 100 Tong: 100 10 Eeﬂ?nswe Va!ge byR4d

— Engines sputter. Reduce
DAMAGE TRACK current Drive by 4 until after

O (7)) t | w H%‘EIQN t I‘X‘ next game turn.

11 — Pilot dazed. Marut may nat
mave or discharge any weapon
until after next game turn.

I Pilot I § N Pilot I 12 — Reactor hit. Ashes to ashes ...

2 Pulse Lasers (F) 1 Impulsegun (F)

To Hit: 2D8+ +1 | |To Hit: 2D8+
Damage: Low +1 Damage: High -IMPULSEGUN SPECS.

Range: 3/9/10 Range: 3/8/10 — Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

IS
IS

DAMAGE TRACK

O [eole] & [w PR ol £ [=]<

BPV
BPV

N Pilot I § BN Pilot HEEN
2 Pulse Lasers (F) 1 Impulsegun (F)

To Hit: 2D8+ +1 | |To Hit: 2D8+
Damage: Low +1 Damage: High
Range: 3/8/10 Range: 3/8/10

MARUT

Il PuLSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

Tight Turn Cost: Tight Turn Cost:

Decoys: O
P-D: — +3
Dmg Con: 1-2

Tons: 100

Decoys: O
P-D: — +3
Dmg Con: 1-2
Tons: 100

IS

DAMAGE TRACK DAMAGE TRACK

BPV

0 [ofle] € [w PK[e ] £ [=]X] 0 [ofle] € [w PK[e ] £ [=]X]

Kashmere
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: 529

BPV

N Gunner A IR
6 Pulse Lasers
(360°) &

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

N Gunner B Il
6 Pulse Lasers
(360°) &

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

EN Gunner C I
6 Pulse Lasers
(360°) 5]

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

N Gunner D I
6 Pulse Lasers
(360°) 2
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Il Gunner E I
6 Pulse Lasers
(360°) (2]

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner F HN
6 Pulse Lasers
(360°) (2]

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Il Gun Crew J
1 Laztube (360°)
(RIZ]2]

To Hit: 2D10+
Damage: High x2
1-10/11-20/21-40
Target SR < 8

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

o I I I A O

L vlel [ [ | | [2e
kL[ [ [wie] | | [%]
HERRRN 30
Xkl L] ] [R]w]
3 O A

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

N T I I I I I A ¢

L lwlel [ [ 1| [2]
kL L [wiel | | [Z
L L] [ ]ef2]0)
Xpel L[ [ 1| [R]w
I I B B A

I Torp Crew L N
3 Torpedo Tubes
(360°)

0 P-DB: 1-5
FRONT DAMAGE

TRACK
|_[x]

HEEEEN
vief [ [ | [ [2f©

AL L[ [wiel [ | %]

O |
|
|
|

L L L] [ [ef2])

X

.

|
L L L[] [R]w
I I I

®

(F)
Defensive Value

(R)

®

O P-DB: 1-5

REAR DAMAGE TRACK

HENNERRRE

vief [ [ || [2)

L L[ [wiel [ [ [F]

L L] [w]e[2[)

O |
\
Pk
\
X
*

|
el L L L] [R]w
N O O 0 A

EGun Crew KN

1 Laztube (360°)
2212
To Hit: 2D10+
Damage: High x2
1-10/11-20/21-40
Target SR < 8

O P-DB: 1-5
FRONT RIGHT
DAMAGE TRACK

OLLITLIITLIX

L lwlel [ [ | [ [2&
kL L[ [wiel | | [3]
L] [ |ef2])
XPeL L[ [ ] [X]w
o [ LTI IX

O P-DB: 1-5
REAR RIGHT QUARTER
DAMAGE TRACK

NN RN
L lwlel [ [ 1 | [2¢]
kL L[ [wiel | | [2
L] [ ]ef2]0)
Xpel L[ [ 1| [R]w
R I B O A ¢

» The 104 multiplier is not included on
triples, or doubles that affect damage.

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:

GUNNER A
Gnr:

Gnr:
GUNNERC
Gnr:

Gnr:
Gnr:

Gnr:
GUNNER G
Gnr:
GUNNER H
Gnr:
GUNNER |
Gnr:

CREW J
Gnr:

CREW K
Gnr:

CREW L
Gnr:

GUNNER B

GUNNER D
GUNNER E

GUNNER F

BN Gunner G N
1 Sayf ad-Din
(360°) &

To Hit: 2D8+
Damage:Med x1D4 »
Range: 6/14/18
Target SR <14

1 Sayf ad-Din
(360°)
To Hit: 2D8+

Target SR <14

HEN Gunner H N

Damage:Med x1D4 »
Range: 6/14/18

EEN Gunner | HEN
1 Sayf ad-Din
(360°) [Z]

To Hit: 2D8+
Damage:Med x1D4 »
Range: 6/14/18
Target SR <14

Q'raj Void Protectorate
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CRITICAL HITS
2 — Gunner A killed. Gunner A's weapons may
not fire.
3 — Electronic Defenses pierced. Reduce

Defensive Value by 2.

4 — Rotater Ring Hit. Pulse Lasers A & B fire out
random Arcs until after next game turn.

5 — Magazine hit. Eject 2D12 remaining torps
or take 1D12 hits on each damage track.
6 — ECM crippled. All scanning attempts must

be made against one target.

7 — Sayf ad-Din H damaged. Reduce Damage to
Medium.

8 — Reactor hit. Masada Falls.They will remem-
ber your sacrifice.

CRITICAL HITS

2 — Gunner F killed. Gunner F's weapons may
not fire.

3 — Jamming Module hit. Masada now jams only
ona.

4 — Structural damage. Take 5 more hits on
each damage track.

5 — Torp Scanners damaged. May not launch
torps unless Torp Crew rolls less than Gunner
on 1D10

6 — Engineering Hit. Mark off 1D4 Engineers

7 — Laztube J damaged. Reduce Damage to
High.

8 — Power Coupling hit. No Cannons may be

fired next turn.

CRITICAL HITS
2 — Gunner E killed. Gunner E's weapons may
not fire.
3 — Electronic Defenses pierced. Reduce

Defensive Value by 2.

4 — Rotater Ring Hit. Pulse Lasers E & F fire out
random Arcs until after next game turn.

5 — Torp Magazine hit. Lose1D10 torpedoes.

6 — ECM crippled. All scanning attempts must
be made against one target.

7 — Sayf ad-Din G damaged. Reduce Damage to
Medium.

8 — Bridge hit Captain Killed. Masada may not
use captains die.

Q'raj Void Protectorate

MASADA TYPE |

Tons: 7000

Electronics
Jam: 1-2 on 1D4

ECM: 1-8 [5]

Bridge
Captain:

Engineering
Damage Control:1-5

FRONT RIGHT

et

2 —

5 —
6 —
7 —

Gunner B killed. Gunner B's weapons may
not fire.

Jamming Module hit. Masada now jams only
onal.

Structural damage. Take 5 more hits on
each damage track.

Torp Magazine hit. Lose 1D10 torpedoes.
Engineering Hit. Mark off 1D4 Engineers
Laztube J damaged. Reduce Damage to
High.

Bridge hit, Pilot killed. Masada may not
turn.

I Torpedo Magazine I
Mk. 10 Torpedos
INNNRNERNNRENEN
HNENNNERRNRENEN
HNENNNERRNRENEN
HEEEEEEEEEREE
LITTTTITTITITTITd
LITTTTITTITITTITd
INRNRRERREEEN
INNNNRERREEEN

[]
[]
[]
[]
[]

CRITICAL HITS

Gunner C killed. Gunner C's weapons may
not fire.

Electronic Defenses pierced. Reduce
Defensive Value by 2.

Rotater Ring Hit. Pulse Lasers C & D fire out
random Arcs until after next game turn.

Torp Scanners damaged. May not launch
torps unless Torp Crew rolls less than Gunner
on 1D10

ECM crippled. All scanning attempts must
be made against one target.

Sayf ad-Din | damaged. Reduce Damage to
Medium.

Power Coupling hit. No Cannons may be
fired next turn.

REAR

-

Gunner D killed. Gunner D's weapons may
nat fire.

Jamming Module hit. Masada now jams only
onal.

Structural damage. Take 5 more hits on
each damage track.

Magazine hit. Eject 2D12 remaining torps
or take 1D12 hits on each damage track.

Engineering Hit. Mark off 1D4 Engineers

Laztubes Rotater Cuff Jammed. Random
Laztube now restricted to one random arc.

Reactor hit. They will remember your
sacrifice.
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I Gun Crew F N
Il Crew HN
1 Laztubeﬂ[SGD"] CAPTAIN
RIRR] Cpn:
To Hit: 2D10+ 0 P-DB: 1-5 PILOT
Damage: High x2 FRONT DAMAGE Plt:
1-10/11-20/21-40 TRACK GUNNER A
Target SR < 8 oLl [ [T [%]] Gnr:

21wl | [&] X GUNNER B

|
|
Gnr:
BN Gunner A EEE L [x]wief [ | [ ] GUNNER C
6 Pulse Lasers 0 P-DB: 1-6 L el [ ] 0 P-DB: 1-5 Gnr:
(3607 X FRONT LEFT QUARTER ST T Teel F FRONT RIGHT GUNNER D

To Hit: 2D8+ADE+5 DAMAGE TRACK DAMAGE TRACK L —
Damage: LowsS | S T ] 9] | CLwl el 1] ] o e GUNNER E

Range: 3/9/10 Gnr:
2wl | o] [X|e 2] | ] Xe]

| |
‘ | CREW F
Gnr:
= Gunnor BEEE| [ [ ule] | | | | T (Rlwlel T[] "
| EROREECEN
|
|

MASADA TYPE 2

(360°) EEORLIECE
X T T 1T 2] B¥

To Hit: 2D8+ADE+5 NEEEECEINES
Damage: Low+5
g | Ll dw] Jef T[]

Range: 3/9/10

| w| of [ ] ] [X

BN Gunner C I
6 Pulse Lasers 3 o
(3680°) & 0O PDB: 1-5 > O P-DB: 1-5
To Hit: 2D8+ +5 REAR LEFT QUARTER 2 ‘ 3 REAR RIGHT QUARTER
Damage: Low+5 DAMAGE TRACK DAMAGE TRACK
Range: 3/3/10 RO | [ [ [ | [R] | ¢ L [x] |

mco— Dy 2 [ 6] [X[@]
6 Pulse Lasers L [RIwlel || ]
(360°) [2 w
To Hit: 2D8+ +5 ‘ ‘ | | |%| |®| ‘
Damage: Low+5 XL | [ef2] bk
Range: 3/9/10 T wl el T 1]

= BRED

|
|
| ® Zlwlel | | |
|
|
|

|
|
|
2L [ | |

0 P-DB: 1-5 | e[2] X
REAR LEFT QUARTER o [
DAMAGE TRACK

OLL LTI IR
2lw] [ [o] Pxlef |
L [Rwlel | [ [ ]
|

|

|

X

N Gunner E N
1 Sayf ad-Din
(360°) &

To Hit: 2D8+
Damage:Med x1D4 »
» The 1D4 multiplier is not included on Range: 6/14/18

triples, or doubles that affect damage. |  Target SR <14

| [w] [2] [ |
XL || lefR] Pk
L Jw] [&f | [ ]

X
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L
CRITICAL HITS

2 — ECM Suite hit. Mark off 1D6 ECM crew.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 2.

4 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

5 — Fighter Bay hit. Roll on Fighter Bay Hit Table.

6 — ECM Sequencer destroyed. All screening
attempts must be made against one target.

7 — Gunner A's Pulse Laser damaged. Gunner
A's Pulse Laser is -5 To Hit.

8 — Reactor hit. They will remember your
sacrifice.

CRITICAL HITS
2 — Gunner A killed. Gunner A's weapons may
not fire.
3 — Jamming module hit. Masada now jams only
ona.
4 — Structural damage. Take 5 more hits on

each damage track.

5 — Fighter Bay hit. Roll on Fighter Bay Hit Table.

6 — Engineering hit. Mark off 1D4 Engineers.

7 — Gunner E's Sayf ad-Din damaged. Change
Damage to Medium.

8 — Power Coupling hit. No cannons may be
fired until after next game turn.

CRITICAL HITS

2 — Gunner B killed. Gunner B's weapons may
not fire.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 2.

4 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

5 — Fighter Bay hit. Roll on Fighter Bay Hit Table.

6 — ECM Sequencer destroyed. All screening
attempts must be made against one target.

7 — Gunner D's Pulse Laser damaged. Gunner

D's Pulse Laser is -5 To Hit.

8 — Bridge hit, Captain Killed. Masada may not
use captain's die.

Q'raj Void Protectorate

MASADA TYPE 2

Tons: 7000

I Fighter Bay 11
1000-ton Fighter
NN ID:

Type:

Electronics
Jam: 1-2 on 1D4

ECM: 1-4 [B]

Bridge
Captain:
TOC: +2

Engineering
Damage Control:1-6

CRITICAL HITS

2 — Gunner C killed. Gunner C's weapons may
not fire.

3 — Jamming module hit. Masada now jams only
ona.

4 — Structural damage. Take 5 more hits on

each damage track.
5 — Fighter Bay hit. Roll on Fighter Bay Hit Table.
6 — Engineering hit. Mark off 1D4 Engineers.

7 — Gunner B's Pulse Laser damaged. Gunner
B's Pulse Laser is -5 To Hit.
8 — Bridge hit, Pilot killed. Masada may not turn.

CRITICAL HITS

2 — Gunner D killed. Gunner D's weapons may
nat fire.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 2.

4 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

5 — Fighter Bay hit. Roll on Fighter Bay Hit Table.

6 — ECM Sequencer destroyed. All screening
attempts must be made against one target.

7 — Laztube damaged. change damage to High.

8 — Power Coupling hit. No cannons may be

fired until after next game turn.

_ .
CRITICAL HITS

2 — Gunner E killed. Gunner E's weapons may
nat fire.

3 — Jamming module hit. Masada now jams only
ona.

4 — Structural damage. Take 5 more hits on

each damage track.
5 — Fighter Bay hit. Roll on Fighter Bay Hit Table.
6 — Engineering hit. Mark off 1D4 Engineers.

7 — Gunner C's Pulse Laser damaged. Gunner
C's Pulse Laser is -5 To Hit.

8 — Reactor hit. They will remember your
sacrifice.
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4]
v
Ll
4
=
24
%
O
&
2
_

a

el BPV

EEN Gunner A N
4 Blatguns
(BFQL) (F) (BFAR)
To Hit: 2D6+ +3
Damage: High+6
1-4/9-10/11-15
Target SR <13

Hl Gun Crew F Il
3 Blast Cannons
(BFGAL) (F) (BFQR)

To Hit: 2D8+ +2

Damage:
(Medium+4]) x 2
1-8/9-20/21-25
Target SR <7

I Gunner A Il
Missile
Launcher
(BFQL) (F) (BFQR)
Lock-on <
oooao
oooao
oooao
oooao

M Torp Crew G H
2 Torpedo Tubes
(][3]

(BFGQL)

O P-DB: 1-5

FRONT RIGHT QUARTER
DAMAGE TRACK

O LTI wxel L[ [ [w] []

2letxiel | ] [ [ [ [ o] [Rlwlel [ ][]

L L XfelwpkX o [ | [ [wiel | | [X] ]

o [T

O P-DB: 1-5

REAR RIGHT QUARTER
DAMAGE TRACK

O L]

L L[ IR Dlelw] | | [2Pxle] [o]

w]

|
lw] [2] | o] | [Jelw[2pkx|el [ R[]
L1l [ [ X

EEN Gunner D N
4 Splatterguns
(SFQL) (SRAL) (R)

To Hit: 2D6+ +3

Damage: Medium+6

1-2/36/7-10

Hl Gunner D N
Missile
Launcher
(SRAL) (R) (SFAL)
Lock-on <
oOooood
oOooood
oOooood
oOooood

M Torp Crew HH
2 Torpedo Tubes
%]
(BFQR)

Turn Cost: 4

BN Gunner B I
1 Heavy Plazgun ¥
(BRAL) (BFQAL) (F)
(BFQR) (BRGR)

To Hit: 2D6+
Damage: All x 2
1-4/5-8/9-15
Target SR <11

EEN Gunner C HN
1 Heavy Plazgun ¥
(BRQAL) (BFAL) (F)
(BFGR) (BRAR)

To Hit: 2D6+
Damage: All x 2
1-4/5-8/9-15
Target SR <13

O PDB: 1-5

HENCrew HN
CAPTAIN
Cpn:
PILOT

Plt:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

GUNNERA
GUNNERB
GUNNERC
GUNNERD
GUNNERE
CREWF
TCREWG
TCREWH

FRONT RIGHT QUARTER
DAMAGE TRACK

L IwiRiel [ 1] [ ] Iw] |

2leopkief | [w] | ] |

| o] [X|w]e| | |

L X[elwpk2|ef |

L L wiel 1] [X]

o | | [X
0 P-DB: 1-5

REAR RIGHT QUARTER

DAMAGE TRACK

L IR Dlelw] | | [2Pxle] [

ofw]

2] | o [ [fefw[2Pxx|ef |

EIE)

wl [ [ lof [ [ [X]

EEN Gunner E I
4 Splatterguns
(R) (SRAR) [SFAR]
To Hit: 2D6+ +3
Damage: Medium+6
1-2/3-6/7-10

Hl Gunner E I

Missile
Launcher

(R) (SRQAR) (SFAR)

Lock-on <
oooood
oooood
oooood
oooood
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- FRONT RIGHT
CRITICAL HITS

2— Electronic Warfare gone. Megafortress may
no longer jam torps. Reduce Defensive Value by

3— Blast Cannon crew killed. Both crew killed.
Blast Cannon may not be fired.

4— Minor structural damage. Take 5 more hits on
this track.

5— Heavy Plazgun loses power. \\eapon may not
fire until after next turn.

6— Quad Blatgun loses power. \Weapon may not

fire until after next turn.

Missile Launcher A malfunction. Lose 1D10

Remaining missiles.

8— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

9— Torpedo room G hit. Torpedo room loses 1
crew.

10— Gunner A killed. This gunner’s weapons may
not be fired.

11— Gunner B killed. This gunner’s weapons may
not be fired.

7—

12— Bridge hit! Bridge crew is stunned.
Megafortress may not move next turn.

REAR LEFT

-CRITICAL HITS -

2— Bridge hit! The captain is killed. Megafortress
may no longer use Captain points.

3— Major structural damage. Take 10 more hits
on this damage track.

4— Engine ports hit. Reduce Drive by 2 and take
5 more hits to this track.

5— Quad Splattergun D damaged. \Weapon suffers
-2 penalty to hit.

6— Shields damaged. Reduce Devensive Value by 2
until after next turn.

7— Missile Launcher D malfunction. Lose 1D10

missiles.

8— Drives sputter. Reduce Drive by 2 until after
next turn.

9— Gunner D killed. This gunner’s weapons may
not be fired.

10— Engineering hit! Damage Control not available.

11— Engineering section destroyed. Damage
control is not available. Lose 2 engineers.

12— Reactor hit. Megafortress becomes a
gaseous cloud.

MEGAFORTRESS

Bow Torpedo
Magazine

Mk. 10 Mk. 20

HHHHEH

HHHHH

Electronics
Jam: 1-2 on 1D4

ECM: none

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control 1-6
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CRITICAL HITS

2— Electronic Warfare gone. Megafortress may
no longer jam torps. Reduce Defensive Value by

3— Blast Cannon crew killed. Both crew killed.
Blast cannon may not be fired.

4— Minor structural damage. Take 5 more hits on
this track.

5— Heavy Plazgun loses power. \\/eapon may not
fire until after next turn.

6— Quad Blatgun loses power. \\Weapon may not
fire until after next turn.

7— Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

8— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

9— Torpedo room H hit. Torpedo room loses 1
crew.

10— Gunner A killed. This gunner’s weapons may
not be fired.

11— Gunner C killed. This gunner’s weapons may
not be fired.

12— Bridge hit! Bridge crew is stunned.
Megafortress may not move next turn.

REAR RIGHT

G

2— Bridge hit! The captain is killed. Megafortress
may no longer use Captain points.

3— Major structural damage. Take 10 more hits
on this damage track.

4— Engine ports hit. Reduce Drive by 2 and take
5 more hits to this track.

5— Quad Splattergun E damaged. \Weapon suffers
-2 penalty to hit.

6— Shields damaged. Reduce Defensive Value by 2
until after next turn.

7— Missile Launcher E malfunction. Lose 1D10

missiles.

8— Drives sputter. Reduce Drive by 2 until after
next turn.

9— Gunner E killed. This gunner’s weapons may
not be fired.

10— Engineering hit! Damage Control not available.

11— Engineering section destroyed. Damage
control is not available. Lose 2 engineers.

12— Reactor hit. Megafortress becomes a
gaseous cloud.
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I Gunner A N
6 Splatterguns
(BRGL) (BFQAL) (F)

(BFGAR) (BRGAR)

To Hit: 2D6+ +5

I Gunner A N
Missile
Launcher
(BFQL) (F) (BFQR)
Lock-on <

ooooo
ooooo
ooooo
ooooo

Damage: Medium+10
Range: 2/6/10

Gunner A

]

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

>
(o 4
v
v
Ll
24
-
24
5
O
Ll
2

O LTI wxel L[ [ [w] []

2letxiel | ] [ [ [ [ o] [Rlwlel [ ][]

L L XfelwpkX o [ | [ [wiel | | [X] ]

o [T

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

L[ IR E] [wlel | [2PKle] [

xwl (o] [+] | [2Px<|efw] [X[]

|
|
l

| 1o | [ IX

I Gun Crew F HIN
1 "Evil Eye"
FEEIES
(3KF)

To Hit: 2D10+
Damage: All x 1D4
Range: 8/17/25

HE Gunner D I
6 Pulse Lasers
(SFAL) (SRAL) (R)
(SRQAR) (SFAR)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Il Gun Crew G N
1 "Evil Eye”
(3KF)

To Hit: 2D10+
Damage: All x 1D4
Range: 8/17/25

Turn Cost: 4

Il Gunner B I
6 Splatterguns [%]
(BRAL) (BFQAL) (F)
(BFQR) (BRGR)

To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

N Gunner C I
6 Splatterguns
(BRAL) (BFAL) (F) Cpn:
(BFGR) (BRAR) PILOT
To Hit: 2D6+ +5 Plt:
Damage: Medium+10 GUNNER A
Range: 2/6/10 Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:
GUNNER E
Gnr:
CREW F
Gnr:
CREW G
Gnr:

Il Crew N
CAPTAIN

O PDB: 1-5

FRONT RIGHT QUARTER

DAMAGE TRACK

L wlRiel [ L] [ ] Iw] ||

2otk | |w] [ ] |

o] [Xwiel | | |

X [efwpk| 2@

L wiof [ ] IR]

o [T 14

O PDB: 1-5

REAR RIGHT QUARTER

DAMAGE TRACK

HENEEIED

el [ [XPkle] [+]

[Xlw| [e&] []

[ XK} |ew] R[]

2 A

I Gunner E Il
Missile
Launcher
(SRAL) (R) (SRAR)
Lock-on <
oooood
oooood

HE Gunner E I
6 Pulse Lasers
(SFAL) (SRAL) (R)
(SRQAR) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Q'raj Void Protectorate
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e
CRITICAL HITS

2 — Electronic Warfare gone. Megafortress may
no longer jam torps. Reduce Defensive Value
by 2.

3 — Evil Eye Crew F killed. Lose 1D4 crew.

4 — Missile Launcher A loses power. Cannot
launch missiles until after next turn.

5 — Splattergun A loses power. \Weapon may

not fire until after next turn.
6 — Missile Launcher A hit. Lose 1D10
Remaining missiles.

7 — Splattergun A damaged. \Weapon suffers -2
penalty To Hit.

8 — Explosive Decompression Lose 1D4, crew
starting with Extra Crew.
9 — Evil Eye F targeting system damaged.

Weapon suffers -2 penalty To Hit.

10 — Evil Eye F hit. Reduce damage to High x
1DA4.

11 — Bridge hit! Bridge crew is stunned.
Megafortress may not move next turn.

12 — Evil Eye Crew F killed. Lose 1D4 crew.

CRITICAL HITS

2 — Bridge hit! The captain is killed.
Megafortress may no longer use Captain

points.

3 — Major structural damage. Take 10 more
hits on this damage track.

4 — Drives sputter. Reduce Drive by 2 and take
5 more hits to this track.

5 — Pulse Laser D damaged. \\Weapon suffers -2

penalty to hit.

6 — Shields damaged. Reduce Drive by 2 until
after next turn.

7 — Missile Launcher E hit. Lose 1D10 missiles.

8 — Drives sputter. Reduce Drive by 2 until after
next turn.

9 — Gunner D killed. This gunner’s weapons may
not be fired.

10 — Engineering hit! Damage Control not
available. Lose 2 engineers.

11 — Engineering hit! Damage control is not
available until after next turn.

12 — Reactor hit. Megafortress becomes a
rapidly expanding debris field.

Q'raj Void Protectorate

Tons: 4100

MEGAFORTRESS QVP

Extra Crew

Electronics
Jam: 1-2 on 1D4

ECM: none

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control 1-6

-

2 —

3_—
4 —

10 —

11 —

12 —

FRONT RIGHT

Electronic Warfare gone. Megafortress may
no longer jam torps. Reduce Defensive Value
by 2.

Evil Eye Crew G killed. Lose 1D4 crew.
Splattergun B loses power. \Weapon may
not fire until after next turn.

Splattergun C loses power. \Weapon may
not fire until after next turn.

Splattergun B damaged. \Weapon suffers -2
penalty To Hit.

Splattergun C damaged. \Weapon suffers -2
penalty To Hit.

Explosive Decompression Lose 1D4, crew
starting with Extra Crew.

Evil Eye G targeting system damaged.
Weapon suffers -2 penalty To Hit.

Evil Eye G hit. Reduce damage to High x
1D4.

Bridge hit! Bridge crew is stunned.
Megafortress may not move next turn.
Evil Eye Crew G killed. Lose 1D4 crew.

CRITICAL HITS

2 —

3 —

4 —

10 —

11—

12 —

Bridge hit! The captain is killed.
Megafortress may no longer use Captain
points.

Major structural damage. Take 10 more
hits on this damage track.

Drives sputter. Reduce Drive by 2 and take
5 more hits to this track.

Pulse Laser E damaged. \Weapon suffers -2
penalty to hit.

Shields damaged. Reduce Drive by 2 until
after next turn.

Missile Launcher E hit. Lose 1D10 missiles.
Drives sputter. Reduce Drive by 2 until after
next turn.

Gunner E killed. This gunner’s weapons may
not be fired.

Engineering hit! Damage Control not
available. Lose 2 engineers.

Engineering hit! Damage control is not
available until after next turn.

Reactor hit. Megafortress becomes a
rapidly expanding debris field.
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1.0.10 MUJAHADEEN

(o] |

BPV

I Pilot I
6 Pulse Lasers (F)

ENCrew N
PILOT

To Hit: 2D8+ +O | |PlIt:
Damage: Low+5
Range: 3/9/10

Gnr:

Decoys: [ITTJ
P-D: 1-5 (3)
Dmg Con: 1-2

GUNNER

Tons: 600

~
<
&

Tight Turn Cost:

V
Drive: +3
)

(R

I Gunner I I Gunner I
6 Pulse Lasers Missile Launcher
(360°) (RQR) (R) (RAL)
To Hit: 2D8+ +5 Lock-on <
Damage: Low+5 110 (0110
Range: 3/9/10 110 (0110

DAMAGE TRACK

t [1a] t

GamvE Turn Recorp TRack

1.0.10 MUJAHADEEN

i (o]

BPV

I Pilot I
6 Pulse Lasers (F)

HN Crew N
PILOT

To Hit: 2D8+ +5 Plt:

Gnr:

Damage: Low+5

Range: 3/9/10

Decoys: [TTJ
P-D: 1-5 (3)
Dmg Con: 1-2

GUNNER
Gnr:

Tons: 600

~
<
&

Tight Turn Cost:

V
Drive: +3

(R)

N Gunner I EEEEEE Gunner I
6 Pulse Lasers Missile Launcher
(360°) (RAR) (R) (RAL)
To Hit: 2D8+ +5 Lock-on <
Damage: Low+5 110 (II10
Range: 3/9/10 110 (II10

DAMAGE TRACK

t a]| ¢

2]

’I

2113|4567 ]|8]|89

10

11

12

13

14

15

16

17

18

19

20

Q'raj Void Protectorate
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I criTicAL HITS N

2 — Crew killed. Mujahadeen may
not move or fire weapons.
Engines sputter momentarily.
Mujahadeen’s Drive is reduced
to 2 until after next turn.
Electronic Warfare knocked
out. Mujahadeen may no longer
jam torps. Reduce Defensive
Value by 4.

Pilot’s Pulse Lasers damaged.
Further To Hit attempts by this
weapon suffer a -5 penalty.
Severe damage. Mark off an
additional 206 boxes.
Stabilizers hit. All turns cost 1
extra mavement paint.
Gunner’s Pulse Lasers
damaged. Further To Hit
attempts by this weapon suffer a
-5 penalty.

Missile Launcher hit. Lose
1D10 remaining missiles.
Gunner dazed. Gunner's
weapons may not fire until after
the next turn.

Gunner killed. Gunner's
weapons may not fire.

Massive structural collapse.
Mujahadeen buckles and
explodes.

Il PuLSE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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NARWHAL II

HEN Gunner A N
5 Pulse Lasers
(BRAL) (BFAR]) (F)
To Hit: 2D8+ +4
Damage: Low+4

1-3/4-9/10

HEN Gunner B Il
5 Pulse Lasers
(BFQL) (BFQR) (F)
To Hit: 2D8+ +4
Damage: Low+4
1-3/4-9/10

I Gunner A N
Missile
Launcher

Lock-on <
ooooo
ooooo
ooooo
ooooo

O P-DB: 1-5
FRONT RIGHT QUARTER
DAMAGE TRACK

LLL LR ]

| lof | o] | | [2lwpk]X]

|
(2lwPk | lof [f [ | ] ]|
|
|

HEEENEEEEEE

O P-DB: 1-5
REAR RIGHT QUARTER
DAMAGE TRACK

LI LTI P IR LTI T [le]w]
LA [elw] [ [ 1 [ [ [X] [elwel |
LR wbe] X[ | | |ef [dqw]x] | | |
L =] [&f | [ [+IX]

N

M Torp Crew F B
2 Torpedo Tubes
B3RS
(SFQL)

M Torp Crew E B
2 Torpedo Tubes
%]

(BRAL) (BFAR]) (F) (F)

Defensive Value

Il Gunner B N BN Crew BN

Missile CAPTAIN
Launcher Cpn:
(BFQL) (BFQAR) (F) PILOT

Lockon < ___ P
Oooog GUNNER A

Gnr:
aooooo —
RIa[ataln GUNNER B

Gnr:
boooo GUNNER C
Gnr:
GUNNER D
Gnr:
T CREW E
Gnr:
T CREW F
Gnr:
T CREW G
Gnr:

O P-DB: 1-5
FRONT RIGHT QUARTER
DAMAGE TRACK

HENEREERC N

|
2lwpk] | ol [@f [ | | | |
|_lo | [ | | [RIwpk|x] |

HEEEEEEEENEC

REAR RIGHT QUARTER
DAMAGE TRACK

O 1]

L el R ] Efelw]

E4ES

Llelw] [ [ 1 [ [ [2] [eiwie] |

E]

[k XL [ | |@f [ofwlR] | | ]

|
|
Turn Cost: 4 ‘
|

| 1wl lef [ [ [+]X]

HEN Gunner C IR

I Gunner C Il
Missile
Launcher
(SRAL) (SFQAL)
(SFQAR) (SRAR) (R)
Lock-on <
oooog
oooog
oooog
oooog

5 Pulse Lasers
(SFQL) (SRAR) (R)
(SRGL) (SFQR)

To Hit: 2D8+ +4
Damage: Low+4
1-3/4-9/10

HEN Gunner D IR

(SRAL) (R) (SRAR)
To Hit: 2D8+

M Torp Crew G H
2 Torpedo Tubes
(][3]
(SFQR)

1 Disintegrator

Damage: High
1/2-3/4-12
Target SR <11
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CRITICAL HITS
2— Major structural damage. Take another 15
hits on this track.

3— Buckled armor. Reduce Reduction by 2.

4— Quint Pulse Laser loses power. \Weapon may
not fire until after next turn.

5— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

6— Cargo bay hit. 1D4 units of cargo are de-
stroyed. Attacker gets value of cargo in victory
points.

7— Missile Launcher A malfunction. Lose 1D10
remaining missiles.

8— Quint Pulse Laser A damaged. Penalize to Hit
attempts by -3.

9— Fighter rack destroyed. Ship may no longer
dock fighters.

10— ECM destroyed. Fletcher may no longer
perform long-range jamming.

11— Gunner A killed. This gunner’s weapons may
not be fired.

12— Bridge hit! Bridge crew is stunned. Narwhal
may not move next turn.

CRITICAL HITS

2— Reactor hit. Narwhal becomes a gaseous
cloud.

3— Engineering hit! Damage Control is not
available until after next turn. Lose D4 engi-
neers.

4— Minor structural damage. Take 5 more hits on
this damage track.

5— Torpedo magazine hit. 1D10 torpedoes are
destroyed.

6— Quint Pulse Laser C loses power. \Weapon may
not fire until after next turn.

7— Missile Launcher C malfunction. Lose 1D10
missiles.

8— Disintegrator loses power. \\Weapon may not
fire until after next turn.

9— Torpedo room F hit. Torpedo room F loses a
crew.

10— Gunner B killed. This gunner’s weapons may
not be fired.

11— Gunner D killed. This gunner’s weapons may
not be fired.

12— Bridge hit! The captain is killed. Player may no

longer use Captain die.

Bow Torpedo
Magazine

Mk. 10
N Bay 1EEN (1]
Cargo 11
(1]
]
(1]

NARWHAL I

I Fighter Rack 1 I
100-ton Fighter (BRQAL)
ID:

Type:

Electronics
Jam: 1-2 on 1D4

ECM: 1-5 (5)

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control:1-8

RIRIZIR[ZIRIZIZ]

Stern Torpedo
Magazine
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CRITICAL HITS
2— Major structural damage. Take another 15
hits on this track.

3— Buckled armor. Reduce Reduction by 2.

4— Quint Pulse Laser loses power. \Weapon may
not fire until after next turn.

5— Torpedo Magazine hit. 1D10 torpedoes are
destroyed.

6— Cargo bay hit. 1D4 units of cargo are de-
stroyed. Attacker gets value of cargo in victory
points.

7— Missile Launcher B malfunction. Lose 1D10
remaining missiles.

8— Quint Pulse Laser B damaged. Penalize to Hit
attempts by -3.

9— Fighter rack destroyed. Ship may no longer
dock fighters.

10— ECM destroyed. Fletcher may no longer
perform long-range jamming.

11— Gunner B killed. This gunner’s weapons may
not be fired.

12— Bridge hit! Bridge crew is stunned. Narwhal
may not move next turn.

CRITICAL HITS

2— Reactor hit. Narwhal becomes a gaseous
cloud.

3— Engineering hit! Damage Control is not
available until after next turn. Lose D4 engi-
neers.

4— Minor structural damage. Take 5 more hits on
this damage track.

5— Torpedo magazine hit. 1D10 torpedoes are
destroyed.

6— Quint Pulse Laser C loses power. \Weapon may
not fire until after next turn.

7— Miissile Launcher C malfunction. Lose 1D10
missiles.

8— Disintegrator loses power. \\/eapon may not
fire until after next turn.

9— Torpedo room G hit. Torpedo room G loses a
crew.

10— Gunner C killed. This gunner’s weapons may
not be fired.

11— Gunner D killed. This gunner’s weapons may
not be fired.

12— Bridge hit! The captain is killed. Player may no
longer use Captain die.
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I Gunner A N
Missile
Launcher
(BRAL) (BFQAL) (F)
Lock-on <
oOoaoo
oOoaoo

N Gunner A N
4 Pulse Lasers
(BRQAL) (BFQAL) (F)

To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Gunner A

(2]

ENGun Crew EIN
Repeating Blaster
(BRAL) (BFAL) (F)
(BFGR) (BRAR)
To Hit: 2D6+ADB
Damage: High x2
Range: 3/8/15

I Gunner B I
4 Pulse Lasers
(F) (BFQR) (BRQAR)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Gunner B

2]

Il Gunner Bl
Missile
Launcher
(F) (BFQR) (BRAR)
Lock-on <
OoOoooo
OoOoooo

HENCrew HN
CAPTAIN
Cpn:

PILOT

Plt:

GUNNER A
Gnr:
GUNNER B
Gnr:

GUNNER C
Gnr:
GUNNER D
Gnr:

CREW E
Gnr:
TCREW F
Gnr:

T CREW G
Gnr:

Defensive Value

NARWHAL MK Il

0O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

HEEEERIERCEEE
21wk | ol (@ [ [ ] ][]
o | O] [ | [2wpk]x] | |
HEEECIEEEEEEN

O P-DB: 1-5
FRONT RIGHT QUARTER
DAMAGE TRACK

LLL LR ]
EEESHECECHENN
Lo [ [ | | [2lwpk]x]
LLL TR e

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

L LT W] R[] ] [he]w] ive: O LLL LTI e[ (2L [T 11 [Fefw
20<] Lol | [ [ [ [ [ Ix] [lel«|ef | LAk el | [T L[ [ 2] [elvie] |
LA L PR X [ ] e [Joiw|R] | ] ] Tum Gosti 4 LA L bR XL ] e ofw]x] | | ]
L] o [ 1] [X] L] o 1] [X]

O P-DB: 1-5
REAR RIGHT QUARTER
DAMAGE TRACK

O

ol:12aY%

BN Gun Crew FINl
2 Torpedo Tubes
[RIZ]

(SFQL)

H Gunner C I
5 Pulse Lasers
(SFQL) (SRAL) (R)
(SRGR]) (SFQAR)
To Hit: 2D8+ +4
Damage: Low+4
Range: 3/9/10

Gunner C

Il Gunner C N
Missile
Launcher
(SFQL) (SRAL) (R)
(SRAR) (SFAR)
Lock-on <

goaoo
goaoo
goaoo
godod

I Gunner D HEN
1 Disintegrator
]

(SRAL) (R) (SRGAR)

To Hit: 2D8+
Damage: High §
Range: 1/3/12
Target SR <11

ElGun Crew GINl
2 Torpedo Tubes
(SFAR)
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CRITICAL HITS

2 —

3
4 —

10 —

11 —

12 —

Major structural damage. Take another 15
hits on this track.

Buckled armor. Reduce Reduction by 2.
Quad Pulse Laser A loses power. \\/eapon
may not fire until after next turn.

Repeating Blaster short. Loose 1 Repeating
Blaster crew.

Cargo bay hit. 1D4 units of cargo are
destroyed. Attacker gets value of cargo in
victory points.

Missile Launcher A malfunction. Lose 1D10
remaining missiles.

Quad Pulse Laser A damaged. Penalize to
Hit attempts by -3.

Fighter rack destroyed. Ship may no longer
dock fighters.

ECM destroyed. Narwhal may no longer
perform long-range screening.

Gunner A killed. This gunner’s weapons may
not be fired.

Bridge hit! Bridge crew is stunned. Narwhal
may not move next turn.

REAR LEFT

-

9_—
10 —

11—

12 —

Reactor hit. Narwhal becomes a gaseous
cloud.

Engineering hit! Damage Control is not
available until after next turn. Lose D4
engineers.

Minor structural damage. Take 5 more hits
on this damage track.

Torpedo magazine hit. 1D10 torpedoes are
destroyed.

Quint Pulse Laser C loses power. \Weapon
may not fire until after next turn.

Missile Launcher C malfunction. Lose 1D10
missiles.

Disintegrator loses power. \Weapon may not
fire until after next turn.

Repeating Blaster hit. Reduce To Hit by 2.
Gunner B killed. This gunner’s weapons may
not be fired.

Gunner D killed. This gunner’s weapons may
not be fired.

Bridge hit! The captain is killed. Player may
no longer use Captain die.

Tons: 6100

NARWHAL Il

Bow Torpedo
Magazine

100-ton Fighter (BRGR)
ID:

Type:

I Fighter Rack 1 I

EENBay 1NN
Cargo

Electronics
Jam: 1-2 on 1D4

ECM: 1-5 (5)

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control:1-8

RIRRIRIRIRIRIZ]

Mk. 30

HHHHEH
El=l=l=1=]s

Stern Torpedo
Magazine

© 1896, 2000 by Iron Crown Enterprises, Inc. Permission grantea to pnotocopy Tor personal use.

2 —

3_
4 —

10 —

11 —

12 —

FRONT RIGHT

el

Major structural damage. Take another 15
hits on this track.

Buckled armor. Reduce Reduction by 2.
Quad Pulse Laser B loses power. \\eapon
may not fire until after next turn.

Repeating Blaster short. Loose 1 Repeating
Blaster crew.

Cargo bay hit. 1D4 units of cargo are
destroyed. Attacker gets value of cargo in
victory points.

Missile Launcher B malfunction. Lose 1D10
remaining missiles.

Quad Pulse Laser B damaged. Penalize to
Hit attempts by -3.

Fighter rack destroyed. Ship may no longer
dock fighters.

ECM destroyed. Narwhal may no longer
perform long-range jamming.

Gunner B killed. This gunner’s weapons may
not be fired.

Bridge hit! Bridge crew is stunned. Narwhal
may not move next turn.

10 —

11 —

12 —

CRITICAL HITS

Reactor hit. Narwhal becomes a gaseous
cloud.

Engineering hit! Damage Control is not
available until after next turn. Lose D4
engineers.

Minor structural damage. Take 5 more hits
on this damage track.

Torpedo magazine hit. 1D10 torpedoes are
destroyed.

Quint Pulse Laser C loses power. \Weapon
may not fire until after next turn.

Missile Launcher C malfunction. Lose 1D10
missiles.

Disintegrator loses power. \Weapon may not
fire until after next turn.

Torpedo Room G hit. Torpedo room G loses

a crew.

Gunner C killed. This gunner’s weapons may
not be fired.

Gunner D killed. This gunner’s weapons may
not be fired.

Bridge hit! The captain is killed. Player may
no longer use Captain die.
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NEBULA Il

d BPV

ENEGun Crew FIllj |EEEE Gunner A HEEN
2 Torpedo Tubes 4 Splatterguns
[RIZ] (BRGL) (BFQAL) (F)
(SFQAL) To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

HEN
HEN
o | |
[elx] |
|
|
|

L dwl [ ] ][R
ESHE NG
o | [ [ ][ [Z]
LT e [ ] [2]]
LY

O P-DB: 1-5
REAR LEFT QUARTER DAMAGE TRACK

OLL LI iel [ ]
HERDCRHEEEEEE &
I O O B A B K
Lkl [ ] e PKI2L ||
HERC NN

Gunner C

[z

H Gunner C N
Missile
Launcher

ENGun Crew EIN
2 Torpedo Tubes
(F)

Turn Cost: 4

4 Splatterguns
(F) (BFGR) (BRAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

EEEN Gunner Bl EEGun Crew GIN
2 Torpedo Tubes
(SFQR)

O P-DB: 1-5

FRONT RIGHT QUARTER

DAMA

GE TRACK

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

HENEN

GUNNER D

L1

Gnr:

LI L] [w] [ ]

T CREW E

L dwl | ]

‘ |%| Gnr:

T CREW F

HESHEE

Gnr:

o [ [ ][]

S

Gnr:

|| o []

|
|
|
HEIN
|
|

2L 1] ||crew n

\
\
\
\
\
\
\

NS

O P-DB: 1-5
REAR RIGHT QUARTER DAMAGE TRACK

Gnr:

T CREW G

[ | |

| Lelz] |

&

okl [ L[] ]

L Ix]_le

Ed

Ll [ 1] e

ESEJE

L e ]

(SFQL) (SRAL) (R)
Lock-on <

Modular Weapon Bay
Choose One Only

EENGun Crew HIEEN
4 Hyper Cannons
(ZI2]

(BFQL) (F) (BFAR)

To Hit: 2D6+ +5
Damage: (High+3) x2
Range: 8/15/30
Target SR <8

good

gogod
oogod

BN Gunner C I
1 Impulsegun
(SFQAL) (SRAL) (R)

To Hit: 2D8+
Damage: High
Range: 3/8/10

EEN Gun Crew HIEEN
2 lon Cannons
FRERES
(BFGAL) (F) (BFQR)

To Hit: 2D8+ +1
Damage: (All +2) x2
Range: 8/16/30
Target SR <B6

EENGun Crew HIEEN
4 Repeating Blasters
(BFQL) (F) (BFGAR)

To Hit: 2D6+ +3
Damage: (High+6) x2
Range: 3/8/15

Gunner D

]

H Gunner D I
Missile
Launcher
(R) (SRAR) (SFQAR)
Lock-on <
oOoaooo
oOoaooo

I Gunner D I
1 Impulsegun
(R) (SRQAR) (SFAR)
To Hit: 2D8+
Damage: High
Range: 3/8/10

1886, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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FRONT LEFT

-

2 — ECM destroyed. Nebula Il may no longer jam
torps.

3 — Capacitor malfunction. Modular \Weapon
may not fire until after next game turn.

4 — Splattergun jam. Gunner A's Splattergun
may not fire until after next game turn.

5 — TOC Room power flux. TOC bonus may not
be added next turn.

6 — Torp Room hit. Lose 1D4 of each type of
torp and 1 crew.

7 — Splattergun destroyed. Gunner A's
Splattergun is destroyed.

8 — Launch Catapult Jammed. Nebula Il may not
launch figthers until after next game turn.

9 — Minor structural damage. Take 10 more

hits on this track

10 — Random Fighter Bay destroyed. All contents
lost.

11 — Electronics Suite hit. Nebula Il may no
longer jam torps.

12 — Bridge hit! Bridge crew is stunned. Nebula
Il may not move until next turn and may not
add TOC bonus to initiative.

Tons: 10415 Bow Torpedo
Magazine
C-Torps Mk. 20
(L1117 (II11]
[[I1T] (1117

REAR LEFT

-

2 — Bridge hit! The captain is killed. Nebula Il
may no longer use Captain die.

3 — TOC destroyed. Nebula Il may no longer add
TOC bonus to initiative roll.

4 — Missile Rack hit. Lose 1D6 missiles from
Gunner C's rack.

5 — Engine hit. Reduce Drive by 2.

6 — Torpedo Defense damaged. Nebula Il may
no longer jam torps.

7 — Random Fighter Bay destroyed. All contents
lost.

8 — Gunner C killed. Gunner C's weapons may
not be fired.

9 — Shield Generator short. Nebula II's Defen-

sive Value is reduced by 6 until after next
game turn.

10 — Torpedo Magazine hit. Lose 1D4 of each
type of torp.

11 — Life support malfunction. 1D4 crew killed.

12 — Plasma Core meltdown. The Nebula Il briefly
becomes a tiny sun and then is no more.

I Fighter Bay 1 I Fighter Bay 2

400-ton Fighter 400-ton Fighter
M ID: M R ID:

Type: Type:
Electronics
Jam: 1-2 on 1D4
ECM: —
Engineering
Damage Contral:1-5
I Fighter Bay 3 I Fighter Bay 4
400-ton Fighter 400-ton Fighter
M ID: M (2 ID:
Type: Type:
I Fighter Bay 5 I Fighter Bay 6 I
400-ton Fighter 400-ton Fighter
M ID: M ID:
Type: Type:

Parasite Torps

© 1896, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

FRONT RIGHT

- CRITICAL HITS -

2 —

3 —

4 —

5 —

6 —

10 —

11 —

12 —

ECM destroyed. Nebula Il may no longer
jam torps.

Capacitor malfunction. Modular Weapon
may not fire until after next game turn.
Splattergun jam. Gunner B's Splattergun
may not fire until after next game turn.
TOC Room power flux. TOC bonus may not
be added next turn.

Torp Room hit. Lose 1D4 of each type of
torp and 1 crew.

Splattergun destroyed. Gunner B's
Splattergun is destroyed.

Launch Catapult Jammed. Nebula Il may
not launch figthers until after next game turn.
Minor structural damage. Take 10 more
hits on this track

Random Fighter Bay destroyed. All
contents lost.

Electronics Suite hit. Nebula Il may no
longer jam torps.

Bridge hit! Bridge crew is stunned.

Nebula Il may not move until next turn and
may not add TOC bonus to initiative.

REAR RIGHT

| Peedimd

10 —

11 —
12 —

Bridge hit! The captain is killed. Nebula |l
may no longer use Captain die.

TOC destroyed. Nebula Il may no longer
add TOC bonus to initiative roll.

Missile Rack hit. Lose 1D6 missiles from
Gunner D's rack.

Engine hit. Reduce Drive by 2.

Torpedo Defense damaged. Nebula Il may
no longer jam torps.

Random Fighter Bay destroyed. All
contents lost.

Gunner D killed. Gunner D's weapons may
not be fired.

Shield Generator short. Nebula II's
Defensive Value is reduced by 6 until after
next game turn.

Torpedo Magazine hit. Lose 1D4 of each
type of torp.

Life support malfunction. 1D4 crew killed.
Plasma Core meltdown. The Nebula Il
briefly becomes a tiny sun and then is no
more.
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m N TPV B Gunner AN I Pilot IS HE Gunner B I BN Crew IN
(= ] Missile lon Ram (F) 6 Splatterguns (360°) PILOT
m Launcher To Hit: 2D8+ To Hit: 2DB+ADB+5 Plt:
u (FQL) (F) (FOR) Damage: All Damage: Medium+10 Gnr:
Lock-on <____ Range: 5/13/15 Range: 2/6/10 -
2 Target SR <15 GUNNER A
Gnr:
u GUNNER B
Gnr:
z GUNNER C
FRONT DAMAGE TRACK Gnr:
Mk. 50 Mk. 10 O t g:rNNER D
W :
Torps Torps T t ?K GUNNER E
(L] (LT T W Gnr:
m | oo t ER
(1] (LTT] w t X
M | oo T X
(1] (LT <0>
BN Gunner C IR (F) B Gunner D NN
4 Splatterguns Defensive Value 4 Splatterguns
(F) (FAL) (RAL) (R) 15 (F) (FAR) (RAR) (R)
To Hit: 2D6+ADB+3 S & To Hit: 2DB+ADB+3
Damage: Medium+6 & > Damage: Medium+6
Range: 2/6/10 Range: 2/6/10
LEFT SIDE DAMAGE TRACK <0> <0> RIGHT SIDE DAMAGE TRACK
l t T ] t T
D
t T 'J 6 T
wt K T - > w|t K T
t T Drive: [12] t T
t W m _ t W
Tight Turn Cost:
T K t X B ES t X
T t T T t T
X I Gunner E NN X
6 Splatterguns (360°)
To Hit: 2D6+ +5
Decoys: % Damage: Medium+10
P-D: 1-8 (B) Range: 2/6/10
Dmg Con: 1-8
w Tons: 1500
4 ©
‘: REAR DAMAGE TRACK
2 0 £ w K T
o £ Xwlx T X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Pilot killed. Nemesis may not move | 2 — Engine sputters. Reduce Drive to 2 — Engine sputters. Reduce Drive to 2 — Engineering Systems hit. Reduce
or fire lon Ram. DV drops to 5. 4 until after next turn. 4 until after next turn. Damage Control to 1-3.
3 — lon Ram loses power. It may not 3 — Gunner C killed. Gunner C's 3 — Gunner D killed. Gunner D's 3 — Splattergun E damaged. Penalize
fire until after next turn. Splattergun may nat fire. Splattergun may nat fire. To Hit attempts by -3 and reduce
4 — Gunner A killed. Missile Launcher | 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Damage rating to Medium+4.
may not fire. Defensive Value by 2. Defensive Value by 2. 4 — Shields damaged. Reduce
5 — Splattergun B damaged. Penalize | 5 — Splattergun C damaged. Penalize | 5 — Splattergun D damaged. Penalize Defensive Value by 1.
To Hit attempts by -3 and reduce To Hit attempts by -2 and reduce To Hit attempts by -2 and reduce 5 — Engine hit. Reduce Drive by 4.
Damage rating to Medium+4. Damage rating to Medium+2. Damage rating to Medium+2. 6 — Maneuver Thrusters hit. All
6 — Missile Launcher A malfunctions. 6 — Minor Structural damage. Take 6 — Minor Structural damage. Take turns cost 1 extra movement
Lose 1D10 of remaining missiles. 3 more hits on this Damage Track. 3 more hits on this Damage Track. paint to perform.
7 — Torp load jettisons. Lose 2010 7 — Gunner B killed. Gunner B's 7 — Gunner E killed. Gunner E's 7 — Major Structural damage. Take
remaining torps (player's choice). Splatterguns may nat be fired. Splatterguns may nat be fired. 2D10 additional hits to each
8 — Pilot Dazed. Nemesis may not 8 — Electronic Warfare gone. 8 — Electronic Warfare gone. Damage Track.
move nor fire Pilot weapons until Nemesis cannot jam torps. Nemesis cannot jam torps. 8 — Reactor Detonates. The
after next game turn. Reduce Defensive Value by 2. Reduce Defensive Value by 2. Nemesis fights no longer.

Silent Death: Fighter Tactics Manual

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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n N TPVEEE H Gunner A Hj NN Pilot ENEEEN § EEEN Gunner B I B Crew BN
Missile 1 Sayf ad-Din (F) 6 Splatterguns (360°) PILOT
> Launcher To Hit: 208+ To Hit: 2D6+ADE+5 P
o (FQL) (F) (FGR) § | Damage: Med x 1D4 » | Damage: Medium+10 Gnr:
Lockon < Range: 6/14/18 Range: 2/6/10 .
Target SR <14 GUNNER A
(7, » The 104 muttiplier is Gnr:
_— nat included on GUNNER B
m triples, or doubles Gnr:
that affect damage. GUNNER C
u FRONT DAMAGE TRACK Gnr:
2 Mk.50§ Mk.10 U L CUNNER B
u Torps Torps T w t ?K GUNNER E
(L] (ITT] T W Gnr:
y4 o | oo : TEE
(1] (ITT] W t X
(1] (I11] T X
(1] (ITT] <0>
BN Gunner C IR (F) B Gunner D NN
4 Splatterguns Defensive Value 4 Splatterguns
(F) (FAL) (RGL) (R) (F) (FAR) (RAR) (R)
To Hit: 2D6+ADB+3 S & To Hit: 2D6+ADB+3
Damage: Medium+6 & > Damage: Medium+6
Range: 2/6/10 Range: 2/6/10

©

LEFT SIDE DAMAGE TRACK <0> RIGHT SIDE DAMAGE TRACK

l t T ] t T
7 D
t TR /< t T
wt K T - = wlt K T
& T Drive: [12] t T
t W m _ t W
Tight Turn Cost:
LES 6] ] X . ES t] [ X
.+
T t T T t T
X I Gunner E NN X
6 Splatterguns (360°)
To Hit: 2D6+ +5
Decoys: % Damage: Medium+10
P-D: 1-8 (B) Range: 2/6/10
Dmg Con: 1-8
w Tons: 1500
2 ©
N
. REAR DAMAGE TRACK
> 0 : W PR
o £ Xwlpx T X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Pilot killed. Nemesis may not move | 2 — Engine sputters. Reduce Drive to 2 — Engine sputters. Reduce Drive to 2 — Engineering Systems hit. Reduce
or fire Sayf ad-Din. DV drops to 5. 4 until after next turn. 4 until after next turn. Damage Control to 1-3.
3 — Sayf ad-Din loses power. [t may 3 — Gunner C killed. Gunner C's 3 — Gunner D killed. Gunner D's 3 — Splattergun E damaged. Penalize
not fire until after next turn. Splattergun may nat fire. Splattergun may nat fire. To Hit attempts by -3 and reduce
4 — Gunner A killed. Missile Launcher | 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Damage rating to Medium+4.
may not fire. Defensive Value by 5. Defensive Value by 5. 4 — Shields damaged. Reduce
5 — Splattergun B damaged. Penalize | 5 — Splattergun C damaged. Penalize | 5 — Splattergun D damaged. Penalize Defensive Value by 1.
To Hit attempts by -3 and reduce To Hit attempts by -2 and reduce To Hit attempts by -2 and reduce 5 — Engine hit. Reduce Drive by 4.
Damage rating to Medium+4. Damage rating to Medium+2. Damage rating to Medium+2. 6 — Maneuver Thrusters hit. All
6 — Missile Launcher A malfunctions. 6 — Structural damage. Take 2D6 6 — Structural damage. Take 2D6 turns cost 1 extra movement
Lose 1D10 of remaining missiles. more hits on this Damage Track. more hits on this Damage Track. paint to perform.
7 — Torp load jettisons. Lose 2010 7 — Gunner B killed. Gunner B's 7 — Gunner E killed. Gunner E's 7 — Major Structural damage. Take
remaining torps (player's choice). Splatterguns may nat be fired. Splatterguns may nat be fired. 2D10 additional hits to each
8 — Pilot Dazed. Nemesis may not 8 — Electronic Warfare gone. 8 — Electronic Warfare gone. Damage Track.
mave nor fire Pilot weapons until Nemesis cannot jam torps. Nemesis cannot jam torps. 8 — Reactor Detonates. The
after next game turn. Reduce Defensive Value by 4. Reduce Defensive Value by 4. Nemesis fights no longer.

Q'raj Void Protectorate © 1999 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use
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BN Pilot EEE. I criTicAL HITS

6 Splatterguns (F) o .
To Hit: 2D6+ +5 : 2 —  Pilot killed. Night Hawk may

perform no further actions.
Defensive Value drops to 5.
3 —  Engines sputter. Night Hawk

BN Dilot B may only use 3 movement paints
Pilot next turn. Reduce Defensive

1 Meld Laser (F) Value by B.

To Hit: 208+ . 4 —  Electronic Warfare knocked

Damage: Medium out. Night Hawk may no longer

Range: 6/18/20 jam torps. Reduce Defensive
Tar‘get SR <12 Value by 5.

5 —  Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 — Meld Laser Targeters
damaged. Reduce chance To Hit
by 1.

8 —  Splattergun Targeters
damaged. Splatterguns may not

I Pilot NN
6 Splatterguns (F)
To Hit: 2D6+ +5

Damage: Medium+10

Range: 2/6/10

Damage: Medium+10
Range: 2/6/10

I Pilot NN
1 Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20

Target SR <12

3 3
3 S
- -
= =
O O
y 4 y 4

Tight Turn Cost: Tight Turn Cost: be fired until after the next game
. . turn.
E%C:O%"féﬁ] . 3 g_‘gt’féﬁl - 3 89— Hull compromised. Reduce
Dmg Con: 1-3 Dmg Con: 1-3 Defensive Value by 4.
Tons: 300 Tons: 300 10 — Severe structural damage.
DAMAGE TRACK DAMAGE TRACK Reduce Defensive Value by 6.

74
47

Moadify Night Hawk's further To
H % <?> <E> Hit attempts by -4.

@ % 11 — Pilot dazed. Night Hawk may
not move or fire until after the

next game turn.

12 — Reactor hit. Night Hawk
explodes and is utterly de-
stroyed.

0 ROERSE
0 EEIME
:

BPV
BPV

Hl SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

I VviELD LASER sPECS I
Short Range: 1-6 hexes (+1 To Hit).

Game Turn Recorbp Track LMediUI:] Rar.lg1e5:] 72—8?1 hexes.1 .
1]e[3]lals]e]7][8]9]10]11]12]13]14]15]16][17]18][19]20 T e Rsmiction Tarae

Drive value must be <12.

Reprinted in Operation: Dry Dock
© 1990, 1895, 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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+5

Decoys: [1J
P-D: 1-5 (3)
Dmg Con: 1-3
Tons: 300

DAMAGE TRACK

I Pilot NN
6 Splatterguns (F)
To Hit: 2D6+

Damage: Medium+10

Range: 2/6/10

Tight Turn Cost:

+3

g
<
=
-
=
O
y 4
_
d
rt

K

o

= o

K

BPV

GamvE Turn Recorp TRack

.
:
-
ke
O
y 4
B
a
3

BPV

Decoys: [T
P-D: 1-5 (3)
Dmg Con: 1-3
Tons: 300

I Pilot NN
6 Splatterguns (F)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

2]

k4] | &
o)k

17121314

5

6

7

8

9

10

11

12

13114115

16117118119

20

Operation: Dry Dock

© 1996 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicaL HITS N

2 —

1M —

12—

Pilot killed. Night Hawk may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Night Hawk
may only use 3 movement paints
next turn. Reduce Defensive
Value by 6.

Electronic Warfare knocked
out. Night Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Point Defense System
destroyed. Night Hawk may no
longer P-D torpedoes.
Splattergun Targeters
damaged. Splatterguns may not
be fired until after the next game
turn.

Hull compromised. Reduce
Defensive Value by 4.

Severe structural damage.
Reduce Defensive Value by 6.
Moadify Night Hawk's further To
Hit attempts by -4.

Pilot dazed. Night Hawk may
not mave or fire until after the
next game turn.

Reactor hit. Night Hawk
explodes and is utterly de-
stroyed.

Hl SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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GamvE Turn Recorp TRack

I crREwW INFORMATION [

Squadron Leader:
Craig “Blindspot” O'Brien
Pilot Stats:
e Pilot 12,
e Gunner 9
Skills:
e Hangs Fire 2,
e Marksman 3.
Quirks:
¢ Always Checks His Six.

"
3
E
-
ke
O
y 4
q

: 64

BPV

Decoys: [T
P-D: 1-6 (2)

Tons: 300

Dmg Con: 1-3

I Pilot NN
6 Splatterguns (F)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

Tight Turn Cost:

+3

g

o]

17121314

5

6|7 (89 [10[11]12

13|14

15

16117118119 ]20

Printed in More Than Valor

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicaL HITS N

2 —

11—

12—

Pilot killed. Night Hawk may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Night Hawk
may only use 3 movement paints
next turn. Reduce Defensive
Value by 6.

Electronic Warfare knocked
out. Night Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Drive hit. Reduce drive by half
for one turn.

Splattergun Targeters
damaged. Splatterguns may not
be fired until after the next game
turn.

Hull compromised. Reduce
Defensive Value by 4.

Severe structural damage.
Reduce Defensive Value by B.
Modify Night Hawk's further To
Hit attempts by 4.

Pilot dazed. Night Hawk may
not mave or fire until after the
next game turn.

Reactor hit. Night Hawk
explodes and is utterly de-
stroyed.

B spLATTERGUN SPEcs

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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BN Pilot B I criTicAL HITS

6 Splatterguns (F) o .
To Hit: 2D6+ +5 : 2 — Pilot killed. Night Hawk may

perform no further actions.
Defensive Value drops to 5.

3 — Engines sputter. Night Hawk
may only use 3 movement paints
next turn. Reduce Defensive

I Pilot NN
6 Splatterguns (F)
To Hit: 2D6+ +5

Damage: Medium+10

Range: 2/6/10

Damage: Medium+10
Range: 2/6/10

I Pilot I I Pilot I

Hammerhead Hammerhead Value by B.
Missile Launcher (F) Missile Launcher (F) 4 — Datalink knocked out. Night
Lock-on < Lock-on <____ Hawk may no longer benefit from
scanning. Reduce Defensive
Value by 5.
5 —  Maneuver Thrusters damaged.

All turns, including tight turns,
cost one extra movement point
to perform.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 — Missile Launcher hit. Lose all
remaining missiles.

8 —  Splattergun Targeters
damaged. Splatterguns may not
be fired until after the next game

Tight Turn Cost: Tight Turn Cost: turn.
9 —  Hull compromised. Reduce
P —3 pp -3 Defensive Value by 4.
Dmg Con: 1-3 Dmg Con: 1-3 10 — Severe structural damage.
Tons: 300 Tons: 300 Reduce Defensive Value by 6.
DAMAGE TRACK DAMAGE TRACK Madify Night Hawk's further To

3 3
y 4 y 4
3 3
3 3
- -
= e
5 0
y 4 y 4
. .

o[ Il O
=l O] | el [
ENONE

O 15 Hit attempts by -4.

. % <?> 11 — Pilot dazed. Night Hawk may
@ % not mave or fire until after the
next game turn.

12 — Reactor hit. Night Hawk
explodes and is utterly de-
stroyed.

BPV
BPV

Hl SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

GamvE Turn Recorp TRack

11213145167 ]18]9([10]11[12]13[14]115[16]17]118]19]20

Universal Night Watch
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ASP

EE Gunner B I

N TPV I Pilot I _('.-i_unner A I HN Crew HR
1 Blatgun (F) Entropic Accelerator PILOT
To Hit: 2D6+ (FQL) (F) (FQR) Plt:
Damage: High To Hit: 2D8+ Gnr:
Range: 4/10/15 Damage: High Q
Target SR <13 Range: 4/7/12 GUNNER A
Target SR =12 Gnr:
GUNNER B
B Gunner A NI SElEmninE G-
Impulsegun (F) . - NNER
To I—lzt: 288+ Special Equipment gr';lr: c
Damage: High O Artificiance™
Range: 3/8/10 Targeting
FRONT DAMAGE TRACK
w [ K|t &
W X T
N Gunner Bl W®>< %Q>
1 lon Ram I Gunner C I
(F) (FAL) (RAL) 4 Splatterguns
To Hit: 2D8+ (F) (FGR) (RAR)
Damage: All To Hit: 2D6+ +3
Range: 5/13/15 <5> Damage: Medium+6
Target SR <15 F) Range: 2/6/10
LEFT SIDE Oefenalve Value RIGHT SIDE
DAMAGE TRACK OQ 4\0 DAMAGE TRACK
O @ & > 0 (@
t T| K t T| PK
<3> w g T @ @ <?> wit T
e t T X e t T X
eSS t] Xl %) e ES t| |X
< &

I Gunner C I

Missile Launcher
(F) (FAL) (RAL)
Lock-on <

CITITITT

(R)

Drive:[ 9]

Tight Turn Cost:

Missile Launcher
(F) (FGR) (RAR)
Lock-on <

CITITITT

(ITTTTTTTY (TTTTTTTTT]
+4
o @
2 Decoys: [0
; P.D: 1.8 [E]] REAR DAMAGE TRACK
o ||me G e O GES t [ wiePK] |
o X[o[w X
FRONT LEFT SIDE RIGHT SIDE REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
— Pilot dazed. Nova may not move — Structural damage. Take 5 more — Structural damage. Take 5 more — Catastrophic Structural Damage.
nor may pilot weapons fire until hits to Left Damage Track. hits to Right Damage Track. Take 2D8 more hits to Rear
after next game turn. 3 — lon Ram B damaged. Reduce 3 — Splattergun C damaged. Reduce Damage Track.
Accelerator malfunction. Lose Damage to High. chance To Hit by 2. 3 — Maneuver Thrusters hit. All turns
104 ammo. 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce cost 1 extra movement point.
Shields damaged. Reduce Defensive Value by 1. Defensive Value by 1. 4 — Engine sputters. Reduce Drive by
Defensive Value by 1. 5 — Torpedo Racks damaged. Lose 5 — Torpedo Racks damaged. Lose 3 until after next game turn.
Too tough! No extra damage. 1D8 tarps of pilot's choice. 1D8 tarps of pilot's choice. 5 — Tail hit. Nova may no longer make
Blatgun loses power. Blatgun may | 6 — Maneuver Thruster hit. Nova 6 — Maneuver Thruster hit. Nova must tight turns.
not fire until after next turn. must make one left turn during its make one right turn during its next 6 — Rear Bulkhead folds. Take 4 hits
Hull collapse. Take1D6 hits on all next move. move. each to Rear, Right, and Left
Damage Tracks. 7 — Gunner B killed. Lose use of all 7 — Gunner C killed. Lose use of all Damage Tracks.
Pilot killed. Nova may not move Gunner B's weapons. Gunner C's weapons. 7 — Engine destroyed. Reduce Drive to
nor fire Pilot's weapon. 8 — Electronic Warfare gone. Nova 8 — Electronic Warfare gone. Nova 0. Defensive Value drops to 3.
may not jam torps. Reduce may not jam torps. Reduce 8 — Reactor detonates. Nova goes in a
Defensive Value by 2. Defensive Value by 2. blinding flash.

Technocracy

© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I \Weapon A N I \Weapon A I
4 Pulse Lasers 4 Pulse Lasers
(360°) (360°)

To Hit: 2D8+1D6+3 To Hit: 2D8+1D6+3
Damage: Low+3 Damage: Low+3
Range: 3/9/10 Range: 3/9/10

I \Weapon A I
4 Pulse Lasers
(360°)

To Hit: 2D8+1D6+3
Damage: Low+3
Range: 3/9/10

I \Weapon B N . I \Weapon B I
4 Pulse Lasers 4 Pulse Lasers
(360°) (360°)

To Hit: 2D8+1D6+3 To Hit: 2D8+1D6+3
Damage: Low+3 Damage: Low+3
Range: 2/9/10 Range: 2/9/10

Il Weapon B I
4 Pulse Lasers
(360°)

To Hit: 2D8+1D6+3
Damage: Low+3
Range: 2/9/10

DAMAGE TRACK

K

DAMAGE TRACK

K

DAMAGE TRACK

K

42
42
42

BPV
BPV

BPV

— Reduce Pilot skill by 4, and destroy one half of weapons
(round up). Randomly determine which weapons the satellite

I PULSE LASER SPECSH

loses. Consider torpedo launchers as weapons. If the Short Range: 1-3 hexes (+1 To Hit)
satellite loses a torpedo launcher, it loses half of its Medium Range: 4-9 hexes.
remaining torpedoes. Long Range: 10 hexes (-1 To Hit).

Space Junk
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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Range: 2/6/10

I Gunner C I
6 Pulse Lasers
(360°)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

LEFT SIDE DAMAGE TRACK

@

(F)

Defensive Value

7,
Q(/

@&

©

N TPV I Pilot I H Gunner AR I Gunner A I BN Crew IN
lon Ram (F) Missile Impulsegun PILOT
To Hit: 2D8+ Launcher (FAL) (F) (FQR) Plt:
Damage: All (FQL) (F) (FQR) To Hit: 2D8+ Gnr:
Range: 5/13/15 Lockon < Damage: High -
B Gunner BH Target SR =15 (1110 Range: 3/8/10 g:PNNER A
Missile [LLLLJ GUNNER B
Launcher Gnr
L (360°) GUNNERC
ock-on <___ FRONT DAMAGE TRACK Gnr:
EEREN 0 GUNNER D
(1111 Gnr:
<4> d % GUNNER E
B Gunner B I W Gnr:
4 Splatterguns w ;K
(360°) @ < @ "
To Hit: 2D6+ +3
Damage: Medium+6 X

N Gunner D I
6 Pulse Lasers
(360°)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

RIGHT SIDE DAMAGE TRACK

U U
7 D
2 %
o <
Ew| Pk CNES
e:
<> Tight Turn Cost: <I>
w| [ X . w| [ X
I Gunner E Il
X Impulsegun X
(RAL) (R) (RAR)
To Hit: 2D8+
Decoys: [TTJ Damage: High
P-D: 1-6 (4) R - 3/8/10
Dmg Con: 1-4 ange.
o Tons: 1500 @
-—
N
. REAR DAMAGE TRACK
2 0 @ w Pk
o X w Pk X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Too tough! No extra damage. 2 — Too tough! No extra damage. 2 — Too tough! No extra damage. 2 — Bulkhead collapse. Take 3 more
3 — lon Ram loses power. It may not 3 — Armor compromised. Reduce 3 — Armor compromised. Reduce hits on all Damage Tracks.
fire until after next turn. Damage Reduction to O. Damage Reduction to O. 3 — Impulsegun E damaged. Reduce
4 — Armor compromised. Reduce 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Damage Value to Low.
Damage Reduction by 1. Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
5 — Splatterguns damaged. Penalize 5 — Pulse Laser C damaged. Penalize | 5 — Pulse Laser D damaged. Penalize Defensive Value by 1.
To Hit attempts by -2 and reduce To Hit attempts by -3 and reduce To Hit attempts by -3 and reduce 5 — Engine chokes. Drive reduced by
Damage rating to Medium+2. Damage rating to Low+2. Damage rating to Low+2. 2 next turn.
6 — Impulsegun A loses power. |t may | 6 — Missile Launcher B hit. Lose 6 — Missile Launcher B hit. Lose 6 — Maneuver Thrusters hit. All
not fire until after next game turn. 1D10 of remaining missiles 1D10 of remaining missiles turns cost 1 extra movement
7 — Missile Launcher A malfunctions. 7 — Minor Structural damage. Take 7 — Minor Structural damage. Take point to perform.
Lose 1D10 of remaining missiles. 3 more hits on this Damage 3 more hits on this Damage 7 — One random Gunner killed. His
8 — Pilot Dazed. Orca may not move Track. Track. or her weapons may not be fired.
nor fire Pilot weapons until after 8 — Electronic Warfare gone. Orca 8 — Electronic Warfare gone. Orca 8 — Reactor Detonates. The mighty
next game turn. cannat jam torps. Reduce cannat jam torps. Reduce Orca passes into the void.
Defensive Value by 2. Defensive Value by 2.

Reprinted in Operation Drydock

© 1995-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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ETPVEER

I Pilot I

H Gunner AR

HE Gunner A I

Il Crew IN
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

Range: 1/3/12
Target SR<11

Disintegrator (F) Missile 2 Disruptorguns
To Hit: 2D8+ Launcher (FQL) (F) (FQR)
Damage: High§ (FQL) (F) (FQR) To Hit: 2D8+ADB+1
n Range: 1/3/12 Lock-on < Damage: Med +1§
B Gunner BH SR<12 EEEEN] Range: 1/2/6
Missile [LLIL]
Launcher
(360°)
< Lock-on <____ FRONT DAMAGE TRACK
O == 0
(a4 GIIE L
o I Gunner B I @ W
Disintegrator(360°) wlt
To Hit: 2D8+ @ X @ ” %
Damage: High§

GUNNER D
Gnr:
GUNNER E
Gnr:

= — ":"' 40 @ BN Gunner D BN
was Gunner C S orps (F) Disintegrator (360°)
Dusmtggrator[BBO ) (1] Defensive Value To Hit: 2D8+
To Hit: 2I;)8+_— 1 ~ A Damage: High§
Damage. High§ 440\/ @p Range: 1/3/12
Range: 1/3/12 < & Target SR<11
Target SR<11
LEFT SIDE DAMAGE TRACK <2> <2> RIGHT SIDE DAMAGE TRACK
U U
~ N
2 %
o N
Ew| Pk CNES
t t
(R)
<> Tight Turn Cost: <I>
TIES X y w| PR X
< I Gunner E N
2 Disruptorguns X
(RAL) (R) (RAR)
To Hit: 2D8+ +1
2'390‘455% Damage: Med +1§
Dmg Con: 1-4 Range: 1/2/8
~ Tons: 1500 @
-—
N REAR DAMA
. GE TRACK
2 0 &) w Pk
o O EIES X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Too tough! No extra damage. 2 — Too tough! No extra damage. 2 — Too tough! No extra damage. 2 — Bulkhead collapse. Take 3 more
3 — Pilot's Disintegrator loses power. 3 — Armor compromised. Reduce 3 — Armor compromised. Reduce hits on all Damage Tracks.
It may not fire until after next turn. Damage Reduction to O. Damage Reduction to O. 3 — Twin Disruptor E damaged.
4 — Armor compromised. Reduce 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce Reduce Damage Value to Low.
Damage Reduction by 1. Defensive Value by 1. Defensive Value by 1. 4 — Shields damaged. Reduce
5 — Gunner B’s Disintegrator 5 — Disintegrator G damaged. Reduce | 5 — Disintegrator D damaged. Reduce Defensive Value by 1.
damaged. Reduce To Hit attempts To Hit attempts by -2 and reduce To Hit attempts by -2 and reduce 5 — Engine chokes. Reduce Drive by 2
by -2 and reduce damage to Damage to Medium. damage to Medium. until after next turn.
Medium. 6 — Missile Launcher B hit. Lose 6 — Missile Launcher B hit. Lose 6 — Maneuver Thrusters hit. Al
6 — Twin Disruptor A loses power. [t 1D10 of remaining missiles 1D10 of remaining missiles turns cost 1 extra movement
may not fire until after next game turn. | 7 — Minor Structural damage. Take 7 — Minor Structural damage. Take point to perform.
7 — Missile Launcher A malfunctions. 3 more hits on this Damage 3 more hits on this Damage 7 — One random Gunner killed. His
Lose 1D10 of remaining missiles. Track. Track. weapons may not be fired.
8 — Pilot Dazed. Orca may not move 8 — Electronic Warfare gone. Orca 8 — Electronic Warfare gone. Orca 8 — Reactor Detonates. The mighty
nar pilot fire his weapon until after cannat jam torps. Reduce cannat jam torps. Reduce Orca joins his ancestors at the
next game turn. Defensive Value by 2. Defensive Value by 2. bottom of the ocean.

Tournament Ship

© 1997-1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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EGunner BH
Missile
Launcher
(FQL) (F) (FAR)
Lock-on <
ooon
ooon
ooon
ooon
ooon

PHARSII

I Pilot EEEEN
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High
Range: 9/25/30
Target SR <8

N Gunner Al
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:
GUNNERC
Gnr:

Decoys: [ITTJ
P-D: 1-6 (2)
Dmg Con: 1-5
Tons: 800

Il Gunner C N
1 Splattergun (R)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

&

&

&

1o

BPV

Reprinted in Operation: Dry Dock
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BPV

EGunner BH
Missile
Launcher
(FGL) (F) (FQR)
Lock-on <
oood
oood
oood
oood
oood

N Pilot I
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High
Range: 9/25/30
Target SR <8

N Gunner Al
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:
GUNNER C
Gnr:

Decoys: [ITTJ
P-D: 1-6 (2)
Dmg Con: 1-5
Tons: 900

I Gunner C IR
1 Splattergun (R)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

&

5

©

B criTicAL HITS I

2 —

Pilot dazed. Pharsii may not
move or fire the Turbo Laser
until after the next game turn.
The gunners may still fire while
the pilot is dazed.

Gunner C dazed. Gunner C may
nat fire weapons until after the
next game turn.

Electronic Warfare knocked
out. Pharsii may no longer jam
torps. Reduce Defensive Value
by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 1.

Decoys blown away. Pharsii
loses all its decoys.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Missile Launcher damaged.
Lose 1D10 remaining missiles.
Gunner A dazed. Gunner A may
nat fire weapons until after the
next game turn.

Turbo Laser performance
impeded. Reduce damage
rating to Medium.

Reactor hit. \With a blinding
flash, the Pharsii is destroyed.

I TURBO LASER SPECSIH

Short

Range: 1-9 hexes (+1 To Hit).

Medium Range: 10-25 hexes.
Long Range: 26-30 hexes (-1 To Hit).
Target Speed Restriction: Target's

Drive value must be <8.

H SPLATTERGUN SPECS i

Short

Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

126



B Gunner AR
Missile
Launcher
(FQL) (F) (FGAR)
Lock-on <
ooon
ooon
ooon
ooon
ooon

PHARSIIL I

I Pilot EEEEN
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High
Range: 9/25/30
Target SR <8

N Gunner Al
4 Splatterguns (F)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

Drive:

(R)

N Gunner B I
4 Splatterguns (R)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

DAMAGE TRACK

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:

Decoys: [1TJ
P-D: 1-6 (2)
Dmg Con: 1-5
Tons: 800

Tight Turn Cost:

+3

&

&

&

120

BPV

Reprinted in Operation: Dry Dock
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PHARSII 11

: 120

BPV

B Gunner AN
Missile
Launcher
(FGL) (F) (FQR)
Lock-on <__
oood
oood
oood
oood
oood

N Pilot I
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High
Range: 9/25/30
Target SR <8

N Gunner Al
4 Splatterguns (F)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

Drive:

(R)

N Gunner B I
4 Splatterguns (R)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

DAMAGE TRACK

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:

Decoys: [ITJ
P-D: 1-6 (2)
Dmg Con: 1-5
Tons: 900

Tight Turn Cost:

+3

&

5

©

B criTicAL HITS I

2 —

Pilot dazed. Pharsii Il may not
move or fire the Turbo Laser
until after the next game turn.
The gunners may still fire while
the pilot is dazed.

Gunner B dazed. Gunner B may
nat fire weapons until after the
next game turn.

Electronic Warfare knocked
out. Pharsii ll may no longer jam
torps. Reduce Defensive Value
by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 1.

Decoys blown away. Pharsii |l
loses all its decoys.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Missile Launcher damaged.
Lose 1D10 remaining missiles.
Gunner A dazed. Gunner A may
nat fire weapons until after the
next game turn.

Turbo Laser performance
impeded. Reduce damage
rating to Medium.

Reactor hit. \With a blinding
flash, the Pharsii is destroyed.

I TURBO LASER SPECSIH

Short

Range: 1-9 hexes (+1 To Hit).

Medium Range: 10-25 hexes.
Long Range: 26-30 hexes (-1 To Hit).
Target Speed Restriction: Target's

Drive value must be <8.

H SPLATTERGUN SPECS i

Short

Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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NN Pilot NN NN Pilot EEE EEcriTicAL HiTs I
1 Disruptorgun (F) 1 Disruptorgun (F) 2 —  Pilot killed. Piranha may not
To Hit: 208+ To Hit: 2D8+, - move or fire. Defensive Value
Damage: Medium § Damage: Medium § drops to 5.
z Range: 1/2/6 Range: 1/2/6 3 — Engines destroyed. Drive is O.
< Reduce Defensive Value by 7.
I Pilot I I Pilot I 4 —  Electronic Warfare knocked
m Missile Launcher (F) Missile Launcher (F) out. Piranha may no longer jam
- Lock-on < Lock-on < Eorgs. Reduce Defensive Value
y 5.
n 5 —  Maneuver Thrusters damaged.

Piranha may no longer turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Disruptorgun Targeters
damaged. Reduce chance To Hit
by 2.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 3.

9 — Missile Launcher hit. Lose 108
missiles.

10 — Torp hit. Lose Mk. 40 torp.

11 — Pilot dazed. Piranha may not
move or fire until after the next

+3 game turn.

ggozs: . 12 — Reactor detonates. The

Dmg Con: 1-2 Piranha evaporates.

Tons: 100

Q\
3
&

~
%3
Tight Turn Cost: ~

Tight Turn Cost:

+3

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 100

18
18

DAMAGE TRACK BpisrUPTORGUN SPECSH

0 ‘l@‘l%H w l‘ t l w ||><‘ Short Range: 1 hex (+1 To Hi).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If the target's Defensive Value has
not been reduced by a critical hit,
add 1 to its Defensive Value. Also,
completely ignare the target's
Damage Reduction when resolving a
hit.

DAMAGE TRACK

0 [ pk] wiie] ¢ [w]=]X]

BPV
BPV

GamvE Turn Recorp TRack

11213145167 ]18]9([10]11[12]13[14]115[16]17]118]19]20
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I Pilot EEEEN
4 Miniguns (F)
To Hit: 2D6+ +3
Damage: Low +3t
Range: 2/5/12

LD

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 100

3
y 4
2
Q
.

18

I Pilot N
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Med + 2
Range: 2/6/10

Driv:

(R)

DAMAGE TRACK

BPV

0 [efof=px]w =] [w]=]X

GamvE Turn Recorp TRack

E
y 4
g
Q
.

: 18

BPV

I Pilot EEEEN
4 Miniguns (F)
To Hit: 2DB+ +3
Damage: Low +3t
Range: 2/5/12

LD

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 100

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1

Damage: Med + 2
Range: 2/6/10

(R

DAMAGE TRACK

0 [eff=pk]w]re] [w][=]x

I criTicAL HITS N

2 — Pilot killed. Piranha Il may no
longer move nar fire weapons.
Reduce Defensive Value to 5.

3 — Engines destroyed. Piranha Il
may no longer move. Reduce
Defensive Value to 5.

4 —  Electronic Warfare knocked
out. Piranha Il may no longer
jam torps. Reduce Defensive
Value by 5.

5 — Maneuver Thrusters destroyed.
Piranha Il may no longer turn.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 —  Minigun Targeters damaged.
Reduce chance to hit by 2.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 3.

9 —  Miniguns hit. Lose 1D4 ammo.

10 — Splatterguns damaged. Reduce
chance to hit by 2.

11 — Pilot dazed. Piranha Il may nat
move or fire weapans until after
the next game turn.

12 — Fusion Reactor Containment
Breach. Piranha Il becomes a
tiny star, then winks out.

Il MINIGUN SPECcS [l

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-5 hexes.

Long Range: 6-12 hexes (-1 To Hit).

t This weapon scores double damage,
including bonuses, when Doubles are
rolled to hit. Ignore this result on
Triples.

B sPLATTERGUN SPECS |

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.

1123

4

9| 6|78

9

10

11

12

13114115

16117118119

20

TOURNAMENT SHIP
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Long Range: 7-10 hexes (-1 To Hit).
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o
K
e
>
£
o

I.D. -

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 80

= 12

BPV:

I Pilot IS
3 Pulse Lasers (F)
To Hit: 2D8+ +2
Damage: Low+2
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK
0O [ [Pk |15 [
8 ‘4‘ w IX

PIT VIPER

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 80

3 Pulse Lasers (F)
To Hit: 2D8+ +2
Damage: Low+2
Range: 3/9/10

Drive:
(R)
DAMAGE TRACK
(o J@PK =D
sffafw+]X

Reprinted in Operation: Dry Dock
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PIT VIPER

I.D. -

= 12

BPV:

PIT VIPER

12

BPV

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 90

I Pilot IS
3 Pulse Lasers (F)
To Hit: 2D8+ +2
Damage: Low+2
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK
O [Pk
8 ’4| w I X

Tight Turn Cost:

+3

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 80

I Pilot NN
3 Pulse Lasers (F)
To Hit: 2D8+ +2
Damage: Low+2
Range: 3/9/10

Drive:
(R)
DAMAGE TRACK
ek [= >
8 ‘ 4| w I X

Tight Turn Cost:

+3

B criTicAL HITS I

2 —

12—

Pilot killed. Pit Viper may
perform no further actions.
Defensive Value drops to 5.
Pilot dazed. Pit Viper may not
move or fire until after the end of
the next game turn.

Electronic Warfare knocked
out. Pit Viper may no longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters hit. Pit
Viper may no longer make Tight
Turns.

Shields damaged. Reduce
Defensive Value by 3.

Pulse Laser damaged. Reduce
chance To Hit by 1.

Evade Thrusters hit. Reduce
Defensive Value by 4.

Engines severely damaged. Pit
Viper reduced to a Drive value of
1. Reduce Defensive Value by 7.
Engines destroyed. Pit Viper
may not move or turn. Reduce
Defensive Value to 5.

Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Pit Viper
will disintegrate and be
destroyed.

Reactor hit. Power generator
detonates; Pit Viper is de-
stroyed.

Il puLSE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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0.l PIT VIPER I

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 80

17

2
=

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Drive: @

(R)

DAMAGE TRACK
O [e]@pK|m]
ol afw[+]X

Tight Turn Cost:

+3

0.l PIT VIPER Il

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 80

= 17

BPV

Sigurd Archdiocese
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2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Drive: @

(R)
DAMAGE TRACK
ECESE
sffafw+]X

Tight Turn Cost:

+3

0.l PIT VIPER I

= 17

BPV:

0.l  PIT VIPER I

= 17

BPV

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 90

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Drive: @

(R)

DAMAGE TRACK
O [e]&pK[s K>
o[+ w]]X

Tight Turn Cost:

+3

Decoys: O
P-D: —

Dmg Con: 1-2
Tons: 80

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Drive:

(R)
DAMAGE TRACK
W[ SPRT=l
8 ‘ 4| w I X

Tight Turn Cost:

+3

B criTicAL HITS I

2 — Pilot killed. Pit Viper may
perform no further actions.
Defensive Value drops to 5.

3 — Pilot dazed. Pit Viper may not
move or fire until after the end of
the next game turn.

4 —  Electronic Warfare knocked
out. Pit Viper may no longer jam
torps. Reduce Defensive Value
by 5.

5 — Maneuver Thrusters hit. Pit
Viper may no longer make Tight
Turns.

6 —  Shields damaged. Reduce
Defensive Value by 3.

7 — Weapons Systems hit. Reduce
chance To Hit by 1, and lose
D4-1 torps.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 4.

9 —  Engines severely damaged. Pit
Viper reduced to a Drive value of
1. Reduce Defensive Value by 7.

10 — Engines destroyed. Pit Viper
may not move or turn. Reduce
Defensive Value to 5.

11 — Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Pit Viper
will disintegrate and be
destroyed.

12 — Reactor hit. Power generator
detonates; Pit Viper is de-
stroyed.

[l ruLsE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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BPV

I Pilot I
1 Pulse Laser (F)
To Hit: 2D8+ADEB

Damage: Low
Range: 3/9/10

Drive:
[R)
DAMAGE TRACK
-] PK[s
o[« ]w[]

X

& Tight Turn Cost:

+3

.l PITVIPERT

8

Operation: Dry Dock

I Pilot I
1 Pulse Laser (F)
To Hit: 2D8+ADB

Damage: Low
Range: 3/9/10

DAMAGE TRACK
] K=

o |[a | w

X

15
1

= Tight Turn Cost:

+3

0.l PITVIPERT

8

BPV

0.l PITVIPERT

8

BPV

Decoys:

PD: —

Dmg Con: —
Tons: 80

I Pilot I
1 Bulse Laser (F)
To Hit: 2D08+ADB

Damage: Low
Range: 3/9/10

Drive:
(R]
DAMAGE TRACK

e d RE] —)l(—

alalw .4

Tight Turn Cost:

+3
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1 Pulse Laser (F)
To Hit: 2D8+ADB
Damage: Low
Range: 3/9/10

Drive:

(R)
DAMAGE TRACK
=] PR

8i4|wj><

Tight Turn Cost:

+3

N criTicAL HITS I

2 —

10—

1" —-

12—

[l ruLsE LASER SPECS

Pilot killed. Pit Viper may
perform no further actions.
Defensive Value drops to 5.

Pilot dazed. Pit Viper may not
move or fire until after the end of
the next game turn.

Electranic Warfare knocked
out. Pit Viper may no longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters hit. Pit
Viper may no longer make Tight
Turns.

Shields damaged. Reduce
Defensive Value by 3.

Pulse Laser damaged. Reduce
chance To Hit by 2.

Evade Thrusters hit. Reduce
Defensive Value by 5.

Engines severely damaged. Pit
Viper reduced to a Drive value of
1. Reduce Defensive Value by 7.
Engines destroyed. Pit Viper
may not move or turn. Reduce
Defensive Value to 5.

Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Pit Viper
will disintegrate and be
destroyed.

Reactor hit. Power generator
detonates; Pit Viper is de-
stroyed.

Shart Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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Decoys: —
P-D: —

Dmg Con: 1-6
EFS: Type 2
Tons: 1000

I Pilot I
4 Splatterguns (F)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Pilot N

Hammerhead
Missile Launcher (F)

Lock-on <

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:

PRAYING MANTIS NW

= 167

BPV

CLITTITTTT
CLITTITTTT

I Gunner A N

Hammerhead
Missile Launcher

(RQAL) (FQL) (F)
Lock-on <
11T 0111
11T 0111

I Gunner A N
4 Splatterguns
(RAL) (FAL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner B I

Hammerhead
Missile Launcher

(F) (FQR) (RQR)
Lock-on <_
(1T OT1T]
(1T OT1T]

I Gunner B N
4 Splatterguns
(F) (FAR) (RAR)

To Hit: 2D6+ +3

Damage: Medium+6
Range: 2/6/10

~
&
&

Tight Turn Cost:

Drive:

(R

DAMAGE TRACK

t

K]

t

k2]

Universal Night Watch

PRAYING MANTIS NW

: 167

BPV

I Pilot I
4 Splatterguns (F)
To Hit: 2D6+ +3

Damage: Medium+6

Range: 2/6/10

Decoys: —
P-D: —

Dmg Con: 1-6
EFS: Type 2
Tons: 1000

I Pilot I

Hammerhead
Missile Launcher (F)

Lock-on <

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:

I criTicAL HiTs I

2 — Pilot killed. Mantis may not
move nor fire Pilot weapons.
Defensive Value drops to 5.
Torps jettison. Remove 1D4 of
the remaining torps.

Missile malfunction. One
random Missile Launcher loses
D6 of its remaining missiles.

Major structural damage.

CLITTITTTT
CLITTITTTT

I Gunner A I

Hammerhead
Missile Launcher

(RQAL) (FQL) (F)
Lock-on <
111 0111
111 0111

I Gunner A N
4 Splatterguns
(RQL) (FQL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner B I

Hammerhead
Missile Launcher

(F) (FQR) (RAR)
Lock-on <
111 111l
111 111l

I Gunner B I
4 Splatterguns
(F) (FGR) (RAR)

To Hit: 2D6+ +3

Damage: Medium+6
Range: 2/6/10

~
<
& _

Tight Turn Cost:

Drive: +3

(R)

DAMAGE TRACK

t

K[

t

k[e]

10 —

1M —

12 —

Mantis takes 106 more hits.
Shields damaged. Reduce
Defensive Value by 3.

Weapon Targeters damaged.
Reduce all To Hit chances by 2
on a random remaining weapon.
Evade Thrusters hit. Reduce
Defensive Value by 4.
Weapons malfunction. One
random remaining weapon may
not be fired until after the next
game turn.

Engines sputter. Reduce Drive to
2 for the next Movement Phase,
then return to normal Drive
value.

Gunner killed. One random
Gunner is killed. Lose use of
that Gunner's weapons.
Reactor hit. The Mantis
"preys" no mare.

H SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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LEFT SIDE DAMAGE TRACK

w K

£

ﬁ EENTPVEES Mk. 10 I Pilot N I Pilot N BN Crew BN
Torps lon Ram (F) Epee (F) PILOT
T To Hit: 2D8+ To Hit: 208+ o
T Damage: All Damage: Medium [ nr
Range: 5/13/15 Range: 6/18/20
< S — ] Target SR =15 Target SR =12 CUNNER A
PD: 1-5 (3)
u Dmg 00868'2 0 For every 2 points the g{lﬂ\lNER B
Tons: 1 To Hit tatal is over the e
m targets DV the Epee gUI_“NER c
does +2 damage. -
n FRONT DAMAGE TRACK
t|w t W
% t | |w
t W ?K X w
I Gunner AR X I Gunner Bl
lon Ram lon Ram
(RAL)(FAL)(F) <1> (F)(FAR)(RAR)
To Hit: 2D8+ To Hit: 2D8+
Damage: All [_F] Damage: All
Range: 5/13/15 Defensive Value Range: 5/13/15
Target SR <15 ~ A Target SR <15
</, &
& >

RIGHT SIDE DAMAGE TRACK

t

K

t t

X XK

2 Splatterguns

To Hit: 2D6+

Range: 2/6/10

I Gunner C I

(FAL)(RAL)(R)(RAR)(FAR)
+1
Damage: Medium+2

: 131

BPV

t U
5 VAT
t >|< = N
<
x| R g |
)% ;
(R)
Tight Turn Cost:
+4
REAR DAMAGE TRACK
O] [ []w [+ e
KIS B R S B
wit ] ] |X
X

- FRONT
CRITICAL HITS
2 — Pilot Dazed. Predator may not

move or fire Pilot weapons until
after next game turn.

3 — Helm locks up. Ship must move
straight at maximum speed until
after next turn.

4 — Power short. 104-1 lon Rams
may not fire until after next turn.

5 — Defensive Screens compro-

mised! -4 DV.
6 — Torp Magazine hit. Lose
remaining torps.
Pilot's lon Ram destroyed.
Pilot killed. Predator may not
move or fire Pilot weapons. DV
drops to 3.

7 —
8—

Printed in: House Colos

- LEFT SIDE

CRITICAL HITS

2 — Major Structural Damage. Take
4 mare hits on Left and Right
Damage Tracks. -2 DV.

3 — Shields hit. Reduce DV by 3.

4 — lon Ram hit. Damage drops to
High on lon Ram A.

5 — Gunner A dazed. \Weapon may
not fire until after next turn.

6 — Gunner A or C killed. Weapan
may no longer fire.

7 — Minor Structural Damage. Take
5 more hits this Damage Track.

8 — Electronic Warfare gone.
Predator may no longer jam
torps. Reduce DV by 4.

- RIGHT SIDE

CRITICAL HITS

2 — Major Structural Damage. Take
4 mare hits on Left and Right
Damage Tracks. -2 DV.

3 — Shields hit. Reduce DV by 3.

4 — lon Ram hit. Damage draps to
high on lon Ram B.

5 — Gunner B dazed. \Weapon may
not fire until after next turn.

6 — Gunner B or C killed. \Weapan
may no longer fire.

7 — Minor Structural Damage. Take
5 more hits this Damage Track.

8 — Electronic Warfare gone.
Predator may no longer jam
torps. Reduce DV by 4.

..
CRITICAL HITS

2 — Major Structural Damage. Take
6 more hits on Rear Damage
Track. Lower Drive by 3.

3 — Shields hit. Reduce DV by 3.

4 — Power Coupling hit. lon Rams
may nat fire until after next turn.

5 — Gunner C dazed. \Weapon may
not fire until after next turn.

6 — Engines hit. Drive is reduced to
2 until after next turn.

7 — Gunner C killed. Gunner C's
weapon may not be fired.

8 — ZOT! The Predator has been
brought down. It will hunt no
more.

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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: 78

BPV

Decoys: (111
P-D: 1-5 (3)
Dmg Con: 1-4
Tons: 425

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Tight Turn Cost:

+3

O

t

GamvE Turn Recorp TRack

(24
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g

: 78

BPV

Decoys: (111
P-D: 1-5 (3)
Dmg Con: 1-4
Tons: 425

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

0
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13114115

16117118

19

20

Hostile Takeover
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I criTicAL HiTs I

2 —  Pilot killed. Prowler may not
move or fire. Defensive Value
drops to 5.

3 —  Torp load jettisoned. Lose 104
torps.

4 —  Splattergun short. Splattergun
may not fire until after next turn.

5 — Maneuver Thrusters damaged.
Prowler may no longer perform
tight turns.

6 — Clank! Armor holds, no
additional damage.

7 —  Splattergun hit. Reduce To Hit
by 2.

8 —  Engine sputters. Reduce Drive
by 3 until after next turn.

9 — Screens down. Reduce
Defensive Value by 2.

10 — Lucky hit. Mark off 1D8
additional hits.

11 — Pilot stunned. Prowler may not
move until after the next turn.

12 — Reactor hit. Prowler prowls no

maore.

lsPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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PTERADON

E Gunner A lll j |HEE Gunner A N
Missile 6 Splatterguns
Launcher (BRGAL) (BFAL) (F)
(BFQL) (F) (BFGR) (BFGR) (BRGR)
Lock-on < _ To Hit: 2D6+ +5

ooood Damage: Medium+10
ooooo Range: 2/6/10
aoooo
ououd Gunner A
(%]

0 P-DB: 1-4

EEGun Crew CHEEN
Graviton Cannon
(F)

To Hit: 2D8+ +2
Damage: All x2
Range: 6-22/34/40
Target SR <13

oooooo

Bl Gun Crew EIN
2 Torpedo Tubes

I Gun Crew DIEEEN j HE Gunner BEE
2 Laztubes

FYESES (BRAL) (BFAL) (F) Cpn:

(BRAL) (BFAL) (F)
(BFGR) (BRGAR) To Hit: 2D8+ +1 Plt:

To Hit: 2D10+ +2 f/Damage: Medium+1
Damage: (High+1] x2 Range: 6/18/20 Gnr:
Range: 10/20/40 Target SR <12
Target SR <7 Gnr:

Gnr:

Il Crew IN
2 Meld Lasers & CAPTAIN

(BFGR) (BRAR) PILOT

GUNNER A
GUNNER B
CREW C

CREW D
0O P-DB: 14 Gnr:

FRONT LEFT QUARTER
DAMAGE TRACK

HENEEE
o [ [ [ 1]
[ K [wl&)]
LIl [ ] ]
xlefw] | [X]
HEC NN

FRONT RIGHT QUARTER T CREW E
DAMAGE TRACK Gnr:
] GUNNER F
Gnr:
| GUNNER G
Gnr:
| | ¥ [wie T CREW H
L Il [ ] Gnr:

CHEIN X Felelwl | [X] T CREW |

O P-DB: 14
REAR LEFT QUARTER DAMAGE TRACK

O P-DB: 1-4
REAR RIGHT QUARTER DAMAGE TRACK

LLLL L LD LR ] LD L LT IRE] | ]
wl | o [ X[ [l I [ 1 ][] | wl | o [ [ [l I [ 1 ][] |
LI LT eRL T L PR e [X] [w] LI L LR T[] PR (e [X] ]w]
0 5% 5 < I A I I A I B A Y 05 < I O B A Y

Gunner F Turn Cost: 4

(]

Il Gunner F lll j Hl Gunner F HN

Missile Missile
Launcher Launcher

(SFQL) (SRAL) (R) B (SFQAL) (SRAL) (R)
(SRAR]) (SFQAR) (SRGR) (SFAR)
Lock-on < __ Lock-on <
ooooo ooooo EGun Crew HIH Il Gun Crew | IH
oooon ooooo 2 Torpedo Tubes 2 Torpedo Tubes

a 0ooooo 00000
(1]
©

EEN Gunner G N
6 Splatterguns (%]
(SFQL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

oooog ooooo (SFQL) (SFGR)
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2 —

10 —

11 —

12 —

CRITICAL HITS

ECM destroyed. Pteradon may no longer
jam torps.

Capacitor malfunction. Bow Laztubes, Meld
Lasers, Splatterguns, and Graviton Cannon
may not fire until after next turn.

Meld Laser short. Gunner B's Meld Laser
may nat fire until after next turn.

TOC Room power flux. TOC bonus may not
be added next turn.

Torp Room E hit. Lose 1D4 of each kind of
torp and 1 crew.

Splattergun destroyed. Gunner A's
Splattergun is destroyed.

ECM malfunction. Pteradon may not
screen until after next game turn.

Minor structural damage. Take 10 more
hits on this track

Laztube overload. Laztube D is destroyed,
and crew is killed. 1D10 hits on this track.
Graviton Cannon hit. Cannon destroyed and
crew killed. Take 1D8 hits on Front Damage
Tracks.

Bridge hit! Bridge crew is stunned.
Pteradon may not move until next turn and
may not add TOC bonus to initiative.

4 —

5 —
6 —

10 —

11 —
12 —

CRITICAL HITS

Bridge hit! The captain is killed. Pteradon
may no longer use Captain die.
Engineering destroyed. Pteradon may no
longer perform Damage Control.

Missile Rack hit. Lose 1D6 missiles from
one of Gunner F's racks.

Engine hit. Reduce Drive by 2.

Torpedo Defense damaged. Pteradon may
no longer jam torps.

Armor compromised. Damage Reduction
drops to O.

Gunner F killed. Gunner F's weapons may
not be fired.

Shield Generator short. Pteradon's
Defensive Value is reduced by B until after
next game turn.

Torpedo Magazine hit. Lose 1D4 of each
type of torp.

Life support malfunction. 1D4 crew killed.
Plasma Core meltdown. The Pteradon
briefly becomes a tiny sun and then is no
more.

Tons: 5995

Bow Torpedo
Magazine

C-Torps Mk. 10
(L]

0

HHHHEH
H

Electronics
Jam: 1-2 on 1D4

ECM: 1-7 (4)

Bridge
Captain:
Pilot:

TOC: —

Engineering
Damage Control: 1-4

Mk. 10 | Mk. 10
[0 mN
[ L0
[ L0
[T [0
[T (0]

Mk. 40
[

[
[T
[T
[T

Stern Torpedo
Magazine
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PTERADON

2 —

10 —

11—

12 —

FRONT RIGHT

- CRITICAL HITS -

ECM destroyed. Pteradon may no longer
jam torps.

Capacitor malfunction. Bow Laztubes, Meld
Lasers, Splatterguns, and Graviton Cannon
may not fire until after next turn.

Meld Laser short. Gunner B's Meld Laser
may not fire until after next turn.

TOC Room power flux. TOC bonus may not
be added next turn.

Torp Room E hit. Lose 1D4 of each kind of
torp and 1 crew.

Splattergun destroyed. Gunner A's
Splattergun is destroyed.

ECM malfunction. Pteradon may not
screen until after next game turn.

Minor structural damage. Take 10 more
hits on this track

Laztube overload. Laztube D is destroyed,
and crew is killed. 1D10 hits on this track.
Graviton Cannon hit. Cannon destroyed and
crew killed. Take 1D8 hits on Front Damage
Tracks.

Bridge hit! Bridge crew is stunned.
Pteradon may not move until next turn and
may not add TOC bonus to initiative.

10 —

11 —
12 —

_
CRITICAL HITS

Bridge hit! The captain is killed. Pteradon
may no longer use Captain die.

Engineering destroyed. Pteradon may no
longer perform Damage Control.

Missile Rack hit. Lose 1D6 missiles from
one of Gunner F's racks.

Engine hit. Reduce Drive by 2.

Torpedo Defense damaged. Pteradon may
no longer jam torps.

Armor compromised. Damage Reduction
drops to O.

Gunner G killed. Gunner G's weapons may
not be fired.

Shield Generator short. Pteradon's
Defensive Value is reduced by 6 until after
next game turn.

Torpedo Magazine hit. Lose 1D4 of each
type of torp.

Life support malfunction. 1D4 crew killed.

Plasma Core meltdown. The Pteradon
briefly becomes a tiny sun and then is no
more.




Decoys: [1T]
P-D: 1-5 (3)
Dmg Con: 1-4

I Pilot NN
1 Disruptorgun (F)

ENCrew N
PILOT

To Hit: 2D8+ +1 Plt:
Damage: Medium § Gnr:
Range: 1/2/6

GUNNER

Tons: 395

Mk. 10
Torps

Tight Turn Cost:

+3

IR Gunner IR
1 Impulsegun
(RAL) (R) (RAR)
To Hit: 2D8+ +1
Damage: High
Range: 3/8/10

Special Equipment

O Artificiance™
Targeting

EEEEN Gunner I
Entropic Accelerator
(360°)

To Hit: 2D8+ +1
Damage: High Q
Range: 4/7/12
Target SR <12

ooo god

DAMAGE TRACK

=@

i

D

X

GamvE Turn Recorp TRack

Decoys: [1TTJ
P-D: 1-5 (3)
Dmg Con: 1-4

I Pilot I
1 Disruptorgun (F)

HN Crew N
PILOT

To Hit: 2D8+ +1 Plt:
Damage: Medium § Gnr:
Range: 1/2/6

GUNNER

Tons: 395

Mk. 10
Torps

Tight Turn Cost:

+3

I Gunner IR
1 Impulsegun
(RAL) (R) (RAR)
To Hit: 2D8+ +1
Damage: High
Range: 3/8/10

Special Equipment

O Artificiance™
Targeting

EEEEN Gunner I
Entropic Accelerator
(360°)

To Hit: 2D8+ +1
Damage: High Q
Range: 4/7/12
Target SR <12

gog god

DAMAGE TRACK
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/71819110
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ASP Technocracy
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I criTicAL HiTs

2 — Crew killed. Pulsar may
perform no further actions.
Defensive Value drops to 5.

3 — Engines sputter. Pulsar may
only use 3 movement paints next
turn. Reduce DV by 5.

4 —  Electronic Warfare knocked
out. Pulsar may no longer jam
torps. Reduce DV by 3.

5 —  Artificiance™ short. All
weapons suffer -2 To Hit.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  lonizers fizzle. Reduce Impulse-
gun's Damage to Medium.

8 —  Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next turn.

9 —  Hull buckles. Reduce Defensive
Value by 4 and lose one torp of
the pilot's chaice.

10 — Gunner killed. Pulsar may no
longer use Gunner weapons.

11 — Pilot dazed. Pulsar may not
move or fire the Disruptorgun
until after the next turn.

12 — Reactor hit. Pulsar explodes
into oblivion.

IDISRUPTORGUN SPECSS]

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not been reduced
by a critical hit, add 1 to its Defensive Value.
Also, completely ignore the target's Damage
Reduction when resolving a hit.

I ENTROPIC @
ACCELERATOR SPECS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 4-7 hexes.

Long Range: 8-12 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

€ Does 1DB continuing damage per turn during
Warhead Launch Phase, until a 1 is rolled.
Damage Reduction applies.

Il iMPULSEGUN SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.

Long Range: 9-10 hexes (-1 To Hit).




RN Pilot IS NN Pilot EEE I criTicAL HITs I

1 Meld Laser (F) 1 Meld Laser (F) 2 —  Pilot killed. Quark may perform
To Hit: 2D8+ - To Hit: 2D8+ - no further actions. Defensive
Damage: Medium - Damage: Medium - Value drops to 5.
Range: 6/18/20 Range: 6/18/20 3 — Engines sputter. Quark may
Target SR <12 Target SR <12 only use 3 movement paints
next game turn.
I Pilot I I Pilot I I Pilot I I Pilot IR 4 —  Electronic Warfare knocked
Missile Launcher (F) 2 Miniguns (F) Missile Launcher (F) 2 Miniguns (F) out. Quark may no longer jam
Lock-on < To Hit: 2D6+ADB+1 Lock-on < To Hit: 2DB+ADB+1 torps. Reduce Defensive Value
[EEEEE|EEEEE] Damage: Low+1 ¢ IO OTTT] Damage: Low+1 7 by 2.
Range: 2/5/12 Range: 2/5/12 5 —  Minigun damaged. Lose half of
Special Equipment Special Equipment remaining ammo.
] o ] o 6 — Shields damaged. Reduce
O Pilot Biolink* 0 Pilot Biolink* Defensive Value by 1.

7 — Missile Launcher hit. Lose
remaining missiles.

8 — Meld Laser Targeting
damaged. Modify Meld Laser
To Hit attempts by -3.

9 —  Minor Hull Breach inflicted.
Reduce Defensive Value by 2.

10 — Torp Loads jettison harm-
lessly. Remove all torps.

11 — Feedback: Pilot Brain Dead.
Quark may perform no further

. m Tight Turn Cost: " Tight Turn Cost: actions. Defensive Value drops
Drive: ive: to 5.
+3 +3

Decoys: O (R) Decoys: O 12 — Reactor explodes. Quark is

P-D: 18 (2) P-D: 16 (2) destroyed.
) Dmg Con: 1-2 (1) Dmg Con: 1-2 Betroye

Tons: 198 Tons: 198
4 DAMAGE TRACK 4 DAMAGE TRACK Il MELD LASER SPECSIH
a N [15] @ w 2] £ a 0 [16] <2> w (2| t SMhoc;"t Ra;ge: 1—3 f}legehs (+1 To Hit).

edium Range: 7-18 hexes.

) o =]t [a]w m o Jfe] € [a]w Long Range: 19-20 hexes (<1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

* Pilot fires during Gunner Il viiNniGUN sPECSt

Phase. Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-5 hexes.

Long Range: 6-12 hexes (-1 To Hit).

1 Whenever two of the attack dice roll
doubles, multiply the base damage by 2.

GamvE Turn Recorp TRack

11213145167 ]18]9([10]11[12]13[14]115[16]17]118]19]20
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I Pilot NN
1 EMP Ray (F)

To Hit: 2D8+

Damage: Medium =

Range: 2/4/8

EEE Gunner I

6 Splatterguns
(FQL) (F) (FAR)

To Hit: 2D6+
Damage: Medium+10
Range: 2/6/10

+5

RATTLER NW

Drive:

EFS: TYPE 1
Tons: 400

(R)

DAMAGE TRACK

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

g

70

t

K

t

w

K

t

BPV

16
2] ¢
B
(2]

GamvE Turn Recorp TRack

RATTLER NW

: 70

BPV

I Pilot NN
1 EMP Ray (F)
To Hit: 2D8+
Damage: Medium =
Range: 2/4/8

EFS: TYPE 1
Tons: 400

O

N Gunner I

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

6 Splatterguns
(FQL) (F) (FAR)
To Hit: 2D6+ +5
Damage: Medium+10
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

t > t
K

t

186

WGt
8]
(4]

17121314

5

6|7 |8

9 [10

11
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I criTicAL HiTs I

2 — Pilot killed. Rattler may not
mave, nor may the pilot's EMP
Ray fire. Defensive Value draps
to 5.

Torps Jettison. Remove 104
remaining torps.

Pilot's Weapon Targeters
damaged. Reduce all Pilot To
Hit chances by 2.

Major Structural damage.
Rattler takes 1D6 more hits.
Shields damaged. Reduce
Defensive Value by 2.

EMP Ray disrupted. If the ray is
fired, this ship suffers another
critical.

Evade Thrusters hit. Reduce
Defensive Value by 4.
Splatterguns hit. Splatterguns
may not be fired until the next
game turn.

Engines sputter. Drive reduced
to 2 until after next game turn.
Gunner killed. Gunner's
Splatterguns may nat be fired.
Reactor hit. Rattler is gutted by
an internal fire and drifts as an
empty husk.

10—
1M -

12—

Il Evip RAY sPECS:

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-4 hexes.

Long Range: 5-8 hexes (-1 To Hit).

o Ignores Damage Reduction.
\Whenever doubles or triples are rolled
on a hit, the target takes a critical in
addition to other damage.

Does 1/2 damage to Terran ships.

[l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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. \Weapon ‘] .
X-Beam (F)
To Hit: 2D8+
Damage: Low x 3

S \Weapon 2 NS
Drive Leech (F)
To Hit: 2D6+
Damage: Low

Drive:
(A)

Tight Turn Cost:

2 Grappling Tube
- Tow Hook

{ Specia Eqﬁ

DAMAGE TRACK

[elD] | d ]

[ w (o]

GAME Turn REcORD TRACK

BPV: 24

N TPV

(— Weapon 1 ) |(mHatchlingm

X-Beam (F) Plt:
To Hit: 2D8+
Damage: Low x 3

WEAPON 1

N \Weapon 2 S

Drive Leech (F)
To Hit: 2D6+

Damage: Low
O00O0

Tight Turn Cost:

(A

|

1 Grappling Tube

Special Equipment
a1 Tow Hook

DAMAGE TRACK

ORI

[o]| %
&

[AD|w]e] |d

X|G&]

1

2

3

4|1 5|6 |7

10

11

12

13

14

151617 (18 (19|20
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I CRITICAL HITS I

1 — Shields damaged.

Reduce Defensive Value by 2.

2 — Hull rupture.

Remora takes 1D6 more hits.

3 — Tow Hook damaged.

Mark off this piece of
equipment.

4 — Drone Dispenser destroyed.
Lose all remaining drones.

5 — Electronic Warfare Rig
damaged.

Remora may no longer jam
torps.

6 — Grappling Tube destroyed.
Mark off this piece of
equipment.

7 — Jump Pod controls fused.
Lose use of Jump Pods.

8 — Drive Leech Power Duct
damaged.

Reduce Damage code to
“Low-17",

9 — Hatchling killed.

Remora may take no further
actions. Defensive Value
reduced to 5.

10 — Blast snaps Structural
Spine.

Remora is destroyed.

I X-BEAM SPECS I

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).

I DRIVE LEECH SPECSH

Short Range: 1 hex (+1 To Hit).
Medium Range: 2 hexes.

Long Range: 3-4 hexes (-1 To Hit).
* Low Damage is distributed only to

target's Drive Damage boxes,
ignoring Damage Reduction value.
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Decoys: [I111J - CRITICAL HITS -

Drive value is reduced to O;
reduce Defensive Value to 5.

4 —  Electronic Warfare knocked
out. Revenge may no longer
jam torps. Reduce Defensive
Value by 2.

5 —  Hull breached. Reduce
Defensive Value by 3. Also, lose
D4 torpedoes.

3 v T 53 6 —  Torp Targeting Scanner

€ Tight Turn Cost: € Tight Turn Cost: damaged- No torpedoes may be
fired until after the next game
turn.

7 — Missile Launcher malfunctions.
One random Launcher loses 2
missiles.

8 —  Shields damaged. Reduce
Defensive Value by 1.

9 —  Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

10 — Gunner killed. All Missile
Launchers become unusable.

11 — Pilot dazed. Revenge may not
move until after the next game
turn. The gunner may still fire
while the pilot is dazed.

12 — Reactor hit. Revenge breaks
into a number of unusable
pieces.

Decoys: [TT1TJ u
P-D: 1-8 (3) P-D: 1-8 (3) 2 —  Crew killed. Revenge may
Dmg Con: 1-5 ° Dmg Con: 1-5 perform no further actions.
Tons: 770 z Tons: 770 Defensive Value drops to 5.
u 3 — Engines destroyed. Vessel's
A 4

REVENGE

RE

-

X[k =]

-
=y

t] | t| |

120
120

7
4

7
4

NEEIEEIR

BPV
BPV
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BN Pilot NN | [ Crow BN B Pilot S [ am oo mm || | | HEEE CRITICAL HITS I

Missile Launcher (F) §||pILOT Missile Launcher (F) §| | piLOT 2 —  Crew killed. Revenge may
Lock-on < Plt: Lock-on <____ Plt: perform no further actions.
Gnr: Gnr: Defensive Value drops to 5.

3 — Engines destroyed. Vessel's
GUNNER GUNNER Drive value is reduced to O;

Gnr: reduce Defensive Value to 5.

4 —  Electronic Warfare knocked

out. Revenge may no longer
jam torps. Reduce Defensive
Value by 2.

5 —  Hull breached. Reduce
Defensive Value by 3. Also, lose
D4 torpedoes.

6 — Torp Targeting Scanner

REVENGE Il
REVENGE Il

S & damaged. No torpedoes may be
& & fired until after th
= Tight Turn Cost: > Tight Turn Cost: t'{]‘?n until after the next game
43 43 7 — Missile Launcher malfunctions.
D 0o D O
SOV g SOV One random Launcher loses D6
P-D: 18 (3) P-D: 1-6 (3) missiles.
Dmg Con: 1-5 Dmg Con: 1-5 8 —  Shields damaged. Reduce
Tons: 770 Tons: 770 Defensive Value by 1.
9 —  Maneuver Thrusters damaged.
I Gunner I EEN Gunner I HEEN Gunner I EEN Gunner I All turns, including tight turns,
Missile Launcher Missile Launcher Missile Launcher Missile Launcher cost one extra movement point
(360°) (360°) (360°) (360°) to per‘forrp. o
Lock-on < Lock-on < Lock-on < Lock-on < 10 — Gunner killed. Gunner's Missile

Launchers become unusable.

11 — Pilot dazed. Revenge may not
move or use Pilot Missile
Launcher until after the next

DAMAGE TRACK game turn. The gunner may stil

t fire while the pilat is dazed.
W 12 — Reactor hit. Revenge breaks

gogog goood
goooo goood

oogog ggood
gogog gooog

DAMAGE TRACK

2] e |2
W
@

N
o
N
>

X[k K]

into a number of unusable
pieces.
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N Gunner A Il
6 Pulse Lasers 7]
(BRQAL) (BFQAL) (F)

(BFGR) (BRAR)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

SALADIN

O P-DB: 1-5
FRONT LEFT QUARTER
DAMAGE TRACK

LT LR ]
. 2 O O R A 5
N R B R A BT 2
LL LR PR (X[
\
|

z

A W] [ ] ] L1 e[z ]

HEEN ]

0 P-DB: 1-5

REAR LEFT QUARTER DAMAGE TRACK
HENEEEREENE
I\I\%I\I\I\I\%IO %
L LI L] [Rle] | ]
| | |
| | |

HEN |
HEN |
HEN |
HEN |
N |
AN |

L | Pxixlel | 1]
| efx] [ [ ] ]

I Gunner E N
Missile
Launcher
(BRAL) (BFAL) (F)
(BFQAR) (BRAR)
Lock-on <

goooo
goooo
goooo
goood

Turn Cost: 4

EEN Gunner B I BN Crew BN
6 Pulse Lasers [£] CAPTAIN
(BRGAL) (BFQAL) (F) Cpn:

(BFQR) (BRAR) PILOT

To Hit: 2D8+ +5 Plt:

Damage: Low+5 GUNNER A
Range: 3/9/10 Gnr:

Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:
GUNNER E
Gnr:
GUNNER F
0 PDB: 1-5 Gnr:
FRONT RIGHT QUARTER GUNNER G

DAMAGE TRACK Gor:

GUNNER B

HEEEEENEEEEN
| [R]w] | L L[ Xl |
|| [2w]el |
|
|

X

2]
||
L

O P-DB: 1-5
REAR RIGHT QUARTER DAMAGE TRACK

HEEEEEEENIIEEEEEE
I I Y =SS
DEEERERICCEEREED
|| x|l | [ [ [ [2] ] ]
| el [ [T 11 []]

IESIESC Y
| | [&l%] |
X

EE Gunner C I
6 Pulse Lasers [2]
(SFQL) (SRAL) (R)

(SRGR]) (SFQAR)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

960

BPV

I Gunner F Il
Missile
Launcher [X]
(SFQL) (SRAL) (R)
(SRAR) (SFAR)
Lock-on <

gogod
gogod
gogod
gogod

I Gunner G Il
Missile
Launcher
(SFQL) (SRAL) (R)
(SRGR) (SFQAR)
Lock-on <

goooo
goooo
goooo
goood

HE Gunner D I
6 Pulse Lasers
(SFQL) (SRAL) (R)

(SRGR) (SFAR)

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Q'raj Void Protectorate

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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10 —

11—

12 —

FRONT LEFT

-

Electronic Warfare gone. Saladin may no
longer jam torps. Reduce Defensive Value by
2

Random Fighter bay hit. Roll on Fighter Bay
Hit Table.

Pulse Laser B loses power. Cannot fire until
after next turn.

Pulse Laser A loses power. Cannot fire until
after next turn.

Pulse Laser B damaged. \\Weapon suffers -2
penalty To Hit.

Pulse Laser A damaged. \Weapon suffers -2
penalty To Hit.

Missile Launcher E hit. Lose 1D10 remain-
ing missiles.

Engineering hit. Damage Control is not
available until after next turn.

Gunner A killed. This gunner’s weapons may
not be fired.

Bridge hit! Bridge crew is stunned. Aosho
may not move next turn.

Major structural damage. Take 15 more hits
on this track.

10 —

11 —

12 —

REAR LEFT

-

Bridge hit! The captain is killed. Saladin may
no longer use Captain die.

Major structural damage. Take 10 more hits
on this damage track.

Bulkhead collapse. Take 5 more hits on this
track.

Missile Launcher F loses power. Cannot fire
until after next turn.

Random Fighter bay hit. Roll on Fighter Bay
Hit Table.

Drives sputter. Reduce Drive by 2 next turn.
Engineering hit! Damage Control is not
available until after next turn.

Power coupling severed. No weapons may
be fired next turn.

Gunner F killed. This gunner’s weapons may
not be fired.

Engineering section destroyed. Damage
control is no longer available. 1D4 Engineers
are sucked into the void.

Reactor hit. Saladin becomes a gaseous
cloud.

Q'raj Void Protectorate

Tons: 10,000

SALADIN

I Fighter Bay 1 I
400-ton Fighter
0 ID:

Type:

I Fighter Bay 3
400-ton Fighter
O ID:

Type:

Jam: 1
ECM

Electronics

I Fighter Bay 2 I
400-ton Fighter
0 ID:

Type:

I Fighter Bay 4
400-ton Fighter
0o & ID:

Type:

-2on 1D4
. 1-8 (B)

Pilot:

Bridge
Captain:

TOC: +4

Damage

Engineering

Control 1-9

EIE3EIE:

[RIRIRIZIZ]

I Fighter Bay 5
400-ton Fighter
O ID:

Type:

I Fighter Bay 7 I
400-ton Fighter
o & ID:

Type:

I Fighter Bay 6 I
400-ton Fighter
O ID:

Type:

I Fighter Bay 8 I
400-ton Fighter
O ID:

Type:

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

FRONT RIGHT

- CRITICAL HITS -

8 —

9 —

10 —

11 —

12 —

Electronic Warfare gone. Saladin may no
longer jam torps. Reduce Defensive Value by

Random Fighter bay hit. Roll on Fighter Bay
Hit Table.

Pulse Laser D loses power. Cannot fire until
after next turn.

Pulse Laser C loses power. Cannot fire until
after next turn.

Pulse Laser D damaged. \Weapon suffers -2
penalty To Hit.

Pulse Laser C damaged. \Weapon suffers -2
penalty To Hit.

Missile Launcher E hit. Lose 1D10 remain-
ing missiles.

Engineering hit. Damage Control is not
available until after next turn.

Gunner C killed. This gunner’s weapons may
not be fired.

Bridge hit! Bridge crew is stunned. Aosho
may not move next turn.

Major structural damage. Take 15 more
hits on this track.

REAR RIGHT

s

2 —

3 —

4 —

10 —

11 —

12 —

Bridge hit! The captain is killed. Saladin may
no longer use Captain die.

Major structural damage. Take 10 more hits
on this damage track.

Bulkhead collapse. Take 5 more hits on this
track.

Missile Launcher G loses power. Cannot fire
until after next turn.

Random Fighter bay hit. Roll on Fighter Bay
Hit Table.

Drives sputter. Reduce Drive by 2 next turn.
Engineering hit! Damage Control is not
available until after next turn.

Power coupling severed. No weapons may be
fired next turn.

Gunner G killed. This gunner’s weapons may
not be fired.

Engineering section destroyed. Damage
control is no longer available. 1D4 Engineers
are sucked into the void.

Reactor hit. Saladin becomes a gaseous
cloud.
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SALAMANDER

I Pilot NN
1 Impulsegun (F)

ENCrew N
PILOT

To Hit: 2D8+ Plt:
Damage: High
Range: 3/8/10

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

Decoys: [TJ
P-D: 1-7 (2)
Dmg Con: 1-6
Tons: 400

66

I Gunner I
1 Pulse Laser (360°)
To Hit: 2D6+
Damage: Low
Range: 3/9/10

EEEEN Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

s

BPV

[=]2]

GamvE Turn Recorp TRack

SALAMANDER

66

BPV

I Pilot I
1 Impulsegun (F)

HN Crew N
PILOT

To Hit: 2D8+ Plt:
Damage: High
Range: 3/8/10

Gnr:

GUNNER

Tight Turn Cost:

+3

Decoys: [
P-D: 1-7 (2)
Dmg Con: 1-6
Tons: 400

EEE Gunner I
1 Pulse Laser (360°)
To Hit: 2D6+
Damage: Low
Range: 3/9/10

EEEEN Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

K

[=]2]

1123

4
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I criTicAL HiTs

2 — Crew killed. Salamander may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Salamander
may only use 3 mavement points
next game turn. Reduce
Defensive Value by 5 due to
additional damage.

Electronic Warfare knocked
out. Salamander may no langer
jam torps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

lonizers fizzle. Reduce
Impulsegun’s Damage to
Medium.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Hull buckles. Reduce Defensive
Value by 4 and lose one torp of
the pilot's choice.

Gunner killed. Salamander may
no longer use the Pulse Laser or
Splatterguns.

Pilot dazed. Salamander may
not move or fire the Impulsegun
until after the next game turn.
Reactor hit. Salamander
explodes into oblivion.

Il mpuLsecun spPecs [l

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

B spLATTERGUN sPEcSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

[l ruLsE LASER SPECS

10—

11—

12—

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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EEEEN Pilot IR
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

Drive:

(R

SALAMANDER II

N Gunner IR
3 Pulse Lasers
(FAL) (F) (FQAR)
To Hit: 2D6+ +2
Damage: Low+2
Range: 3/9/10

Decoys: [1J
P-D: 1-7 (2)
Dmg Con: 1-6
Tons: 400

EEEEN Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

66

Tight Turn Cost:

+3

@l w ] PK

t o]kl |T

BPV

[=]l=]l-]

GamvE Turn Recorp TRack

SALAMANDER II

: 66

BPV

EEEN Pilot NN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

HN Crew N
PILOT

Plt:

Gnr:

GUNNER

Drive:

(R

Decoys: [T
P-D: 1-7 (2)
Dmg Con: 1-6
Tons: 400

N Gunner IR
3 Pulse Lasers
(FQL) (F) (FAR)
To Hit: 2D6+ +2
Damage: Low+2
Range: 3/9/10

EEEEN Gunner IEEEN
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

| w [1a]
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[=]l2]
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I criTicAL HiTs

2 —

10—

11—

12—

Crew killed. Salamander may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Salamander
may only use 3 mavement points
next game turn. Reduce
Defensive Value by 5 due to
additional damage.

Electronic Warfare knocked
out. Salamander may no langer
jam torps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

lonizers fizzle. Reduce
Impulsegun’s Damage to
Medium.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Hull buckles. Reduce Defensive
Value by 4 and lose one torp of
the pilot's choice.

Gunner killed. Salamander may
no longer use the Pulse Laser or
Splatterguns.

Pilot dazed. Salamander may
not move or fire the Impulsegun
until after the next game turn.
Reactor hit. Salamander
explodes into oblivion.

Il mpuLsecun spPecs [l

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

B spLATTERGUN sPEcSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

[l ruLsE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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EEEEN Pilot IR
1 Meld Laser (F)
To Hit: 2D8+ Plt:
Damage: Medium
Range: 6/18/20

ENCrew N
PILOT

Gnr:

GUNNER
Gnr:

Target SR<12

To

I Pilot I
4 Pulse Lasers (F)

Hit: 2D8+ +3

Damage: Low+3
Range: 3/9/10

Tight Turn Cost:

Decoys: [T
P-D: 1-7 (2)

+3

x
Ll
o
%
3
u

Dmg Con: 1-6
Tons: 400

EEE Gunner I

2 Splatterguns
(RAL) (R) (RGR)

To Hit: 2D6+ +1

D

64

amage: Medium+2
Range: 2/6/10

DAMAGE TRACK

s

BPV

[=]2]

GamvE Turn Recorp TRack

x
Ll
o
%
3
B

: 64

BPV

I Pilot NN
1 Meld Laser (F) PILOT
To Hit: 2D8+ Plt:

Damage: Medium Gnr:
Range: 6/18/20
Target SR<12 GUNNER

Gnr:

ENCrew N

Decoys: [T
P-D: 1-7 (2)
Dmg Con: 1-6
Tons: 400

I Pilot I
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Tight Turn Cost:

I Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

+3

I ES

X T

HHEE
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I criTicAL HiTs

2 — Crew killed. Salamander may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Salamander
may only use 3 mavement points
next game turn. Reduce
Defensive Value by 5 due to
additional damage.

Electronic Warfare knocked
out. Salamander may no langer
jam torps. Reduce Defensive
Value by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Meld Lasers hit. It may not fire
until after next game turn

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Hull buckles. Reduce Defensive
Value by 4 and lose one torp of
the pilot's choice.

Gunner killed. Salamander may
no longer use the Splatterguns.
Pilot dazed. Salamander may
not move or fire the Meld or
Pulse Lasers until after the next
game turn.

Reactor hit. Salamander
explodes into oblivion.

Il MELD LASER sPEcS

Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).
Target SR: < 12

M spLATTERGUN SPEcs B

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

M puLsE LASER sPecs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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EEEEN Pilot IR
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

Hammerhead
Missile Launcher (F)
Lock-on <

SALAMANDER NW

Drive:

(R

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Tons: 400

DAMAGE TRACK

Tight Turn Cost:

+3

67

@l w ] PK

||t

[=]l=]l-]

BPV

GamvE Turn Recorp TRack

SALAMANDER NW

67

BPV

EEEN Pilot NN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Hammerhead
Missile Launcher (F)
Lock-on <__

Drive:

(R)

Tons: 400

I Gunner I
2 Splatterguns
(RQAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3
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I criTicAL HiTs

2 —

12—

Crew killed. Salamander may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Salamander
may only use 3 mavement points
next game turn. Reduce
Defensive Value by 5 due to
additional damage.

Datalink knocked out. Sala-
mander may no longer benefit
from scanning. Reduce
Defensive Value by 5.
Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 4.

lonizers fizzle. Reduce
Impulsegun’s Damage to
Medium.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Hull buckles. Reduce Defensive
Value by 5 and lose one torp.
Gunner killed. Salamander may
no longer use Splatterguns.
Pilot dazed. Salamander may
not move or fire Pilot's weapons
until after the next game turn.
Reactor hit. Salamander
explodes into oblivion.

Il 'MPULSEGUN SPECS [l

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

[l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).




SAMURAI

168

BPV

I Pilot NN
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14
ug  ogoo

GUNNER
Gnr:

I Pilot I
4 Pulse Lasers (F)
To Hit: 2D8+ +4
Damage: Low

Range: 3/9/10

Decoys: O
P-D: 1-7 (5)
Dmg Con: 1-4
Tons: 400

DAMAGE TRACK

~
<
&

Tight Turn Cost:

+3

&

o]

: 68

BPV

I Pilot I
1 Protobolt Projector (F)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14
o ogog

GUNNER
Gnr:

I Pilot I
4 Pulse Lasers (F)
To Hit: 2D8+ +4
Damage: Low

Range: 3/9/10

Decoys: O
P-D: 1-7 (5)
Dmg Con: 1-4
Tons: 400

DAMAGE TRACK

~
<

&

Tight Turn Cost:

+3

&

o]

I criTicaL HITSHEE

Nl Crew HN Bl Crew I
PILOT PILOT 2 — Pilot dazed. Samurai may not
Plt: Plt: move or fire until after next
Gnr: Gnr: game turn.

3 — Engines sputter momentarily.

Samurai Drive value is reduced
to 3 until after next game turn.

4 —  Electronic Warfare knocked
out. Samurai may no longer jam
torps. Reduce Defensive Value
by 3.

5 —  Maneuver Thrusters damaged.
All turns, including tight turns,
cost 1 extra movement point to
perfarm.

6 —  Shields damaged. Reduce
Defensive Value by 2.

7 — Protobolter hit. Lose half its
remaining ammo.

8 — Maneuver Thrusters destroyed.
Samurai may no langer perorm
tight turns.

9 —  Hull buckles. Protobolt
Projector loses 2 Protobolts.
Reduce Defensive Value by 3.

10 — Targeting System knocked off-
line. Samurai may nat fire until
after next game turn.

11 — Pulse Laser Targeters
damaged. All further Pulse
Laser To Hit and Damage suffer
a -4 madifier.

12 — Massive structural collapse.
Samurai breaks up into chunks
of useless scrap metal.

Il rroTOBOLT SPECS Il

Short Range: 5-8 hexes (+1 To Hit).

Medium Range: 9-12 hexes.

Long Range: 13-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

M puLsE LASER sPeEcs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

Printed in More Than Valor
© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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SAMURAI II

: 75

BPV

Printed in More Than Valor

I Pilot NN
Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Pilot I
6 Pulse Lasers (F)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Decoys: O
P-D: 1-7 (5)
Dmg Con: 1-4
Tons: 400

DAMAGE TRACK

~
<
&

Tight Turn Cost:

+3

t

t

D

w

o]

t

4]

SAMURAI Il

79

BPV

I Pilot I
Meld Laser (F)
To Hit: 2D8+
Damage: Medium
Range: 6/18/20
Target SR <12

Il Crew IH
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Pilot I
6 Pulse Lasers (F)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Decoys: O
P-D: 1-7 (8)
Dmg Con: 1-4
Tons: 400

DAMAGE TRACK

~
<
&

Tight Turn Cost:

+3

t t

< w

o]

(8] t

4]
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I criTicaL HITSHEE

2 —
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12—

Pilot dazed. Samurai may not
move or fire until after next
game turn.

Engines sputter momentarily.
Samurai Drive value is reduced
to 3 until after next game turn.
Electronic Warfare knocked
out. Samurai may no longer jam
torps. Reduce Defensive Value
by 3.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost 1 extra movement point to
perfarm.

Shields damaged. Reduce
Defensive Value by 2.

Meld Laser Damaged. Change
Med! Laser Damage to Low.
Maneuver Thrusters destroyed.
Samurai may no langer perorm
tight turns.

Hull buckles. Mark off all
remaining Torps. Reduce
Defensive Value by 3.

Targeting System knocked off-
line. Samurai may nat fire until
after next game turn.

Pulse Laser Targeters
damaged. All further Pulse
Laser To Hit and Damage suffer
a -4 madifier.

Massive structural collapse.
Samurai breaks up into chunks
of useless scrap metal.

Il MELD LASER SPECS

Short Range: 6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

M puLsE LASER sPeEcs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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BN Pjlot H—

1 Pulse Laser (F)

To Hit: 2D8+
Damage: Low

Decoys: [
P-D: —
Dmg Con: 1-2

=
=
=
=
I
o
(54 |
S
3
_
2
©

Drive:

(A)

Tight Turn Cost:

DAMAGE TRACK

O

[e][l=]

*

ls]

pad

EEEEE Pilot N

1 Pulse Laser (F)

To Hit: 2D8+
Damage: Low

Decoys: [
Dmg Con: 1-2

& 1.0.IHI SAUCER SHUTTLE | epv

BPV

Drive:

(A)

Tight Turn Cost:

DAMAGE TRACK

H

[e][le]

*

O]

pad

spv: 6 1.0. I SAUCER SHUTTLE | epv: ¢ 1.0.Hl SAUCER SHUTTLE
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BN Pjjot

1 Pulse Laser (F)

To Hit: 2D8+
Damage: Low

Decoys: [
P-D: —
Dmg Con: 1-2

Drive:

(A)  Tight Turn Cost:
DAMAGE TRACK

O [[e]|[ e ]] K
Dl X

EEEEE Pilot N

1 Bulse Laser (F)

To Hit: 2D8+
Damage: Low

Decoys: [
Dmg Con: 1-2

Drive:

(A)  Tight Turn Cost:
DAMAGE TRACK

O sl
O[E]X

I CRITICAL HITS I
2 — Pilot killed. Saucer Shuttle may
not perform any further

actions.

3 — Hull breached. Reduce
Defensive Value by 5. At the
end of the next game turn,
Saucer Shuttle will disintegrate
and be destroyed.

4 — Electronic Warfare disabled.
Reduce Defensive Value by 5.

5 — Maneuver Thrusters hit.
Saucer Shuttle may no longer
make tight turns.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 — Pulse Laser damaged. Reduce
chance To Hit by 1.

8 — Evade Thrusters hit. Reduce
Defensive Value by 3.

9 — Engines severely damaged.
Saucer Shuttle reduced to a
Drive of 1. Reduce Defensive
Value by 7.

10 — Engines destroyed. Saucer
Shuttle may not move or turn.
Reduce Defensive Value to 5.

11 — Cockpit breached. Pilot is
sucked into the vastness of
space and dies.

12 — Reactor hit. Power generator
detonates; vessel is destroyed.
Kaboom!

HPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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SCORPION

I Pilot I
Salvage Claws (F)
To Hit: 2D6+ +1

Damage:

. Pijlot
Tractor Beam (F)
Lock-on <
Effect: Tow

FRONT DAMAGE

&

£ @

Dl |t

EENCrew R
PILOT

Plt:
Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

EEE Gunner A EEEEN
4 Splatterguns
(FAL) (RAL)

To Hit: 2D6+ +3
Damage: Medium+6

3

EGunner Al
Missile
Launcher
(FAQL)(RAL)
Lock-on <
ONONONO NGO
OO NONO NG

LEFT SIDE
DAMAGE

&

Lo [<>

w

Decoys: (111
P-D: 1-6[4]
Dmg Con: 1-7

(F)

Defensive Value

Drive:

(R)

Tight Turn
Cost:
+4

I Gunner C N
1 Plazgun (FOL)(F)(FQR)
To Hit: 2D6+
Damage: All ¥

a

REAR DAMAGE

I Gunner B .

4 Splatterguns
(FAR) (RQR)
To Hit: 2D6+ +3
Damage: Medium+6

RIGHT SIDE

DAMAGE

<g> EGunner BE

@ Launcher

(FAQR)(RAR)
Lock-on <

Q
Q

W

X

*

- FRONT

CRITICAL HITT

2 — Pilot Dazed. Scorpion may not
move and Pilot may not fire until
after next turn.

3 — Claws damaged. Can't tow.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Claws malfunction. May not be
used until after next turn.

6 — Tractor Beam loses power.
Can't use until after next turn.

7 — Heavy structural damage. Take
3 hits on each Damage Track.

8 — Pilot Killed. Scorpion is at Drive

0 and Pilot's weapons are out.

3—
4—

5—
6 —

- LEFT SIDE
CRITICAL HITT
2 — Gunner A killed. Those

weapons may not be fired.
Missile Launcher A jams. Can't
be used until after next turn.
Shields damaged. Reduce
Defensive Value by 1.

Decoy hit. Lose one decoy.
Splatterguns A damaged. May
not fire until after next turn.
Structural damage. Take 3 hits
on both side Damage Tracks.
Electronic Warfare knocked
out. Scorp may no longer jam
torps. DV 2.

- RIGHT SIDE
CRITICAL HITT

2 —

33—

4—

5—
6 —

Gunner A killed. Thase
weapons may not be fired.
Missile Launcher A jams. Can't
be used until after next turn.
Shields damaged. Reduce
Defensive Value by 1.

Decoy hit. Lose one decoy.
Splatterguns A damaged. May
not fire until after next turn.
Structural damage. Take 3 hits
on bath side Damage Tracks.
Electronic Warfare knocked
out. Scorp may no longer jam
torps. DV -2.

- REAR
CRITICAL HITS

2 —

33—

4—
5—

Gunner C killed. Plazgun may
not be fired.

Maneuver Thrusters damaged.
All turns cost ane extra
maovement point to perform.
Shields damaged. DV -1.
Plazgun damaged. Reduce
weapon's chance to hit by 2.
Plazgun Targeter hit. May not
fire until after next turn.

Tail severely damaged. Take
10 hits on this Damage Track
Reactor detonates. Scorpion is
destroyed.

© 1985 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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ETPVEER

Mk. 10
Torps

Mk. 40
Torps

[ U
[ U
N U
N U

4 Splatterguns
(RGAL) (FAL)
To Hit: 2D6+

<
¥
o0
z
O
o
o
O
Q
7y

Range: 2/6/10

I Gunner A

+3
Damage: Medium+6

DAMAGE TRACK

I Pilot I
Salvage Claws (F)

To Hit: 2D6+ +1
Damage: Medium %
Range: -/1/-

Target SR <6

FRONT DAMAGE TRACK

I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ADB+1

Damage: Medium+1 §

Range: 1/2/6

§ If the target's Defensive Value has not
been reduced by a critical hit, add 1 to
its Defensive Value. Also, completely
ignore the target's Damage Reduction
when resolving a hit.

0 &

t

B |w T

DLt W

LEFT SIDE

O

T w XIT| P¥| |X EE Gunner B Il
4 Splatterguns
(FAR) (RAR)
<3> To Hit: 2DB+ +3
(A Damage: Medium+6
Defensive Value Range: 2/6/10
RIGHT SIDE

DAMAGE TRACK

Il Crew IN
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

© t &
H Gunner AN %© d %® I Gunner B
Missile ;|:< t LMissHe
Launcher w X ; w % X auncher
(RAL) (FQAL) . (FQR) (RAR)
Lock-on < >< Dr“’e:lﬂl >< Lock-on <
EEEEN A EEEES
EEEEE Tight Turn Cost: EEEEN
[T _+4 EEREN
I Gunner C I
1 Plazgun
(FQL) (F) (FAR)
= To Hit: 2D6+
ecoys: [TTT] Damage: All ¥
P G 17 Range: 3/4/10
Tons: 850 ¥ If the attack dice roll triples, the weapon mount
overloads and is destroyed. The target is not affected.
N
¢ @
. REAR DAMAGE TRACK
a O D] |w *
a. w NEEEE MBI
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Pilot dazed. Scorpion may not
move nor fire Pilot weapons until
after next game turn.

3 — Claws damaged. Cannot tow.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Claws malfunction. May not be
used until after next turn.

6 — Twin Disruptorguns damaged.
Cannot use until after next turn.

7 — Heavy structural damage. Take
three hits on each damage track.

8 — Pilot killed. Scorpion is at Drive
0 and Pilot weapons are out.
Defensive Value drops to 5.

Hostile Takeover

2 — Gunner A killed. Gunner A's
weapons may not be fired.

3 — Missile Launcher A jams.
Cannot be used until after next
turn.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Decoy hit. Lose 1 additional
decoy.

6 — Splatterguns A damaged. May
not fire until after next turn.

7 — Structural damage. Take 3 hits
on both side Damage Tracks.

8 — Electronic Warfare gone.
Scorpion cannot jam torps.
Reduce Defensive Value by 2.

2 — Gunner B killed. Gunner B's
weapons may nat be fired.

3 — Missile Launcher B jams.
Cannot be used until after next
turn.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Decoy hit. Lose 1 additional
decoy.

6 — Splatterguns B damaged. May
not fire until after next turn.

7 — Structural damage. Take 3 hits
on both side Damage Tracks.

8 — Electronic Warfare gone.
Scorpion cannot jam torps.
Reduce Defensive Value by 2.

2 — Gunner C killed. Plazgun may
not be fired.

3 — Maneuver Thrusters hit. All
turns cost one extra movement
point to perform.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Plazgun damaged. Reduce
weapon's chance To Hit by 2.

6 — Plazgun Targeter hit. May not
fire until after next turn.

7 — Tail severely damaged. Take
10 hits on Rear Damage Track.

8 — Reactor Detonates. Scorpion
is destroyed.

© 1995-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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N Pilot NN
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Decoys: (1111
P-D: 1-7 (3)
Dmg Con: 1-4
Tons: 690

SENTRY

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

>
J
&

Tight Turn Cost:

+3

EEEN Gunner A NN
4 Splatterguns
(RAL) (FAL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner B I
4 Splatterguns
(F) (FAGR) (RAR)
To Hit: 2D6+
Damage: Medium+6
Range: 2/6/10

+3

80

BPV

GamvE Turn Recorp TRack

: 80

BPV

I Pilot NN
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Decoys: (1111
P-D: 1-7 (3)
Dmg Con: 1-4
Tons: 630

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

o
Y
&

Tight Turn Cost:

+3

I Gunner A HEEN
4 Splatterguns
(RAL) (FAL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

Damage:
Range:

I Gunner B I
4 Splatterguns

(F) (FAGR) (RAR)
To Hit: 2D6+

+3
Medium+6
2/6/10
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Reprinted in Operation: Dry Dock
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I criTicAL HITS N
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11—

12—

Armor Belt shingles off.
Reduce Damage Reduction by 1.
Reduce Defensive Value by 2.
Sentry takes 5 more hits.
Engines sputter momentarily.
Sentry's Drive value is reduced
to 2 until after next game turn.
Electronic Warfare knocked
out. Sentry may no longer jam
torps. Reduce Defensive Value
by 2.

Gunner B’s Splatterguns
damaged. Further To Hit
attempts by this weapon suffer a
-3 penalty.

Shields damaged. Reduce
Defensive Value by 1.
Stabilizers hit. All turns cost 1
extra mavement paint.

Gunner A’s Splatterguns
damaged. Further To Hit
attempts by this weapon suffer a
-3 penalty.

Blatgun Power Feed malfunc-
tions. Reduce Blatgun Damage
rating to Medium+2.

Gunner dazed. One random
gunner may not fire his weapon
until after the next game turn.
Temporary Maneuvering
Thruster malfunction. If the
Sentry moves at all next
Movement Phase, it may not
make a turn.

Massive structural collapse.
Sentry buckles and explodes.

Il BLATGUN sPEcs

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

B sPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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Decoys: (1111
P-D: 1-7 (B)
Dmg Con: 1-4
Tons: 690

N Pilot NN

1 Disintegrator (F)

To Hit: 2D6+ +1 Plt:
Damage: High §
Range: 1/3/12
Target SR <11

ENCrew N
PILOT

Gnr:

GUNNER A
Gnr:

GUNNER B

SENTRY I

>
J
&

Tight Turn Cost:

+3

EE Gunner A NN
4 Splatterguns
(RAL) (FAL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner B I
4 Splatterguns
(F) (FAGR) (RAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

80

BPV

GamvE Turn Recorp TRack

SENTRY II

: 80

BPV

Decoys: (1111
P-D: 1-7 (B)
Dmg Con: 1-4
Tons: 630

I Pilot NN

1 Disintegrator (F)

To Hit: 2D6+ +1
Damage: High §
Range: 1/3/12
Target SR <11

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

o
Y
&

Tight Turn Cost:

+3

I Gunner Al
4 Splatterguns
(RAL) (FAL) (F)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner B I
4 Splatterguns
(F) (FAGR) (RAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

1121314 ][5

6

/7 181]89
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I criTicAL HITS N

2 —  Armor Belt shingles off. Reduce
Damage Reduction by 1. Reduce
Defensive Value by 2. Sentry
takes 5 more hits.

Engines sputter momentarily.
Sentry's Drive value is reduced to
2 until after next game turn.
Electronic Warfare knocked out.
Sentry may no longer jam torps.
Reduce Defensive Value by 2.
Gunner B’s Splatterguns
damaged. Further To Hit
attempts by this weapon suffer a
-3 penalty.

Shields damaged. Reduce
Defensive Value by 1.

Stabilizers hit. All turns cost 1
extra movement point.

Gunner A’s Splatterguns
damaged. Further To Hit
attempts by this weapon suffer a
-3 penalty.

Disintegrator Power Feed
malfunctions. Reduce Blatgun
Damage rating to Medium.
Gunner dazed. One random
gunner may nat fire his weapon
until after the next game turn.
Temporary Maneuvering
Thruster malfunction. If the
Sentry moves at all next
Movement Phase, it may not
make a turn.

Massive structural collapse.
Sentry buckles and explodes.

10—

1M —

12—

EDISINTEGRATOR SPECS|]

Short Range: 1 hex (+1 To Hit).

Medium Range: 2-3 hexes.

Long Range: 4-12 hexes (-1 To Hit).

Target Speed Restriction: Target's

Drive value must be <11.

§ If the target's Defensive Value has nat
been reduced by a critical hit, add 1 to
its Defensive Value. Also, completely
ignore the target's Damage Reduction
when resolving a hit.

I SPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).




Decoys: [T1TJ
P-D: 1-7 (3)
Dmg Con: 1-4
Tons: 690

SENTRY QVP

I Pilot NN
1 Sayf ad-Din (F)
To Hit: 2D8+

Damage: Medx1D4 »
Range: 6/14/18

Target SR <14

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

>
J
&

Tight Turn Cost:

+3

EEEN Gunner A I

6 Pulse Laser
(F) (FQL) (RAL) (
To Hit: 2D8+
Damage: Low+
Range: 3/9/1

s
R)
+5
5
0

EEEN Gunner B I
6 Pulse Lasers
(F) (FQR) (RAR) (R)

To Hit: 2D8+

+5

Damage: Low+5
Range: 3/9/10

80

BPV

GamvE Turn Recorp TRack

SENTRY QVP

: 80

BPV

Decoys: [1T1TJ
P-D: 1-7 (3)
Dmg Con: 1-4
Tons: 630

I Pilot I
1 Sayf ad-Din (F)
To Hit: 2D8+

Damage: Medx1D4 »
Range: 6/14/18

Target SR <14

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

o
Y
&

Tight Turn Cost:

+3

EN Gunner A N
6 Pulse Lasers
(F) (FAL) (RAL) (R)
To Hit: 2D8+
Damage: Low+5
Range: 3/9/10

+5

EN Gunner B I
6 Pulse Lasers
(F) (FGR) (RAR]) (R)
To Hit: 2D8+
Damage: Low+5
Range: 3/9/10

+5

» The 1D4 multiplier is nat included on triples,
or doubles that affect damage.
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I criTicAL HITS N

2 —  Armor Belt shingles off.
Reduce Damage Reduction by 1.
Reduce Defensive Value by 2.
Sentry takes 5 more hits.
Engines sputter momentarily.
Sentry's Drive value is reduced
to 2 until after next game turn.
Electronic Warfare knocked
out. Sentry may no longer jam
torps. Reduce Defensive Value
by 2.

Gunner B’s Pulse Lasers
damaged. Further To Hit
attempts by this weapon suffer a
-3 penalty.

Shields damaged. Reduce
Defensive Value by 1.
Stabilizers hit. All turns cost 1
extra mavement paint.

Sayf ad-Din Power Feed
malfunctions. Reduce Damage
rating to Medium.

Gunner A's Pulse Lasers
damaged. Further To Hit
attempts by this weapon suffer a
-3 penalty.

Gunner dazed. One random
gunner may not fire his weapon
until after the next game turn.
Temporary Maneuvering
Thruster malfunction. If the
Sentry moves at all next
Movement Phase, it may not
make a turn.

Massive structural collapse.
Sentry buckles and explodes.

10—

11—

12—

Il sAYF AD-DIN sPECSIH

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-14 hexes.

Long Range: 15-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <14.

lruLsE LASER SPECSIH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).




SERAPH

I Pilot I
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High
Range: 9/25/30
Target SR <8

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

EEEEN Pilot IR
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

(R)

Tight Turn Cost:

+3

Decoys: (1111
P-D: 186 (2)
Dmg Con: 1-6
Tons: 800

N Gunner I
1 Pulse Laser (R)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

HEE Gunner I
4 Pulse Lasers
(RAL) (R) (RAR)

To Hit: 2D8+ +3
Damage: Low+3

Range: 3/9/10
DAMAGE TRACK

Il Gunner H
Missile
Launcher
(360°)
Lock-on <
oood
oood
oood
oood
oood

"

&[]
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: 121

BPV

I Pilot NN
1 Turbo Laser (F)
To Hit: 2D8+

Damage: High
Range: 9/25/30
Target SR <8

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

I Pilot IR
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

Tight Turn Cost:

+3

Decoys: (1111
P-D: 1-6 (2)
Dmg Con: 1-6
Tons: 800

I Gunner I
1 Pulse Laser (R)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

HEE Gunner I
4 Pulse Lasers
(RAL) (R) (RAR)

To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

DAMAGE TRACK

Il Gunner H
Missile
Launcher
(360°)
Lock-on <

gogo
gogo
gogo
gogo
gogdo

w

& o]

I criTicAL HiTs I

2 —

10—

1M -

12—

Pilot dazed. Seraph may not
move or fire the pilot's weapons
until after the next game turn.
The gunner may still fire while
the pilot is dazed.

Missile Launcher jam. Seraph’s
Missile Launcher may nat be
fired until after the next game
turn.

Electronic Warfare knocked
out. Seraph may no longer jam
torps. Reduce Defensive Value
by 3.

Maneuver Thrusters damaged.
All turns cost 1 extra movement
paint to perform.

Shields damaged. Reduce
Defensive Value by 1.

Decoys blown away. Seraph
loses all its decoys.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Torp Discharger malfunction.
Lose 1D4 remaining torps of the
pilot's choice. Reduce Defensive
Value by 2.

Gunner dazed. Gunner may nat
fire weapons until after the next
game turn.

Turbo Laser performance
impeded. Reduce Damage
rating to Medium.

Reactor hit. Sadly, the Seraph
is no more.

I TUrRBO LASER SPECS

Short

Range: 1-9 hexes (+1 To Hit).

Medium Range: 10-25 hexes.
Long Range: 26-30 hexes (-1 To Hit).
Target Speed Restriction: Target's

Drive value must be <8.

[l puLsE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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SERAPH II

I Pilot I
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

I Pilot IR
2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

(R)

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

Decoys: (1111
P-D: 186 (2)
Dmg Con: 1-6
Tons: 800

I Gunner N
1 Disruptorgun (R)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

HEE Gunner I
4 Pulse Lasers
(RAL) (R) (RAR)

To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

DAMAGE TRACK

Il Gunner H
Missile
Launcher
(360°)
Lock-on <
oood
oood
oood
oood
oood

"

&[]

Operation: Dry Dock

SERAPH II

: 121

BPV

I Pilot NN
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

I Pilot IR
2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/18/20
Target SR <12

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

Decoys: (1111
P-D: 1-6 (2)
Dmg Con: 1-6
Tons: 800

I Gunner I
1 Disruptorgun (R)
To Hit: 2D8+
Damage: Medium §
Range: 1/2/6

HEE Gunner I
4 Pulse Lasers
(RAL) (R) (RAR)

To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

DAMAGE TRACK

Il Gunner H
Missile
Launcher
(360°)
Lock-on <

gogo
gogo
gogo
gogo
gogdo

w

& o]
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- criTicAL HITs I

Pilot dazed. Seraph may not mave
or fire the pilot's weapons until
after the next game turn. The
gunner may still fire while the pilot
is dazed.

3 —  Missile Launcher jam. Seraph's
Missile Launcher may nat be fired
until after the next game turn.

4 —  Electronic Warfare knocked out.
Seraph may no langer jam tarps.
Reduce Defensive Value by 3.

95— Maneuver Thrusters damaged.
All turns cost 1 extra movement
point to perform.

6 —  Shields damaged. Reduce
Defensive Value by 1.

7 —  Decoys blown away. Seraph loses
all its decays.

8 —  Torp Targeting Scanner damaged.
No torpedoes may be fired until
after the next game turn.

9 —  Torp Discharger malfunction.
Lose 1D4 remaining torps of the
pilat's choice. Reduce Defensive
Value by 2.

10 — Gunner dazed. Gunner may nat
fire weapons until after the next
game turn.

11 — Meld Laser performance
impeded. Reduce Damage rating
to Low.

12 — Reactor hit. Sadly, the Seraph is
no mare.

BDiISrRUPTORGUN SPECSH

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If the target's Defensive Value has not been
reduced by a critical hit, add 1 to its Defensive

Value. Also, completely ignore the target's
Damage Reduction when resolving a hit.

IMVELD LASER SPECSIH

Short Range: 1-6 hexes (+1 To Hit).

Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

lruLsE LASER SPECSIH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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Printed in More Than Valor

1—
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3_
4—
5—
86—
7—

I crREwW INFORMATION [

Squadron Chief :
Richard “Porkins” Dufault

Pilot Stats:
e Pilot 9,
e Gunner 11
Skills:
® Never a Useless Move 3,
e Hangs Fire 3,
¢ Sharpshooter 2.
Quirks:
¢ Counts Coup,
¢ Always Checks His Six.

Il VK 20 Launch Table [l

When Launching MK 20
torpedoes, roll a D8 for each
target, then consult the table
below:

Torpedo(s) fires F as normal
Torpedo(s) fires FQR
Torpedo(s) fires RGR
Torpedo(s) fires R
Torpedo(s) fires RGL
Torpedo(s) fires FOL

Misfire! No torpedos launch
this turn. Player must make a
successful damage control rall
to restore system to operation
before a new launch attempt
can be made.

Gangfire! All remaining
torpedos in the launcher
gangfire at the originally
designated target. Talk about
overkill...

SERAPH EX

: 149

BPV

Decoys: [1TJ

P-D: 1-7 (5)

Tons: 800

m

Dmg Con: 1-6

N Pilot I
6 Pulse Lasers (F)
To Hit: 2D8+ +5

Damage:

Range: 3/9/10

Low+5

Tight Turn Cost:

Drive: +3
)

(R

Missile Launcher (F)
Lock-on <__
ooodd
ooodd
ooodd
ooodd
ooodd
ooodd

I Pilot I
Missile Launcher (F)
Lock-on <
ooodgad
ooodgad
ooodgad
ooodgad
ooodgad
ooodgad

DAMAGE TRACK

ot [o]lo]X|[E] =

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HiTs I

2 —

10—

11—

12—

Pilot dazed. Seraph may not
move or fire the pilot's weapons
until after the next game turn. .
Missile Launcher jam. Random
Missile Launcher may not be
fired until after the next game
turn.

Electronic Warfare knocked
out. Seraph may no longer jam
torps. Reduce Defensive Value
by 3.

Maneuver Thrusters damaged.
All turns cost 1 extra movement
point to perform.

Shields damaged. Reduce
Defensive Value by 1.

Decoys blown away. Seraph
loses all its decoys.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Torp Discharger malfunction.
Lose 1D4 remaining torps of the
pilot's choice. Reduce Defensive
Value by 2.

Pilot dazed. Seraph may not
move or fire the pilot's weapons
until after the next game turn. .
Pulse Laser performance
impeded. Reduce Damage
rating to Low +1.

Reactor hit. Sadly, the Seraph
is no more.

[l puLsE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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42

BPV

I Pilot NN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

Decoys: O
P-D: —

Tons: 300

Dmg Con: 1-2

g

I Pilot NN
1 lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

(R)

DAMAGE TRACK

Tight Turn Cost:

K
2]

4]

GamvE Turn Recorp TRack

+3

42

BPV

Decoys: O
P-D: —

Tons: 300

Dmg Con: 1-2

O

I Pilot NN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

I Pilot I
1 lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

s
o]

’I

2|3

4
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I criTicAL HITSHEE
2 —  Pilot killed. Shark may perform
no further actions. Defensive
Value drops to 5.

Engines sputter. Shark may
only use 3 movement paints next
turn. Reduce Defensive Value by
B.

Electronic Warfare knocked
out. Shark may na longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

lon Ram damaged. Reduce
Damage to High.

Impulsegun Targeting dam-
aged. Reduce chance To Hit by
3

Hull compromised. Reduce
Defensive Value by 4.

Severe structural damage.
Reduce Defensive Value by B.
Moadify Shark's further To Hit
attempts by -4.

Pilot dazed. Shark may not
move or fire until after the next
game turn.

12 — Reactor hit. Shark is destroyed.

1M —

IRiMPULSEGUN SPECSI

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

Il on RAM SPECS

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.
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I Pilot NN
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

SHARK I

Decoys: O
P-D: 1-3 (1)
Dmg Con: 1-2
Tons: 300

I Pilot NN
1 lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

DAMAGE TRACK

Tight Turn Cost:

+3

39

g

=]

Do)

K
2]

4]

BPV

GamvE Turn Recorp TRack

SHARK Il

: 39

BPV:

Decoys: O

Tons: 300

P-D: 1-3 (1)
Dmg Con: 1-2

g

I Pilot I
1 Impulsegun (F)
To Hit: 2D8+

Damage: High
Range: 3/8/10

I Pilot NN
1 lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

DAMAGE TRACK

Tight Turn Cost:

+3

=]

Do)

K
2]

4]
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I criTicAL HITSHEE
2 —  Pilot killed. Shark may perform
no further actions. Defensive
Value drops to 5.

Engines sputter. Shark may
only use 3 movement paints next
turn. Reduce Defensive Value by
5.

Electronic Warfare knocked
out. Shark may na longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

lon Ram damaged. Reduce
Damage to High.

Impulsegun Targeting dam-
aged. Reduce chance To Hit by
3

Hull compromised. Reduce
Defensive Value by 3.

Severe structural damage.
Reduce Defensive Value by 5.
Moadify Shark's further To Hit
attempts by -4.

Pilot dazed. Shark may not
move or fire until after the next
game turn.

12 — Reactor hit. Shark is destroyed.

1M —

IRiMPULSEGUN SPECSI

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: 9-10 hexes (-1 To Hit).

Il on RAM SPECS

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.




87

BPV

I Pilot I
6 Splatterguns(F)
To Hit: 2D6+ +5
Damage: Medium +10
Range: 2/6/10

Decoys: O
P-D: 1-7 (3)
Dmg Con: 1-2
Tons: 400

I Pilot I
Missile Launcher (F)
Lock-on <
ooooo oOoood
ooooo oOoood

Tight Turn Cost:

+3

DAMAGE TRACK

o]

K

b [=) |w

X

GamvE Turn Recorp TRack

87

BPV

I Pilot IS
6 Splatterguns(F)
To Hit: 2D6+ +5
Damage: Medium +10
Range: 2/6/10

Decoys: O
P-D: 1-7 (3)
Dmg Con: 1-2
Tons: 400

I Pilot I
Missile Launcher (F)
Lock-on <
ooood ooooo
ooood ooooo

Tight Turn Cost:

+3

DAMAGE TRACK
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Q'raj Void Protectorate
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B criTicAL HITS I

2 — Pilot killed. Shedu may perform
no further actions. Defensive
Value drops to 5.

Hull breached. Reduce Shedu's
Defensive Value by 6.

Electronic Warfare knocked
out. Shedu may no longer jam
torps. Reduce Defensive Value
by 4.

Splattergun targeter hit.
Splattergun may nat fire until
after next game turn.
Stabilizers Hit. All turns cost +1
to perform.

Heavy Structural damage. Mark
off another 1D6 boxes.

Evade Thrusters hit. Reduce
Defensive Value by 3.

Missile Launcher damaged.
Loose 1D8 missiles.

Engines momentarily lose
power. Reduce current Drive
value to 3 until after next game
turn.

Pilot dazed. Shedu may not
move or discharge any weapon
until after the next game turn.
Reactor hit. Wilth a bright flash
the Shedu vanishes, never to
return.

11—

12—

[lsPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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SHOMER SHA'AR

26 1.0. B

BPV

I Weapon ANNN
2 Meld Lasers
(360°)

To Hit: 2D8+1D6+1

Damage: Medium+1
Range: 5/18/20

Missile Launcher (360°) Lock-on < 6
ooood goood
ooood goood
ooood goood
ooood goood

DAMAGE TRACK

I Weapon B I

SHOMER SHA'AR

26 1D. IR

BPV

I Weapon AN
2 Meld Lasers
(860°)

To Hit: 2D8+1D6+1

Damage: Medium+1
Range: 5/18/20

I \Weapon B I
Missile Launcher (360°) Lock-on < 6
ooooo DOoooo
ooooo DOoooo
ooooad

DAMAGE TRACK

SHOMER SHA'AR

26 1.0. IR

BPV

I Weapon AN
2 Meld Lasers
(360°)

To Hit: 2D8+1D6+1

Tons: 450

Damage: Medium+1
Range: 5/18/20

I \Weapon B I
Missile Launcher (360°) Lock-on < 6
ooooo oOoooo
ooooo oOoooo
ooooo oOoooo
ooooo oOoooo

DAMAGE TRACK

— Reduce Pilot skill by 4, and destroy one half of weapons
(round up). Randomly determine which weapons the satellite
loses. Consider torpedo launchers as weapons. If the
satellite loses a torpedo launcher, it loses half of its
remaining torpedoes.

Il MELD LASER SPECS [l

Short Range: 1-6 hexes (+1 To Hit).
Medium Range: 7-18 hexes.

Long Range: 19-20 hexes (-1 To Hit).
Drive value must be.< 12

Q'raj Void Protectorate
© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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Decoys: [T
P-D: 1-4 (4)
Dmg Con: 1-7
Tons: 275

I Pilot I
Missile Launcher (F)
Lock-on <

gogog

Drive:

(R)

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

o
Y
&

I Gunner IR
4 Pulse Lasers (360°)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

DAMAGE TRACK

Tight Turn Cost:

+3

L
;
-
=
v
$
-
i
v
B

=

-

o] [w
e |

BPV

] [=]D]=]

-
=
-
-
v
&
e
v
B
g
S

BPV

Decoys: [TJ
P-D: 1-4 (4)

Tons: 275

Dmg Con: 1-7

I Pilot I
Missile Launcher (F)
Lock-on <

oogog

ENCrew N
PILOT

Plt:

Gnr:

GUNNER

Drive:

(R)

I Gunner IR
4 Pulse Lasers (360°)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

DAMAGE TRACK

>
J
&

Tight Turn Cost:

+3

D]

S]]

B criTicAL HITS I

2 — Pilot dazed. Craft may not move
and Missile Launcher may nat be
fired until after the next game
turn.

Engines sputter. Shryak Shuttle
may only use 2 movement points
next game turn. Reduce
Defensive Value by 4 due to
additional damage.

Electronic Warfare knocked
out. Shryak Shuttle may no
longer jam torps. Reduce
Defensive Value by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 1.

Armor is too tough! No extra
damage.

Pulse Laser Targeters
damaged. Pulse Lasers may not
be fired until after the next game
turn.

Missile malfunction. Missile
Launcher loses 1D4 of its
remaining missiles.

Gunner killed. Shryak Shuttle
may no longer fire its Pulse
Lasers.

Armor Plate compromised.
Damage Reduction equals O.
Reactor hit. Shryak Shuttle
suffers cataclysmic destruction.

10—

M-

12—

Il PuLSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

GamvE Turn Recorp TRack

171213145 |6|7[8]8

10111 [12]113[14115[16]17]18]19 |20

Reprinted in Operation: Dry Dock
© 1990, 1995, 18997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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BPV

Decoys: [1T]
P-D: 1-6 (6)
Dmg Con: 1-6
Tons: 275

I Pilot I
Missile Launcher (F)
Lock-on <

gogog

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

~
<
&

Tight Turn Cost:

+3

I Gunner IR
1 Impulsegun (360°)
To Hit: 2D8+
Damage: High
Range: 3/8/10

DAMAGE TRACK

efa] [=]®

GamvE Turn Recorp TRack

T
=
>
=
7]
&
T
7]
-
g
N

BPV

P-D: 1-6 (B)

Tons: 275

Dmg Con: 1-6

I Pilot I
Missile Launcher (F)
Lock-on <

oogog

ENCrew N
PILOT

Plt:

Gnr:

GUNNER

~
<
&

Tight Turn Cost:

+3

I Gunner IR
1 Impulsegun (360°)
To Hit: 2D8+
Damage: High
Range: 3/8/10

DAMAGE TRACK

][]

1

2|3

4

9|16 718]9]10

11

12

13|14

15

16117118119 ]20

Operation: Dry Dock
© 1996 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

B criTicAL HITS I

2 — Pilot dazed. Craft may not move
and Missile Launcher may nat be
fired until after the next game
turn.

Engines sputter. Shryak Shuttle
may only use 2 movement points
next game turn. Reduce
Defensive Value by 4 due to
additional damage.

Electronic Warfare knocked
out. Shryak Shuttle may no
longer jam torps. Reduce
Defensive Value by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 1.

Armor is too tough! No extra
damage.

Impulsegun Targeters
damaged. Pulse Lasers may not
be fired until after the next game
turn.

Missile malfunction. Missile
Launcher loses 1D4 of its
remaining missiles.

Gunner killed. Shryak Shuttle
may no longer fire its Pulse
Lasers.

Armor Plate compromised.
Damage Reduction equals O.
Reactor hit. Shryak Shuttle
suffers cataclysmic destruction.

10—

M-

12—

Il iMPULSEGUN SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: S-10 hexes (-1 To Hit).
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P-D: 1-3 (3)
Dmg Con: 1-4
Tons: 290

I Pilot IR
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range:3/9/10

Drive:

(R)

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

o
Y
&

I Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

Tight Turn Cost:

+3

a1 1.0l SHRYAK SHUTTLE Il

o t] [ T|w

ls | T] |t

BPV

w@[4] t [2 ][]

GamvE Turn Recorp TRack

a1 1.0l SHRYAK SHUTTLE Il

BPV

P-D: 1-3 (3)

Tons: 290

Dmg Con: 1-4

I Pilot NN
1 Pulse Laser (F)
To Hit: 2D8+

Damage: Low
Range:3/9/10

ENCrew N
PILOT

Plt:

Gnr:

GUNNER

Drive:

(R)

EEEEN Gunner I
2 Splatterguns
(RAL) (R) (RAR)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

DAMAGE TRACK

>
J
&

Tight Turn Cost:

+3

o]t o] T|w

@l T] |t

4] € =<2

1123

4

9| 6|78

9 [10

11

12

13|14

15

16117118119

20

ASP Technocracy

© 1990, 1995-1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

B criTicAL HITS I

2 —

Pilot dazed. Shryak Shuttle may
nat move and Pulse Laser may
not be fired until after the next
turn.

Engines sputter. Shryak Shuttle
may only use 2 movement points
next game turn. Reduce
Defensive Value by 4 due to
additional damage.

Electronic Warfare knocked
out. Shryak Shuttle may no
longer jam torps. Reduce
Defensive Value by 3.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 1.
Torpedoes hit. Lose all
remaining torps.

Pulse Laser Targeters
damaged. Pulse Lasers may not
be fired until after the next turn.
Splattergun malfunction.
Reduce Damage to Low.
Gunner killed. Shryak Shuttle
may no longer fire its
Splatterguns.

Armor Plate compromised.
Damage Reduction equals O.
Reactor hit. Shryak Shuttle
suffers cataclysmic destruction.

Il PULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

H SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).




HEN Gunner A I
lon Ram
(BRAL) (BFAL) (F)
(BFGR) (BRAR)

To Hit: 2D8+

Damage: All
Range: 5/13/15
Target SR <15

HEl Gun Crew F H
Quad Repeating
Blaster [2[3]
(BRGL) (BFQL) (F)
(BFQR) (BRGR)

To Hit: 2D6+ +3
Damage: (High+B8) x 2
Range: 3/8/15

I Gunner A Il
Missile
Launcher
(BRAL) (BFQAL) (F)
Lock-on <

goooo
goooo
goooo
goooo

Gunner A

Il Gun Crew E HNH
Keel Cannon
(KF)

To Hit: 2D8+
Damage: All x 2
Range: 10/15/20

Il Gunner B N
Missile
Launcher
(F) (BFQR) (BRAR)
Lock-on <
ooOooo
ooOooo
ooOooo
ooOooo

Gunner B

[z

I Gunner B N
lon Ram
(BRQAL) (BFGL) (F)
(BFGR) (BRGR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

Hl Gun Crew G HIE
Quad Repeating
Blaster
(BRAL) (BFQAL) (F)
(BFQR) (BRGR)

To Hit: 2D6+ +3
Damage: (High+6) x 2
Range: 3/8/15

HElCrew HN
CAPTAIN
Cpn:

PILOT

Plt:
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:
GUNNER D
Gnr:

CREW E
Gnr:

CREW F
Gnr:

CREW G
Gnr:

O P-DB: 1-4
FRONT LEFT QUARTER
DAMAGE TRACK Defensive Value

LI LD DT [ el [X]w] 10
o [ PR L[ [w] | oo | | [X] [w] “
LL el [T ] X[wio[-]ef | [x[ | |w
LT e fw] | ][ [X

O P-DB: 1-4
FRONT RIGHT QUARTER
DAMAGE TRACK

LT LDl LT 1 [ (e [X]w]
ol L[ [w] | kelel | | [X] [w
Ll [ L] [ XIwie[-]el | [X[ | |w
2 2 N

SNARLING BADGER

O P-DB: 1-3
REAR LEFT QUARTER
DAMAGE TRACK

O P-DB: 1-3
REAR RIGHT QUARTER
DAMAGE TRACK

L el | R[] el (@) ; - ¥ OLLLT LT LT[ [elwl] | [2] | & [
|| [@fw]z] | | [-]e] [X|e] ’% , wikl [ L[ IelwR] [ | [2]e] [X|e)
L fofw] | lof [T 11 [X] , : wikl |2 [B] Kolw] | [of 1] [ ] X

EEEN Gunner D IR
6 Splatterguns
(SFQAL) (SRAL) (R)

(SRAR) (SFAR)
To Hit: 2D6+ +5

Damage: Medium+10

Range: 2/6/10

oLl ]]
wix] [+ [ |
MESEI

EEEN Gunner C I
6 Splatterguns
(SFQAL) (SRAL) (R)

(SRAR) (SFAR)
To Hit: 2D6+ +5

Damage: Medium+10

Range: 2/6/10

Il Gunner C HN
Missile
Launcher
(SFAL) (SRAL) (R)
(SRQAR) (SFAR)
Lock-on < ___

ooodd
ooodd
Gunner C poood

ooodd
ooodd
ooodd

I Gunner D Il
Missile
Launcher
(SFAL) (SRAL) (R)
(SRQAR]) (SFAR)
Lock-on <

goood
goood
ouooo Gunner D
ooooo B
goood

goood

Turn Cost: 4

689

BPV

Tournament Ship © 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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.
CRITICAL HITS

2 — Electronic Warfare gone. Badger may no
longer jam torps. Reduce Defensive Value by

3 — Structural Damage. Take 10 more hits on
this track.

4 — Minor structural damage. Take 5 more hits
on this track.

5 — Keel Cannon loses power. \Weapon may not
fire until after next turn.

6 — Repeating Blaster F loses power. \Weapon
may not fire until after next turn.

7 — Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

8 — No Extra Damage.

9 — Front Left Point Defense Battery hit. It is

down until after next game turn.

10 — Gunner A killed. This gunner’s weapons may
not be fired.

11 — ECM suite hit. ECM spread drops by 1.

12 — Bridge hit! Bridge crew is stunned. Badger
may not move next turn.

- ATICAL HIT -
CRITICAL HITS
2 — Bridge hit! The captain is killed. Badger may

no longer use Captain points.

3 — Major structural damage. Take 10 more
hits on this damage track.

4 — Engine ports hit. Reduce Drive by 2 and
take 5 more hits to this track.

5 — Sext Splattergun C damaged. \Weapon
suffers -2 penalty to hit.

6 — Shields damaged. Reduce Defensive Value
by 2.

7 — Missile Launcher C malfunction. Lose 1D10
missiles.

8 — Drives sputter. Reduce Drive by 2 until after
next turn.

9 — Gunner C killed. This gunner’s weapons may
not be fired.

10 — Engineering hit! Damage Control not
available next turn.

11 — Engineering section destroyed. Damage
control is not available. Lose 2 engineers.

12 — Reactor hit. Badger becomes a gaseous
cloud.

Tons: 5000

Bow Torpedo
Magazine

Electronics
Jam: 1-2 on 1D4

ECM: 1-5 (5)

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control 1-5

FRONT RIGHT

-

2 —

3 —

q—

8 —
9 —

10 —

11 —
12 —

Electronic Warfare gone. Badger may no
longer jam torps. Reduce Defensive Value by

Structural Damage. Take 10 more hits on
this track.

Minor structural damage. Take 5 more hits
on this track.

Repeating Blaster G loses power. \Weapon
may not fire until after next turn.

Sext Blatgun loses power. \Weapon may not
fire until after next turn.

Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

No Extra Damage.

Front Right Point Defense Battery hit. It is
down until after next game turn.

Gunner A killed. This gunner’s weapons may
not be fired.

ECM suite hit. ECM spread drops by 1.

Bridge hit! Bridge crew is stunned. Badger
may not move next turn.

CRITICAL HITS

10 —

11—

12 —

Bridge hit! The captain is killed. Badger may
no longer use Captain points.

Major structural damage. Take 10 more
hits on this damage track.

Engine ports hit. Reduce Drive by 2 and
take 5 more hits to this track.

Sext Splattergun D damaged. \Weapon
suffers -2 penalty to hit.

Shields damaged. Reduce Defensive Value
by 2.

Missile Launcher D malfunction. Lose 1D10
missiles.

Drives sputter. Reduce Drive by 2 until after
next turn.

Gunner D killed. This gunner’s weapons may
not be fired.

Engineering hit! Damage Control not
available next turn.

Engineering section destroyed. Damage
control is not available. Lose 2 engineers.
Reactor hit. Badger becomes a gaseous
cloud.
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SNARLING BADGER II

1.0.IR

: 689

BPV

Tournament Ship

HEN Gunner A I
lon Ram
(BRAL) (BFAL) (F)
(BFGR) (BRAR)

To Hit: 2D8+

Damage: All
Range: 5/13/15
Target SR <15

Gunner A

[z

O P-DB: 1-4
FRONT LEFT QUARTER
DAMAGE TRACK

I Gunner A N

(BRGL) (BFQAL) (F)

Missile Quad

Launcher

Lock-on <

goooo
goooo
goooo
goooo

Target
good

Il Gun Crew E HN

Cannon
(F)
To Hit: 2D6+ +5
Damage: (High +3) x2t
Range: 8/15/30

Hyper

ooooo
ooooo
SR: <8 ooooo
O ooooo

Il Gunner B N
Missile
Launcher
(F) (BFQR) (BRAR)
Lock-on <

Il Gun Crew F HN
Quad Gatling
Cannon 2]

(BRQAL) (BFQAL) (F)
(BFGR) (BRGAR)

To Hit: 2D6+ +5
Damage: (Low+3) x 27
Range: 4/8/16
Target SR: <15
111111
111111

HEN i@l | ]

LIRS

HESH

L 2] [w]

|
L] | Gle
| X[vje]+]e

EYE

\
\
\
\

{

{

[ | | {
{ {

L1 & [&f Jw[ [ ]]

X

\
\
\
|

O P-DB: 1-3
REAR LEFT QUARTER
DAMAGE TRACK

Defen

HENERNCTIaN

21 | o] &)

wikl ] [ [ [ [elw|2] | |

el x|

wil | R[] B (o] | |ef

NN

EEEN Gunner C I
6 Splatterguns
(SFQAL) (SRAL) (R)

(SRAR) (SFAR)
To Hit: 2D6+ +5

Damage: Medium+10

Range: 2/6/10

Gunner C

Il Gunner C HN
Missile
Launcher
(SFAL) (SRAL) (R)
(SRQAR) (SFAR)
Lock-on < ___

goooo
goooo
goooo

goooo

goooo
gooog

Turn Cost: 4

Il Gun Crew G HH
Quad Gatling
Cannon [2[]
(BRQAL) (BFQL) (F)
(BFGR) (BRGR)

To Hit: 2D6+ +5
Damage: (Low+3) x 2%
Range: 4/8/16
Target SR: <15
[ITTTT1]
[ITTTT1]

E GunnerB HH
lon Ram
(BRQAL) (BFQAL) (F) Cpn:

(BFGR) (BRAR) PILOT
To Hit: 2D8+ Plt:
Damage: All
Range: 5/13/15 Gnr:
Target SR <15 GUNNER B
Gnr:
GUNNERC
Gunner B Gnr:
g GUNNER D
Gnr:
CREW E
Gnr:
CREW F
Gnr:
CREW G
Gnr:

Il Crew IN
CAPTAIN

GUNNER A

O P-DB: 1-4
FRONT RIGHT QUARTER
DAMAGE TRACK

& [X]w]

HECCHEN
ES 2] |w]

|
L vl | @l
ol |1 ]| 2L ] ]

|
|
Xwie[-]ef |

L L] el Jw] [ 1] [X]

sive Value
10

O P-DB: 1-3
REAR RIGHT QUARTER
DAMAGE TRACK

HERREESTDERRNENCES

wik] [ [ ]

w2 | [ []ef [X|e

ES

LIRL ] ofw] | Jof [T 1] [X]

I Gunner D Il

(SFQL) (SRAL) (R)

EEEN Gunner D IR
6 Splatterguns
(SFQAL) (SRAL) (R)

(SRAR) (SFAR)
To Hit: 2D6+ +5

Damage: Medium+10

Range: 2/6/10

Missile
Launcher

(SRQAR]) (SFAR)
Lock-on <

goood
goood
ouooo Gunner D
ooooo B
goood

goood

© 1998 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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_ B
CRITICAL HITS

2 — Electronic Warfare gone. Badger may no
longer jam torps. Reduce Defensive Value by

3 — Structural damage. Take 10 more hits on
this track.

4 — Minor structural damage. Take 5 more hits
on this track.

5 — Hyper Cannon loses power. \\Veapon may
not fire until after next turn.

6 — Gatling Cannon F loses power. \Weapon may
not fire until after next turn.

7 — Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

8 — No extra damage.

9 — Front Left Point Defense Battery hit. It is

down until after next game turn.

10 — Gunner A killed. This gunner’s weapons may
not be fired.

11 — ECM suite hit. ECM spread drops by 1.

12 — Bridge hit! Bridge crew is stunned. Badger
may not move next turn.

- ATICAL HIT -
CRITICAL HITS
2 — Bridge hit! The captain is killed. Badger may

no longer use Captain points.

3 — Major structural damage. Take 10 more
hits on this damage track.

4 — Engine ports hit. Reduce Drive by 2 and
take 5 more hits to this track.

5 — Sext Splattergun C damaged. \Weapon
suffers -2 penalty to hit.

6 — Shields damaged. Reduce Defensive Value
by 2.

7 — Missile Launcher C malfunction. Lose 1D10
missiles.

8 — Drives sputter. Reduce Drive by 2 until after
next turn.

9 — Gunner C killed. This gunner’s weapons may
not be fired.

10 — Engineering hit! Damage Control not
available next turn.

11 — Engineering section destroyed. Damage
control is not available. Lose 2 engineers.

12 — Reactor hit. Badger becomes a gaseous
cloud.

Tons: 5000

Electronics
Jam: 1-2 on 1D4

ECM: 1-5 (5)

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control 1-5

FRONT RIGHT

-

2 —

3 —

q—

8 —
9 —

10 —

11 —
12 —

Electronic Warfare gone. Badger may no
longer jam torps. Reduce Defensive Value by

Structural damage. Take 10 more hits on
this track.

Minor structural damage. Take 5 more hits
on this track.

Hyper Cannon loses power. \Veapon may
not fire until after next turn.

Gatling Cannon G loses power. \Weapon may
not fire until after next turn.

Missile Launcher B malfunction. Lose 1D10
Remaining missiles.

No extra damage.

Front Right Point Defense Battery hit. It is
down until after next game turn.

Gunner B killed. This gunner’s weapons may
not be fired.

ECM suite hit. ECM spread drops by 1.

Bridge hit! Bridge crew is stunned. Badger
may not move next turn.

CRITICAL HITS

10 —

11—

12 —

Bridge hit! The captain is killed. Badger may
no longer use Captain points.

Major structural damage. Take 10 more
hits on this damage track.

Engine ports hit. Reduce Drive by 2 and
take 5 more hits to this track.

Sext Splattergun D damaged. \Weapon
suffers -2 penalty to hit.

Shields damaged. Reduce Defensive Value
by 2.

Missile Launcher D malfunction. Lose 1D10
missiles.

Drives sputter. Reduce Drive by 2 until after
next turn.

Gunner D killed. This gunner’s weapons may
not be fired.

Engineering hit! Damage Control not
available next turn.

Engineering section destroyed. Damage
control is not available. Lose 2 engineers.
Reactor hit. Badger becomes a gaseous
cloud.
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FTCAL b ____SOLARWORM
B SOLAR WORM
2— gfr‘gglr;t:éi ‘{;V;Em;stfggly Additional 20 points Ton:

3 — Puncture the skin. Reduce Defensive Value
by 2.

4 — Torn muscles. All turns cost +1 movement
paint.

5 — Left eye damaged. Reduce \Weapon 1's
chance To Hit by 2.

6 — Right eye damaged. Reduce \Weapon 2's

chance To Hit by 2. Electronics

7 — Something caught in its throat. Reduce Jam: 1-2 on 1D4
Weapon 3's chance To Hit by 2. ECM: None

8 — Hit its heart. The solar worm wriggles for a

few moments, then dies.

Bridge

TOC: +1

Engineering
Damage Control:1-4
EFS: None

CRITICAL HITS

2 — Throat Shot. \Weapon 3 is destroyed.

3 — Antibodies Overloaded. Reduce Damage
Control by 2.

4 — Overheated. PD does not work until end of
next turn.

5 — Trigger Something in Spinal Cord. Solar
Worm must make a right turn during next

move phase.
6 —  Skin Punctured. Reduce Defensive Value by 1.
7 — Hit a Sensitive Organ. Solar \Worm may not
jam.
8 — Sever Spinal Cord. Space Worm may not

move. Drive is now O.

FRONT RIGHT

- CRITICAL HITS -

2 —

3—

q—

Crack the worm's skull. Additional 20 points
of damage to this track.

Puncture the skin. Reduce Defensive Value
by 2.

Torn muscles. All turns cost +1 movement
point.

Left eye damaged. Reduce \Weapon 1's
chance To Hit by 2.

Right eye damaged. Reduce Weapon 2's
chance To Hit by 2.

Something caught in its throat. Reduce
Weapon 3's chance To Hit by 2.

Hit its heart. The solar worm wriggles for a
few moments, then dies.

CRITICAL HITS

2 —
3 —

q—

5 —

6 —

7 —

8 —

Throat Shot. \Weapon 3 is destroyed.
Antibodies Overloaded. Reduce Damage
Control by 2.

Overheated. PD does not work until end of
next turn.

Trigger Something in Spinal Cord. Solar
Worm must make a right turn during next
move phase.

Skin Punctured. Reduce Defensive Value by 1.
Hit a Sensitive Organ. Solar \Worm may not
jam.

Sever Spinal Cord. Space \Worm may not
move. Drive is now O.

Space Junk © 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use

173



SORENSON Il

947

BPV

Decoys: O
P-D: —

Dmg Con: 1-3
Tons: 600

I Pilot IR
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Drive:

(R)

N Gunner I

1 Pulse Laser
(RAL) (R) (RAR)
To Hit: 2D8+

Damage: Low
Range: 3/9/10

DAMAGE TRACK

ENCrew N
PILOT

Plt:

Gnr:

GUNNER

Tight Turn Cost:

+3

o &

w

9
4

GamvE Turn Recorp TRack

SORENSON II

a7

BPV

Decoys: O
P-D: —

Dmg Con: 1-3
Tons: 600

I Pilot IR
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

A4 |
r&-’ "X
Drive:

(R
N Gunner I
1 Pulse Laser
(RAL) (R) (RGR)
To Hit: 2D8+
Damage: Low
Range: 3/9/10

DAMAGE TRACK

Tight Turn Cost:

+3

o] >

9
w 4

’I

2|3

4

9|67

8

9 [10
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13|14
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I criTicAL HITS I
2 — Crew killed. Sorenson Il may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Sorensen |l
may only use 2 movement points
next game turn. Reduce
Defensive Value by 3 due to
additional damage.

Electronic Warfare knocked
out. Sorensen Il may no longer
jam torps. Reduce Defensive
Value by 2.

Maneuver Thrusters damaged.
All turns, cost one extra
maovement point to perform.
Shields damaged. Reduce
Defensive Value by 1.

Pulse Laser damaged. Reduce
chance To Hit by 2.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Hull breached. Reduce
Defensive Value by 3 and lose
two torps of the pilot's choice.
Gunner killed. Gunner Pulse
Laser may no longer be fired.
Pilot dazed. Sorensen Il may
not move or fire the Blatguns
until after the next game turn.
The gunner may still fire while
the pilot is dazed.

Reactor hit. Sorensen Il bursts
into an array of dust and space
junk.

10—

1M -

12—

I sLATGUN sPecs

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

[l ruLsE LASER SsPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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EEEEN Pilot HEEEN
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

SORENSON Il

Drive:

(R)

EEEN Gunner IEEN
2 Blatguns (360°)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Decoys: O
P-D: 1-4 (2)
Dmg Con: 1-3
Tons: 600

DAMAGE TRACK

ENCrew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

| ©

68

w

9
4

BPV

GamvE Turn Recorp TRack

SORENSON lii

168

BPV

EEEN Pilot IR
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

(R

Decoys: O
P-D: 1-4 (2)

Tons: 600

Dmg Con: 1-3

EEEN Gunner NN
2 Blatguns (360°)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

DAMAGE TRACK

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3

] &

9
w 4

17121314567

8

9 [10

11

12

13|14

15

16117118
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20
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I criTicAL HiTs I

2 —

10—

11—

12—

Crew killed. Sorenson Il may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Sorensen lll
may only use 2 movement points
next game turn. Reduce
Defensive Value by 3 due to
additional damage.

Electronic Warfare knocked
out. Sorensen lll may no longer
jam torps. Reduce Defensive
Value by 2.

Maneuver Thrusters damaged.
All turns, cost one extra
maovement point to perform.
Shields damaged. Reduce
Defensive Value by 1.

Blatguns damaged. Reduce
chance To Hit by 2 on random
Blatgun system.

Torp Targeting Scanner
damaged. No torpedoes may be
fired until after the next game
turn.

Hull breached. Reduce
Defensive Value by 3 and lose
two torps of the pilot's choice.
Gunner killed. Gunner Blatguns
may no longer be fired.

Pilot dazed. Sorensen lll may
not move or fire the Blatguns
until after the next game turn.
The gunner may still fire while
the pilot is dazed.

Reactor hit. Sorensen Ill bursts
into an array of dust and space
junk.

Il sLATGUN sPEcSs

Short

Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <13.
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B Pilot BN | EE Crom BN m Pilot B ((mmcrowymm || | | BB CRITICAL HITS I
4 Autocannons (F) PILOT 4 Autocannons (F) PILOT

To Hit: 2D6+ +3 PIt: To Hit: 2D6+ +3 Plt: 2 — Crefw killed.]c Sohrenson may
R s oras |2 Damage: Med31 § 1|6 —— Defencie vale trops t 5
Range: 3/10/24 Range: 3/10/24 3 Enci Sp '

Target SR <12 GUNNER Target SR =12 GUNNER —  Engines sputter. Sorensen may

only use 2 movement paints next
game turn. Reduce Defensive
Value by 3 due to additional
damage.

4 —  Electronic Warfare knocked
out. Sorensen may no longer
jam torps. Reduce Defensive
Value by 2.

5 —  Maneuver Thrusters damaged.
All turns, cost one extra
maovement point to perform.

6 —  Shields damaged. Reduce
Defensive Value by 1.

Tight Turn Cost: Tight Turn Cost: 7— Weapon system damaQEd'

Gnr:

SORENSON IV

2
y 4
O
v
y 4
L
(a4
O
v

. Randomly reduce chance To Hit
— =3 - — =3 by 2 on Minigun or Autocannon.
. . 8 —  Torp Targeting Scanner
Decoys: (111 NN Gunner HEEN Decoys: (111 EEEN Gunner HEEN damaged. No torpedoes may be
PD: 1-4 (2) 4 Miniguns (360°) PD: 1-4 (2) 4 Miniguns (360°) fired until after the next game
fa) Drmg Cor: 16 || |To Hit: 2DB+ADE+3 a Drmg Cor: 16 || |To Hit: 2DB+ADB+3 turn.
- ons: Damage: Low+3t - ons: Damage: Low+3t 9 —  Hull breached. Reduce
Range: 2/5/12 Range: 2/5/12 Defensive Value by 3 and lose

two torps of the pilot's choice.
10 — Gunner killed. Gunner Miniguns
DAMAGE TRACK DAMAGE TRACK may no longer be fired.
11— Pilot dazed. Sorensen may not
move or fire the Autocannons
<E> <E> until after the next game turn.
w w The gunner may still fire while
the pilot is dazed.
12 — Reactor hit. Sorensen bursts
into an array of dust and space
junk.

68
68

9 9
4 4

BPV
BPV

l AutocAannon sPecs [l
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-10 hexes.

Long Range: 11-24 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

GamE Turn Recorp Track I vinicun sPecs

1121314156789 [10]11[12(13(14]|15]|16|17(18]19]20 Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-5 hexes.

Long Range: 6-12 hexes (-1 To Hit).

Printed in More Than Valor
© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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SPECTRE

P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 300

I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ +1§
Damage: Medium+4
Range: 1/2/6

Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

55

O

K7 e t

K| w 2]

o]

[4][= ][

BPV

GamvE Turn Recorp TRack

SPECTRE

: 55

BPV

P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 300

I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ +1§
Damage: Medium+4
Range: 1/2/6

Drive:

(R

DAMAGE TRACK

Tight Turn Cost:

O

K7 e €

K| w 2]

=]

[4][= ]

1123

4

9|67

8

9

10

11

12

13114115

16117118119

20

Printed in Hose Colos
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+3

I criTicAL HiTs I

2 —  Armored Cockpit. Plink!
Nothing has happened.

Engines sputter. Spectre may
only use 3 movement paints next
game turn. Reduce Defensive
Value by 6 due to additional
damage.

Electronic Warfare knocked
out. Spectre may no longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Torp Load Jettison. Mark off all
remaining torps.

Disruptorgun Targeters
damaged. Disruptorguns may
not be fired until after the next
game turn.

Hull compromised. Reduce
Defensive Value by 4.

Controls lock up. Spectre must
move straight ahead at
maximum speed next movement
phase. Afterwards Spectre may
maove normally.

Pilot dazed. Spectre may not
move until after the next game
turn.

Reactor hit. Spectre explodes
and is destroyed.

M-

12—

I DISRUPTORGUN SPECS ]

Short Range: 1 hexes (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

Special Note: If target's Defensive Value
has not been reduced by a critical
hit, add 1 to its Defensive Value.
Also, complerely ignore target's
Damage Reduction when resolving
a hit.
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Decoys: (111
P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 300

T
!
E

I Pilot I
Quad Stilettos (F)
To Hit: 2D8+ +3
Damage: Low O
Range: 3/9/10

Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

57

O

K7 e t

K| wle]

o] e [a]=]l

BPV

GamvE Turn Recorp TRack

!
!

57

BPV

Decoys: (111
P-D: 1-3 (1)
Dmg Con: 1-4
Tons: 300

I Pilot I
Quad Stilettos (F)
To Hit: 2D8+ +3
Damage: Low O
Range: 3/9/10

Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:

O

K7 t

K| w [q]

o] e [a]l= ]

1123

4

9| 6|78

9

10

11

12

13114115

16117118
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20

Printed in Hose Colos
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+3

I criTicAL HiTs I

2 —  Armored Cockpit. Plink!
Nothing has happened.

Engines sputter. Spectre may
only use 3 movement paints next
game turn. Reduce Defensive
Value by 6 due to additional
damage.

Electronic Warfare knocked
out. Spectre may no longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters damaged.
All turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Torp Load Jettison. Mark off all
remaining torps.

Stiletto damaged. Further To
Hit attempts by this weapon
suffer a -3.

Hull compromised. Reduce
Defensive Value by 4.

Controls lock up. Spectre must
move straight ahead at
maximum speed next movement
phase. Afterwards Spectre may
mave normally.

Pilot dazed. Spectre may not
maove until after the next game
turn.

Reactor hit. Spectre explodes
and is destroyed.

1M -

12—

I sTiLeTTO SPEcs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

O  Forevery 2 points the To Hit total
is aver the targets DV the Stiletto
does +1 damage.
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e Pilot s

TRy m— 1 Turbo Laser (F) m:.‘qrew -
To Hit: 2DB+4ADE Plt:
Damage: High Gnr:
Luck:
Decoys: O O O E— Pilot M BN Gunner A W | GUNNER A
P-D: 1-6 [6] Tractor Beam (F) 1 lon Ram (360') Gnr:
Dmg Con: 1-6 Lock-on < _ To Hit: 2D8B+A0H GUNNER B
Effect: Tow Damage: All Gnr:
FRONT DAMAGE TRACK
EEGunner BIN — <5> @ t
2 Meld Lasers
(360°) W * @ T
To Hit: |t b w| [XIOT
2D8+ADE +1 X
Damage:
Medium+1 Mk.20
@ Torps
QQ
LEFT SIDE F) RIGHT SIDE Q0
DAMAGE TRACK DTRAERa Valun DAMAGE TRACK | Q O
Mk.10 — -~ —
Torps & A
Q0O t @ S & & &
QQ T T lG;qr.me_:' BE
Q0 [ & | @ @) [t[*[@ Launcher
Q0 Tw ; T[w (360°)
QQ 4 4 <2> t Lock-on < __
.| @ t (% ‘-'ll'“'l - Qc_? Q000
*[T “’ : y LI T] | 88888
X|& Drive: [ 8 ] X[ Q0000
t (R) t
T X Tight Turn Cos: T X
REAR DAMAGE TRACK
- S T Tlelx] [ [@wl] [ [ Xt [P

X2

FROI\IT
CRITICAL HITS

2 —Pilot Killed. Spider may neither maove
nor fire pilots weapons. Defensive
value drops to 5.

3 —Too tough! No extra damage.

4 —Shields damaged. Reduce Defensive
Value by 1.

5 —Piloting Controls lock up. Spider may
not turn until after next Movement
Phase. )

8 —Gunner A killed. Gunner A’s lon Ram
may not be used.

7 —Cascading Hull collapse. Take 1d6
damage on all Damage Tracks.

8 —Pilot dazed. Spider may not move
until after next game turn.

596 by

:

Enterprises, Inc.

LEFT SIDE
CRITICAL HITS

2 —Structural damage. Take 2d4 mare
hits on Left and Right Damage Tracks.

3 —Torp jettison. All remaining tarps are
lost.

4 —Targeting System damaged. Al
weapons systems suffer -1 To Hit,

5 —Gunner B stunned. Gunner B's
weapaons may nat fire until after next
game turn.

6 —Maneuver Thrusters hit. All turns cost}
1 extra movement paint to perform.

7 —Gunner B killed. Weapons may not
fire.

8 —Electronic Warfare gone. Spider
cannot jam torps, Reduce Defensive

IGHT SIDE
CRITICAL HITS

2 —Structural damage. Take 2d4 mare
hits on Left and Right Damage Tracks.

3 —Torp jettison. All remaining torps are
Iost.

4 —Targeting System damaged. All
weapons systems suffer -1 Ta Hit,

5 —Gunner B stunned. Weapons may not
fire until after next game turn.

6 —Maneuver Thrusters hit. All turns
cost 1 extra movement point to
perform,

7 —Gunner B killed. Gunner B's weapons
may not fire.

8 —Electronic Warfare gone. Spider
cannot jam torps. Reduce Defensive

Value by 2

Pearmis

Value by 2

- CFIIT'I!CEA\LRH ITS -

2 —Rear Bulkhead folds. Take 2d6 mare
hits to Rear Damage Track and 2d4 on
Right and Left Damage Tracks.

3 —Maneuver Thrusters hit. All turns cost
1 extra movernent point to perform.

4 —Engine Hit. Drive is reduced by half,
round up.

5 —Electronic Warfare damaged. Reduce
Defensive Value by 2.

6 —Engine destroyed. Drive is reduced to
0 and Defensive Value drops to 5.

7 —Engine Stalls. For next turn anly Drive
is reduced ta O and Defensive Value
drops to 5.

8 —Reactor detonates. The Spider is
cansumed in a flash of destruction.
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Decoys: O
P-D: —

Dmg Con: 1-3
Tons: 125

18

BPV:

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Drive:
(R)

DAMAGE TRACK

=] | &

D] w pkle]2]

Tight Turn Cost:

+3

0.l SPIRIT RIDER

I Pilot NN
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Decoys: O
PD: —

Dmg Con: 1-3
Tons: 125

18

BPV

Drive:
(R)

DAMAGE TRACK

O] | K&

<D= w Pkle =]
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Tight Turn Cost:

+3

0.l SPIRIT RIDER

: 18

0.l SPIRIT RIDER B Bpv

: 18

BPV

Decoys: O

P-D: —

Dmg Con: 1-3
Tons: 125

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Tight Turn Cost:

Drive: .3
(R)

DAMAGE TRACK

D] | O]
D] w prl=]l=]X

I Pilot INEEEN
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Decoys: O
P-D: —

Dmg Con: 1-3
Tons: 125

Tight Turn Cost:

Drive: +3

(R)
DAMAGE TRACK

D] | K]
O] w Pkle]l=]X

B criTicAL HITS I

2 — Pilot killed. Spirit Rider may
perform no further actions.
Defensive Value drops to 5.

3 —  Engines destroyed. Spirit Rider
may not move or turn. Reduce
Defensive Value to 5.

4 —  Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

5 —  Maneuver Thrusters hit. Spirit
Rider may no longer turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Splattergun Targeters hit.
Reduce chance To Hit by 2.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 3.

9 —  Hull compromised. Reduce
Defensive Value by 4.

10 — Engines severely damaged.
Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

11 — Pilot dazed. Spirit Rider may
not move or fire torps until after
the next game turn.

12 — Reactor hit. Power supply
detonates; Spirit Rider is
destroyed.

l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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I Pilot NN I criTicAL HiTs I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2

Range: 2/6/10 3_

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

2 — Pilot killed. Spirit Rider may

perform no further actions.

Defensive Value drops to 5.

Engines destroyed. Spirit Rider

may not move or turn. Reduce

Defensive Value to 5.

4 —  Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

5 —  Maneuver Thrusters hit. Spirit
Rider may no longer turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Splattergun Targeters hit.

Decoys: Tight Turn Cost: Reduce chance To Hit by 2.

Eﬂ:ggon: _ Drive: 3 8 —  Evade Thrusters hit. Reduce

Tons: 125 R Defensive Value by 3.
DAMAGE TRACK 9 —  Hull compromised. Reduce

Decoys: O oy Tight Turn Cost:

PD: —
Dmg Con: — Drive: +3

Tons: 125 R)

DAMAGE TRACK

e
1]
a
e
E
e
o
v

g

~

1z .0.lll SPIRIT RIDER II

. . Defensive Value by 4.
a <5> @ E <5> @ 10 — Engines severely damaged.
o o BEInAa o e w ke ]l 2] < Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.
11 — Pilot dazed. Spirit Rider may
— I — I not move or fire torps until after
2 Splatterguns (F) 2 Splatterguns (F) the next game turn.
To Hit: 2DB+A0DB+1 To Hit: 2DB+ADB+1 ; 12 — Reactor hit. Power supply
- detonates; Spirit Rider is

Damage: Medium+2
Range: 2/6/10

Damage: Medium+2 ‘ ;
Range: 2/6/10 estroyed.

l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

Decoys: O Tight Turn Cost:
P-D: — .
Dmg Con: — Drive: +3

Decoys: O Tight Turn Cost:
PD: — .
Dmg Con: — Drive: +3

Tons: 125 (R)
DAMAGE TRACK
O] | K@)

Dl w Pk[e][=]X

Tons: 125 (R)

DAMAGE TRACK
D] | K
Dl w Pkle 2]

1z 1.0.lll SPIRIT RIDER II
1z 1.0.lll SPIRIT RIDER II

BPV
BPV

Operation: Dry Dock
© 1996 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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RN Pilot B I criTicAL HiTS I

4 Splatterguns (F) I A
To HFi't: EDBS:- +3 2 — Pilot killed. Spirit Rider may

perform no further actions.
Defensive Value drops to 5.

3 —  Engines destroyed. Spirit Rider
may not move or turn. Reduce
Defensive Value to 5.

4 —  Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

5 —  Maneuver Thrusters hit. Spirit
Rider may no longer turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Splattergun Targeters hit.

EEEEN Pilot IS
4 Splatterguns (F)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

Damage: Medium+6
Range: 2/6/10

o
o
Q
e
E
e
o
v

g

o

N

20 1.o.lll SPIRIT RIDER IlI

: Tight Turn Cost: : Tight Turn Cost: Reduce chance To Hit by 2.
pecoys: Drive: [15] .3 Decays: 0 Drive: .3 8 —  Evade Thrusters hit. Reduce
Dmg Con: 1-3 R Dmg Con: 1-3 R) Defensive Value by 3.
o DAMAGE TRACK e DAMAGE TRACK 8~ Hull compromised. Redtioe
= 3 efensive Value by 4.
a @ E @ 10 — Engines severely damaged.
) @EW%IBHE‘X ) @EW%IBHE\X Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.
11 — Pilot dazed. Spirit Rider may
I Pilot NN I Pilot IS not move or fire until after the
4 Splatterguns (F) 4 Splatterguns (F) next game_turn.
To Hit: 2D6+ +3 To Hit: 2D6+ +3 : 12 — Reactor hit. Power supply
Damage: Medium+6 Damage: Medium+6 detonates; Spirit Rider is
Range: 2/6/10 Range: 2/6/10 destroyed.

l SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

Tight Turn Cost: Tight Turn Cost:

E_etr)::oy_s: o Drive: 43
Dmg Con: 1-3 ®)
Tons: 125
DAMAGE TRACK
>
<Dl w ke 2] X

B-EEIJ:IDV—S: o Drive: 43
Dmg Con: 1-3 (R
Tons: 125
DAMAGE TRACK
o]
ofle ] w ke ][2]X

20 1.0.lll SPIRIT RIDER Il
20 1.0.lll SPIRIT RIDER Il

BPV
BPV

Sigurd Archdiocese
© 1990, 1995-1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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Special
Equipment
O Pilot
Biolink*

Decoys: O
P-D: 1-2 (1)
Dmg Con: —
Tons: 125

26 .0.lll SPIRIT RIDER IV

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Driv.e:F

(R

DAMAGE TRACK

Tight Turn Cost:

+3

BPV

O [&fe] | [elefefe]wpk]e] [=]X

Special
Equipment
O Pilot
Biolink*

Decoys: O
P-D: 1-2 (1)
Dmg Con: —
Tons: 125

26 1.0.lll SPIRIT RIDER IV

I Pilot NN
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Drive.:

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

BPV

0 [l

[ [efef o] wik]e] [=]X

ASP Technocracy
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26 .0.lll SPIRIT RIDER IV

BPV:

26 1.0.lll SPIRIT RIDER IV

BPV

Special
Equipment
O Pilot
Biolink*

Decoys: O
P-D: 1-2 (1)
Dmg Con: —
Tons: 125

I Pilot I
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Drive:

(R

DAMAGE TRACK

Tight Turn Cost:

+3

O[] | [efeffe]wpke] [=]X

Special
Equipment
O Pilot
Biolink*

Decoys: O
P-D: 1-2 (1)
Dmg Con: —

Tons: 125

I Pilot INEEEN
2 Splatterguns (F)
To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

Dri\u‘a:F

(R)

DAMAGE TRACK

Tight Turn Cost:

+3

0 [l

(=] o] w Pk[e]

[=]X]

B criTicAL HITS I

2 — Pilot killed. Spirit Rider may
perform no further actions.
Defensive Value drops to 5.

3 —  Engines destroyed. Spirit Rider
may not move or turn. Reduce
Defensive Value to 5.

4 —  Electronic Warfare knocked
out. Spirit Rider may no longer
jam torps. Reduce Defensive
Value by 5.

5 —  Maneuver Thrusters hit. Spirit
Rider may no longer turn.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Splattergun Targeters hit.
Reduce chance To Hit by 2.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 3.

9 —  Hull compromised. Reduce
Defensive Value by 4.

10 — Engines severely damaged.
Spirit Rider reduced to a Drive
value of 1. Reduce Defensive
Value by 7.

11 — Feedback: Pilot Brain Dead.
Spirit Rider may perform no
further actions. Defensive Value
drops to 5.

12 — Reactor hit. Power supply
detonates; Spirit Rider is
destroyed.

H SPLATTERGUN SPECS i

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

* Pilot fires during
Gunner Phase.
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y 4 | ==TrvE=
>
Mk. 50§ Mk. 20
m Torps Torps
N 0
[ 0
N
e 0
(7]

I Pilot NN
1 Disintegrator (F)
To Hit: 2D8+
Damage: High §
Range: 1/3/12
Target SR <11

BN Gunner A N
2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/8/20
Target SR <12

I Pilot I
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

FRONT DAMAGE TRACK

I Gunner B N
2 Meld Lasers (F)
To Hit: 2D8+ +1
Damage: Medium+1
Range: 6/8/20
Target SR <12

Il Crew IN
PILOT

Plt:

Gnr:

GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNER C
Gnr:

NN Gunner A EEEE 0 <4> @ w @ EE Gunner B I
4 Pulse Lasers t @ w t 4 Pulse Lasers
(FAL) (F) W (F) (FQR)
To Hit: 2D8+ +3 t t t % To Hit: 2D8+ +3
Damage: Low+3 w Damage: Low+3
Range: 6/8/20 w X %K X Range: 6/8/20
LEFT SIDE @ RIGHT SIDE
DAMAGE TRACK — (F) — DAMAGE TRACK
erensive value
= © 0 ot 0 © ©
)
X E & 3 X
t w S 2 t w
% w %K w
X t <2> @ X t
X 2 /. X
g &
(0) (€
Decoys: [111J 19 @
P-D: 1-7 (4) .
Drmg Con: 1-7 Drive:[11]
Tons: 1200 (R)
Tight Turn Cost:
EEEN Gunner C IR +4 H Gunner C I
Missile Launcher (360°) 4 Pulse Lasers
Lock-on < @ (RGL) (R) (RGR)
To Hit: 2D8+ +3
Ty) Damage: Low+3
(| Range: 6/8/20
. REAR DAMAGE TRACK
3 : CENaoNntE w |
o X K] R IX
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Pilot dazed. Raven may not move
nor fire Pilot weapons until after
next game turn.

3 — Torps jettison. All remaining torps
are lost.

4 — Shields damaged. Reduce
Defensive Value by 1.

5 — Meld Lasers Targeting system hit.
Reduce each Meld Laser's chance
To Hit by 1.

6 — Disintegrator loses power. [t
cannot fire until after next turn.

7 — Heavy structural damage. 3 hits on
each Damage Track.

8 — Pilot killed. Raven cannat fire Pilot

weapans or move. Defensive Value
drops to 5.

Reprinted in Operation: Dry Dock

2 — Structural damage. 5 hits on the
Left and 2 on the Right.

3 — Gunner A’'s Meld Lasers damaged. | 3 —
\Weapon system suffers -3 To Hit.

4 — Shields damaged. Reduce 4—
Defensive Value by 2.

5 — Structural damage. Take 3 hitsto | 5 —
the Front damage track.

6 — Gunner A’s Pulse Lasers 6—
damaged. \Weapon system suffers
-2 To Hit.

7 — Gunner A killed. His or her 7—
weapans may not be fired.

8 — Electronic Warfare gone. Raven 8—

may no longer jam torps. Reduce
Defensive Value by 2.

© 1990, 1995, 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

2 — Structural damage. 5 hits on the

Right and 2 on the Left.

Gunner B’s Meld Lasers damaged.
Weapon system suffers -3 To Hit.
Shields damaged. Reduce
Defensive Value by 2.

Structural damage. Take 3 hits to
the Front damage track.

Gunner B's Pulse Lasers
damaged. \Weapon system suffers
-2 To Hit.

Gunner B killed. His or her
weapons may not be fired.
Electronic Warfare gone. Raven
may no longer jam torps. Reduce
Defensive Value by 2.

2 — Rear bulkhead collapses. Take 10

more hits on this Damage Track.
Gunner C’s Pulse Lasers
damaged. \Weapon system suffers
-1 To Hit.

Shields damaged. Reduce
Defensive Value by 1.

Missile Launcher hit. It loses 1D6
missiles.

Maneuver Thrusters hit. All turns
cost 1 extra movement point to
perfarm.

Gunner C killed. His or her
weapons may nat be fired.
Reactor detonates. Star Raven is
completely destroyed.
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< N TPV I Pilot I I Gunner A BN BN Crew IN
1 Disintegrator (F) 1 Disintegrator (F) PILOT
- To Hit: 2D8+ To Hit: 2D8+ Pi
n Damage: High § Damage: High § Gnr:
Range: 1/3/12 Range: 1/3/12 -
Target SR <11 Target SR <11 GUNNER A
Mk. 30 |Mk. 20 Gnr:
Torps Torps I Pilot I BN Gunner B N GUNNER B
O 0 4 Pulse Lasers (F) 1 Disintegrator (F) Gnr:
z 5 5 To Hit: 2D8+ADB+3 To Hit: 2D8+ GUNNER C
u 0 Damage: Low+3 Damage: High § Gnr:
Range: 3/9/10 Range: 1/3/12
> (] Target SR =11
< FRONT DAMAGE TRACK
ﬁ B Gunner A BN N @ < wl @ BN Gunner B EEEE
4 Pulse Lasers t @ w t 4 Pulse Lasers
(FQL) (F) A £ 2 m (F) (FGR)
To Hit: 2D8+ +3 To Hit: 2D8+ +3
Damage: Low+3 w Damage: Low+3
b Range: 6/8/20 w X %K X Range: 6/8/20
LEFT SIDE @ RIGHT SIDE
DAMAGE TRACK (A DAMAGE TRACK
Defensive Value
O © <D - 11 O ) D)
K Kl I~ - 3 K
TR N @ T
X t 13 ‘ X t
SIS | [ [ X
Decoys: O11J v S
P-D: 1-7 (B) .
Drmg Con: 1-7 Drive:[11]
Tons: 1200 (R)
Tight Turn Cost:
EEEN Gunner C IR +4 H Gunner C I
Missile Launcher (360°) 4 Pulse Lasers
Lock-on < @ (RGL) (R) (RGR]
To Hit: 2D8+ +3
0 Damage: Low+3
(Y| Range: 6/8/20
-—
.n REAR DAMAGE TRACK
a O @ ECHEES W |
a X kv ] EI 161 1 I ES
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Pilot dazed. Raven may not move 2 — Structural damage. 5 hits on the 2 — Structural damage. 5 hits on the 2 — Rear bulkhead collapses. Take 10
nor fire Pilot weapons until after Left and 2 on the Right. Right and 2 on the Left. more hits on this Damage Track.
next game turn. 3 — Gunner A’s Disintegrator 3 — Gunner B’s Disintegrator 3 — Gunner C's Pulse Lasers
3 — Torps jettison. All remaining torps damaged. \Weapon system suffers damaged. \Weapon system suffers damaged. \Weapon system suffers
are lost. -3 To Hit. -3 To Hit. -1 To Hit.
4 — Shields damaged. Reduce 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce 4 — Shields damaged. Reduce
Defensive Value by 1. Defensive Value by 2. Defensive Value by 2. Defensive Value by 1.
5 — Meld Lasers Targeting system hit. | 5 — Structural damage. Take 3 hitsto | 5 — Structural damage. Take 3 hits to 5 — Missile Launcher hit. It loses 106
Reduce each Meld Laser's chance the Front damage track. the Front damage track. missiles.
To Hit by 1. 6 — Gunner A’s Pulse Lasers 6 — Gunner B's Pulse Lasers 6 — Maneuver Thrusters hit. All turns
6 — Disintegrator loses power. [t damaged. \Weapon system suffers damaged. \Weapan system suffers cost 1 extra movement point to
cannot fire until after next turn. -2 To Hit. -2 To Hit. perform.
7 — Heavy structural damage. 3 hits on | 7 — Gunner A killed. His or her 7 — Gunner B killed. His or her 7 — Gunner C killed. His or her
each Damage Track. weapons may not be fired. weapons may not be fired. weapons may nat be fired.
8 — Pilot killed. Raven cannot fire Pilot | 8 — Electronic Warfare gone. Raven 8 — Electronic Warfare gone. Raven 8 — Reactor detonates. Star Raven is
weapans or move. Defensive Value may no longer jam torps. Reduce may no longer jam torps. Reduce completely destroyed.
drops to 5. Defensive Value by 2. Defensive Value by 2.

Reprinted in Operation: Dry Dock
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STINGER

N Pilot I
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

STINGER

I Pilot I
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

B criTicAL HITS I

2 — Pilot killed. Stinger may
perform no further actions.
Defensive Value drops to 5.

3 — Torp Loads jettison. Remave
any remaining torp load.
4 —  Electronic Warfare knocked

out. Stinger may no longer jam
torps. Reduce Defensive Value
by 3.

5 —  Major Structural Damage
inflicted. Stinger takes 1D4
more hits.

6 — Shields damaged. Reduce

1o. 1l
I.D. -

Defensive Value by 2.
7 — Splattergun Targeter hit.

—— ' Tight Turn Cost: —— 4 ) Tight Turn Cost: Reduce chance To Hit by 2.
pocoys: | Drive: - P | Drive: 3 8 —  Evade Thrusters hit. Reduce
Dmg Con: 1-2 a — Dmg Con: 1-2 A E— Defensive Value by 4.

L] | LTons 190 Lo [ [Tons 100 9 —  Splattergun hit. Weapon may

~ DAMAGE TRACK . DAMAGE TRACK no longer be fired.

10 — Engines damaged. Stinger
reduced to a Drive value of 1.
Reduce Defensive Value by B.

11 — Pilot dazed. Stinger may not
move or fire until after the next
game turn.

O [rs] & [re]le k] w [=] & [2] ] O [re] & [re]le k] w [=] £ [2]X]

BPV:
BPV:

I Pilot NN
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

I Pilot I
1 Splattergun (F)
To Hit: 2D6+
Damage: Medium
Range: 2/6/10

12 — Reactor hit. This Stinger's
been swatted.

B sPLATTERGUN SPECS

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-G hexes.
Long Range: 7-10 hexes (-1 To Hit).

STINGER
STINGER

Tight Turn Cost:
Decoys: [T

P-D: — Drive: +3
Dmg Con: 1-2 = I
Tons: 100 (R

Tight Turn Cost:
Decoys: [T

P-D: — Drive: +3
Dmg Con: 1-2 R -
Tons: 100 (R

18

DAMAGE TRACK DAMAGE TRACK

O [re] & [re]le k] w [=] £ [2] ] O [re] & el k] w [=] £ [2]X]

BPV

Silent Death: Fighter Tactics Manual
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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STINGRAY

s BPV

HEl Gunner A Il
Missile
Launcher
(BFQL) (F) (BFQR)

I Gunner A
2 Splatterguns
(BFQL) (F) (BFAR)

To Hit: 2D6+ +1

Lock-on < ___ Damage: Medium+2

O L[]

gogod
gogod
gogod
gogod

1-2/3-6/7-10

0O P-DB: 1-6
FRONT LEFT QUARTER
DAMAGE TRACK

LL LT IRe, [w[ [ ][]
bkl [ [ [wl [ ] le [R] | [&] |
| w|of [2] DK [XIe] | | [&] [X]w]
Lol [ el [T 11 [X

0 P-DB: 15

REAR LEFT QUARTER
DAMAGE TRACK

L LT IRDw] e | [ ] ][R ]w]
el | Ixlw] | e | [2de] [X]X]
o | [X[dfw] [ [ | & [ 1] [X

E3C3
ES

Il Gunner B Il

EEN Gunner B I

M Torp Crew F B

B Gun Crew E H

Plazprojector
] [R]
(BFAL)(F)(BFQR)

To Hit:xD8+
Damage: All
—/15/—

Defensive Value
13

Turn Cost: 4

I Gun Crew D HN
2 lon Cannons
CAPTAIN
RIRIE] Cpn:
(BFQL) (F) (BFGR) PILOT
To Hit: 2D8+ +1 Plt:
Damage: (All+2) X 2
1-8/9-16/17-30 Gnr:
Target SR < 6

Il Crew Il

Gnr:
Gnr:
Gnr:
Gnr:

Gnr:

Gnr:

GUNNER A
GUNNER B
GUNNERC
CREWD
CREWE
TCREWF

TCREWG

O P-DB: 1-6
FRONT RIGHT QUARTER
DAMAGE TRACK

L [RIE]
CIMEIES O
L L] [~
HENCE

] ]
L qwl [ [ e [X] |
21 K [Xjel | | |e
o [ [ [ 1] [X

0O P-DB: 1-5
REAR RIGHT QUARTER
DAMAGE TRACK

O LLLT T [Rwl [oda] [ ] ] ]
kol el 1 [ [X[w] | |of [ [2]&]
wix] o [ [R[JOlw] | | | [&f | |

M Torp Crew G H

EEN Gunner C HEE H Gunner C H

Missile 2 Splatterguns 2 Torpedo Tubes 2 Torpedo Tubes 2 Splatterguns Missile
Launcher (SFQL) (SRAL) (R) B3B3 (B[R] (SFQR) (SRAR) (R) Launcher
(SFGL) (SRAL) (R) To Hit: 2D6+ +1 (SFQL) (SFQR) To Hit: 2D6+ +1 (SFQAR) (SRAR) (R)
Lock-on < ___ Damage: Medium+2 Damage: Medium+2 Lockon < ___
00000 1-2/3-6/7-10 1-2/3-6/7-10 ooooog
ooogo goood
ooogo goood
ooogo goood
1886, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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FRONT LEFT
CRITICAL HITS
2— Electronic Warfare gone. Stingray may no
longer jam torps. Reduce Defensive Value by 2.

3— Point defense system destroyed.

4— Minor structural damage. Take 5 more hits on
this track.

5— Plazprojector loses power. \Weapon may not
fire next turn.

6— Hull stability compromised. -3 Defensive Value

7— Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

8— Twin splatterguns A damaged. Penalize to Hit
attempts by -2.

9— Plazprojector damaged. Penalize to Hit
attempts by -2.

10— Gunner A killed. This gunner’s weapons may
not be fired.

11— Plazprojector crew killed. Blast kills 1D4
crew.

12— Bridge hit! Bridge crew is stunned. Stingray
may not use bridge functions next turn.

REAR LEFT

_ Rehedd

2— Bridge hit! The captain is killed. Player may no
longer use Captain die.

3— Major structural damage. Take 10 more hits
on this damage track.

4— Torpedo magazine hit. 1D10 torpedoes are
destroyed.

5— Twin Splattergun B damaged. \Weapon suffers
-2 penalty to hit.

6— Torpedo room loses power. No torps may be
fired next turn.

7— Missile Launcher B malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Torpedo room hit. Torpedo room loses a crew.
10— Gunner B killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is not available. Lose 1D4 crew.

12— Reactor hit. Stingray becomes a gaseous
cloud.

STINGRAY

Electronics
Jam: 1-2 on 1D4

ECM: none

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control:1-5

Stern Torpedo
Magazine

© 1896, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

CRITICAL HITS
2— Electronic Warfare gone. Stingray may no
longer jam torps. Reduce Defensive Value by 2.

3— Point defense system destroyed.

4— Minor structural damage. Take 5 more hits on
this track.

5— Plazprojector loses power. \Weapon may not
fire next turn.

6— Hull stability compromised. -3 Defensive Value

7— Missile Launcher A malfunction. Lose 1D10
Remaining missiles.

8— Twin splatterguns A damaged. Penalize to Hit
attempts by -2.

9— Plazprojector damaged. Penalize to Hit
attempts by -2.

10— Gunner A killed. This gunner’s weapons may
not be fired.

11— lon cannon crew killed. Blast kills 1D4 crew.

12— Bridge hit! Bridge crew is stunned. Stingray
may not use bridge functions next turn.

REAR RIGHT

_ Peedhmd

2— Bridge hit! The captain is killed. Player may no
longer use Captain die.

3— Major structural damage. Take 10 more hits
on this damage track.

4— Torpedo magazine hit. 1D10 torpedoes are
destroyed.

5— Twin Splattergun C damaged. \Weapon suffers
-2 penalty to hit.

6— Torpedo room loses power. No torps may be
fired next turn.

7— Missile Launcher C malfunction. Lose 1D10
missiles.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Torpedo room hit. Torpedo room loses a crew.

10— Gunner C killed. This gunner’s weapons may
not be fired.

11— Engineering section destroyed. Damage
control is not available. Lose 1D4 crew.

12— Reactor hit. Stingray becomes a gaseous
cloud.
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ooooo
ooooo
ooooo

HE Gunner A Il
6 Pulse Lasers
(BRAL) (BFAL) (F)

(BFQAR) (BRAR)
To Hit: 2D8+ +5
Damage: Low+5

Gunner A

I Gun Crew | I
"Evil Eye" (3KF)

To Hit: 2D10+

Damage: All x 1D4

Range: 8/17/25

]

I Gunner A N

Range: 3/9/10

Launcher
(BRAL) (BFAL) (F)
(BFAR) (BRAR)
Lock-on <

I Gunner A I
Mine Sweeper
(BRAL) (BFAL) (F)
(BFGR) (BRGR)

To Hit: 2D8+

Damage: High+2
Range: 2/5/6
Target SR<5

HE Gunner C I
6 Pulse Lasers
(BRQAL) (BFQAL) (F)
(BFGR) (BRGAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner D HEEE
6 Pulse Lasers %]
(BRAL) (BFQAL) (F)
(BFQAR) (BRAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner B
6 Pulse Lasers
(BRAL) (BFAL) (F)

(BFQR) (BRAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

I Gunner B I
Mine Sweeper
(BRGL) (BFAL) (F)
(BFQAR) (BRGR)

To Hit: 2D8+

Damage: High+2
Range: 2/5/6
Target SR<5

HElCrew HN
CAPTAIN
Cpn:

PILOT

Plt:

GUNNER A
Gnr:

GUNNER B

Gnr:

GUNNER C

Gnr:

GUNNER D

Gnr:

GUNNER E

Gnr:
GUNNER F

STINGRAY QVP

ooOooo sur
GUNNER G
O P-DB: 1-6 Gnr:
FRONT RIGHT QUARTER GUNNER H

DAMAGE TRACK L
CREW |

0O P-DB: 1-6
FRONT RIGHT QUARTER
DAMAGE TRACK

L Iwl L[] XS] [w] L] L] R W] |G
L[ o RS [ [ [v] @ ||| @ [XPKIG] | | [w] 1|CREW
& [R] [wiel | [ [ | i i [ [x] [wie] | | [ | |w] :

PRl e | | | [X]w] / \ 2 Dlw Xl | | e [R]w]

L 1 1ol [ [« [ [ [X] [ | o [ Iw] [ ] IX]

0 P-DB: 15

REAR RIGHT QUARTER
DAMAGE TRACK

| L] [2]w] : O L LT IRW[  L L[] ] [R]w]
cklefe] [ | | [X]w] | & [ [1] | [2]X
whiolel [ (X[ fw] | [ [ (@ | [ ] [X]

'
l
l
l

0 P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

O Gl LT[ (x[w] [+ |
ckiefe] [ | | [2]w] | |&f [ [1] | [2]X
wixolef [ R[] fwl | [ [ [&f | | ] IX

Turn Cost: 4

: 636

BPV

HE Gunner E I
6 Pulse Lasers [3]
(SFQAL) (SRAL) (R)
(SRQAR) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner F HEE
6 Pulse Lasers [2]
(SFQL) (SRAL) (R)
(SRAR) (SFQAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner G I
6 Pulse Lasers [2]
(SFQAL) (SRAL) (R)
(SRQAR) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner H I
6 Pulse Lasers [3]
(SFQAL) (SRAL) (R)
(SRQAR) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Il Gun Crew J N
3 Repeating
Blasters [2[3]

(SFQAL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D6+ +2
Damage: (High+4) x2
Range: 3/8/15

Q'raj Void Protectorate

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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2 —

3_
4 —

10 —

11 —
12 —

FRONT LEFT
CRITICAL HITS

Electronic Warfare gone. Stingray may no
longer jam torps. Reduce Defensive Value by
2.

Point defense system destroyed.

Minor structural damage. Take 5 more hits
on this track.

Evil Eye loses power. \Weapon may not fire
next turn.

Hull stability compromised. Reduce
Defensive Value by 3.

Gunner A Killed. This gunner’s weapons
may not be fired.

Pulse Laser A damaged. Penalize to Hit
attempts by -2.

Evil Eye damaged. Penalize to Hit attempts
by -2.

Gunner C killed. This gunner’s weapons
may not be fired.

Evil Eye crew killed. Blast kills 1D4 crew.

Bridge hit! Bridge crew is stunned. Stingray
may not use bridge functions next turn.

10 —

11 —

12 —

REAR LEFT

-

Bridge hit! The captain is killed. Player may
no longer use Captain die.

Major structural damage. Take 10 more
hits on this damage track.

Pulse Laser F damaged. \Weapon suffers -4
penalty to hit.

Pulse Laser E damaged. \Weapon suffers
-4 penalty to hit.

Repeating Blaster J loses power. \Weapon
may not be fired next turn.

Drive hit. Reduce Drive by 2.

Engineering hit! Damage Control is not
available until after next turn.

Repeating Blaster hit. \\eapon looses 1
crew.

Gunner killed. Randomly mark off Gunner E
or F. That weapon may not be fired.

Engineering section destroyed. Damage
control is not available. Lose 1D4 crew.

Reactor hit. Stingray becomes a gaseous
cloud.

Q'raj Void Protectorate

STINGRAY QVP

Tons: 5100

Electronics
Jam: 1-2 on 1D4

ECM: none

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control:1-5

CRITICAL HITS

2 —

3_
a4 —

10 —

11 —
12 —

Electronic Warfare gone. Stingray may no
longer jam torps. Reduce Defensive Value by

Point defense system destroyed.

Minor structural damage. Take 5 more hits
on this track.

Evil Eye loses power. \Weapon may not fire
next turn.

Hull stability compromised. Reduce
Defensive Value by 3.

Gunner B Killed. This gunner’s weapons
may not be fired

Pulse Laser B damaged. Penalize to Hit
attempts by -2.

Evil Eye damaged. Penalize to Hit attempts
by -2.

Gunner D killed. This gunner’s weapons may
not be fired.

Evil Eye crew killed. Blast kills 1D4 crew.

Bridge hit! Bridge crew is stunned. Stingray
may not use bridge functions next turn.

CRITICAL HITS

10 —

11 —

12 —

Bridge hit! The captain is killed. Player may
no longer use Captain die.

Major structural damage. Take 10 more
hits on this damage track.

Pulse Laser G damaged. \\Weapon suffers -4
penalty to hit.

Pulse Laser H damaged. \Weapon suffers
-4 penalty to hit.

Repeating Blaster loses power. \Weapon
may not be fired next turn.

Drive hit. Reduce Drive by 2.

Engineering hit! Damage Control is not
available until after next turn.

Repeating Blaster hit. \Weapon looses 1
crew.

Gunner killed. Randomly mark off Gunner G
or H. That weapon may not be fired.

Engineering section destroyed. Damage
control is not available. Lose 1D4 crew.

Reactor hit. Stingray becomes a gaseous
cloud.
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HE Gunner A Il
6 Pulse Lasers
(BRAL) (BFAL) (F)

(BFQAR) (BRAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Gunner A

I Gunner A I
Mine Sweeper
(BRAL) (BFAL) (F)
(BFGR) (BRGR)

To Hit: 2D8+
Damage: High+2
Range: 2/5/6

HE Gunner C I
6 Pulse Lasers
(BRQAL) (BFQAL) (F)
(BFGR) (BRGAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Il Gun Crew EIN

"Evil Eye" (3KF)

To Hit: 2D10+
Damage: All x 1D4

Range: 8/17/25

Gunner B

HE Gunner D HEEE
6 Pulse Lasers %]
(BRAL) (BFAL) (F)
(BFQAR) (BRAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

HE Gunner B
6 Pulse Lasers
(BRAL) (BFAL) (F)

(BFQR) (BRAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

I Gunner B I
Mine Sweeper
(BRGL) (BFAL) (F)
(BFQAR) (BRGR)

To Hit: 2D8+
Damage: High+2
Range: 2/5/6

HElCrew HN
CAPTAIN
Cpn:

PILOT

Plt:

GUNNER A
Gnr:

Gnr:
Gnr:
Gnr:

Gnr:

GUNNER B
GUNNER C
GUNNER D

GUNNER E

GUNNER F
Gnr:
GUNNER G
Gnr:
GUNNER H
Gnr:

CREW |
Gnr:

M CREW J
Gnr:

M CREW K
Gnr:

O P-DB: 1-6
FRONT LEFT QUARTER
DAMAGE TRACK

LU e[ [ ][RI w] _ N
L LT e [2PKE] [ w] '

| lo [R] [wief [ [ [ ] |w
l l
l l

O P-DB: 1-6
FRONT RIGHT QUARTER
DAMAGE TRACK

L[ [ [ [ [Z[¢]
HCEEEICH
[ wiel | | |
{
{

|
|

HE

|
|
L HE
[%|w
LI

2 Kwxje] | | |e

O [ o] | [w]

*
|

2 prlw Xl | | & [R]w]
N X 2 A

|
L1
|_le
12 ]
L1

g
3
Ll
Zz
2
3
o 4
9=
5
O
Z
=
v

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OCL L LT Rl BT[] (2w : O 1]
cklele] [ | [ [X[w] | & [ [+] [ [2]X] klele]]
whxiolel [ (X[ fw] | [ [ [&f | [ ] [X] IES QX 2

0 P-DB: 1-5
REAR RIGHT QUARTER
DAMAGE TRACK

I < 7 I Y I O I I A 4T
L [E[w] | o [ [+ [ [2]X
3 2 O 2 A A Y

Turn Cost: 4

EEE CrewJ HEN
2 Mine Layers

HE Gunner E I
6 Pulse Lasers [3]

HE Gunner F HEE
6 Pulse Lasers [2]

HE Gunner G I
6 Pulse Lasers [2]

E Gunner HEEl ] EEE Crew K IR
6 Pulse Lasers [7] 2 Mine Layers

(Stern)

(SFGL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

(SFQAL) (SRAL) (R)
(SRAR]) (SFQAR)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

(SFQAL) (SRAL) (R)
(SRAR]) (SFQARY)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

To Hit: 2D8+

(SFQAL) (SRAL) (R)
(SRAR]) (SFAR)
+5
Damage: Low+5
Range: 3/9/10

(Stern)

May place 1 minefield of any size per Mine Crew, per Movement Phase.

At end of the Movement Phase each livin

Mine Crew may activate 1 new

minefield placed by this ship by rolling under its gunner skill. Otherwise
the minefield activates as normal.

Q'raj Void Protectorate
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FRONT LEFT
CRITICAL HITS

2 —

3_
4 —

10 —

11 —
12 —

Electronic Warfare gone. Stingray may no
longer jam torps. Reduce Defensive Value by

Point defense system destroyed.

Minor structural damage. Take 5 more hits
on this track.

Evil Eye loses power. VWeapon may not fire
next turn.

Hull stability compromised. Reduce
Defensive Value by 3.

Gunner A Killed. This Gunner’s weapons
may not be fired.

Pulse Laser A damaged. Penalize to Hit
attempts by -2.

Evil Eye damaged. Penalize to Hit attempts
by -2.

Gunner C killed. This gunner’s weapons
may not be fired.

Evil Eye crew killed. Blast kills 1D4 crew.

Bridge hit! Bridge crew is stunned. Stingray
may not use bridge functions next turn.

REAR LEFT

-

10 —

11 —

12 —

Bridge hit! The captain is killed. Player may
no longer use Captain die.

Major structural damage. Take 10 more
hits on this damage track.

Pulse Laser F damaged. \Weapon suffers -4
penalty To Hit.

Pulse Laser E damaged. \Weapon suffers
-2 penalty to hit.

Mine laying bay J loses power. It may not
deploy mines this turn.

Drive hit. Reduce Drive by 2.

Engineering hit! Damage Control is not
available until after next turn.

Mine Magazine hit. 1D10 mines are
destroyed.

Gunner killed. Randomly mark off Gunner E
or F. That weapon may not be fired.

Engineering section destroyed. Damage
control is not available. Lose 1D4 crew.

Reactor hit. Stingray becomes a gaseous
cloud.

Q'raj Void Protectorate

STINGRAY QVP (ML)

Tons: 5100

Electronics
Jam: 1-2 on 1D4

ECM: none

Bridge
Captain:
Pilot:

TOC: None

Engineering
Damage Control:1-5

Stern Mine
Magazine

© 1998 by Iron Crown Enterprises,

2 —

3
4 —

10 —

11 —
12 —

CRITICAL HITS

Electronic Warfare gone. Stingray may no
longer jam torps. Reduce Defensive Value by

Point defense system destroyed.

Minor structural damage. Take 5 more hits
on this track.

Evil Eye loses power. \WWeapon may not fire
next turn.

Hull stability compromised. Reduce
Defensive Value by 3.

Gunner B Killed. This gunner’s weapons
may not be fired

Pulse Laser B damaged. Penalize to Hit
attempts by -2.

Evil Eye damaged. Penalize to Hit attempts
by -2.

Gunner D killed. This gunner’s weapons may
not be fired.

Evil Eye crew killed. Blast kills 1D4 crew.

Bridge hit! Bridge crew is stunned. Stingray
may not use bridge functions next turn.

2 —

3 —

4 —

10 —

11 —

12 —

CRITICAL HITS

Bridge hit! The captain is killed. Player may
no longer use Captain die.

Major structural damage. Take 10 more
hits on this damage track.

Pulse Laser G damaged. \Weapon suffers
-4 penalty To Hit.

Pulse Laser H damaged. \Weapon suffers
-2 penalty to hit.

Mine laying bay K loses power. It may not
deploy mines this turn.

Drive hit. Reduce Drive by 2.

Engineering hit! Damage Control is not
available until after next turn.

Mine Magazine hit. 1D10 mines are
destroyed.

Gunner killed. Randomly mark off Gunner G
or H. That weapon may not be fired.

Engineering section destroyed. Damage
control is not available. Lose 1D4 crew.

Reactor hit. Stingray becomes a gaseous
cloud.

Inc. Permission granted to photocopy for personal use.
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I Pilot I | Crew |
1 Gungnir (F) PILOT
To Hit: 2D8+ +6 Plt:

Damage: Medium+2 of || Gnr:
Range: 5/10/16
Target SR <13 GUNNER A

Gnr:

I Pilot I

Gnr:

GUNNER B

Missile Launcher (F)

Lock-on <

~
<
<&

Tight Turn Cost:

+3

Decoys:

o EEE Gunner A EEEEN
NN 1 Impulsegun (360°)
To Hit: 2D8+
Damage: High

P-D: 1-6 (3)
Dmg Con: 1-3
Tons: 895

Range: 3/8/10

EEEN Gunner B Il j (EEEN Gunner B N
Missile Launcher 2 Blatguns (R)
(RAL) (R) (RAR) To Hit: 2D6+ +1
Lock-on <____ Damage: High
110 010 Range: 2/6/10
110 010 Target SR <13

DAMAGE TRACK

K
ESES
5]

Sigurd Archdiocese

: 90

BPV

I Pilot NN ) | (my Cow B
1 Gungnir (F) PILOT
To Hit: 2D8+ +6 Plt:

Damage: Medium+2 Jj||Gnr:
Range: 5/10/16
Target SR <13 GUNNER A

Gnr:

I Pilot N

Gnr:

GUNNER B

Missile Launcher (F)

Lock-on <

&
¢
&

+3

e EEEEN Gunner A EEEEN
0o 1 Impulsegun (360°)
E‘D: 10‘8 [31] 3 To Hit: 2D8+

Mo s Damage: High

Decoys:

Tons: 995
Range: 3/8/10

EEEN Gunner B ) |EEEN Gunner B I
Missile Launcher 2 Blatguns (R)
(RGAL) (R) (RAR) To Hit: 2D6+ +1
Lock-on < Damage: High
10 0110 Range: 2/6/10
10 0110 Target SR <13

DAMAGE TRACK

g
EIES
5]

@)

Tight Turn Cost:

I criTicAL HiTs I

2 —  Pilot killed. Storm may not
move, nor may Pilot's weapons
fire. Defensive value drops to

5.

3 — Missile Launcher Destroyed

4 — Compartment depressuriza-
tion. Gunner A killed instantly.

5 — Magnetic fluctuation. Gungnir
may nat fire next turn.

6 — Crystantium crack. Reduce
Damage Reduction to O.

7 — Impulsegun rotator hit.

Impulsegun loses 360° arc.
Roll 106 to randomly determine
what arc weapon is stuck in for
remainder of encounter.

8 — Engine hit. Reduce Drive by 3.

9 —  Gungnir Targeter damaged.
Madify To Hit by -5.

10 — Wiring short. Gunner B is
electrocuted.

11 — Blat jam. Blatguns may not fire
until after next game turn.

12 — Hull fractured. Storm cracks
up into useless space junk.

I sLATGUN sPEcSs

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

Il GUNGNIR SPECS /[l

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-10 hexes.

Long Range: 11-16 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

d May hit all torps in one hex targeting
one ship, if at short range.

I 'viPULSEGUN SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: S-10 hexes (-1 To Hit).
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I Pilot NN
1 Gungnir (F)
To Hit: 2D8+ +6

Damage: Medium+2 9
Range: 5/10/16
Target SR <13

I Pilot I
Missile Launcher (F)
Lock-on <

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

Gnr:

GUNNER B

Q@
S
&

+3

Decoys: (1111
P-D: 1-8 (3)
Dmg Con: 1-4
Tons: 895

I Gunner A I
1 Impulsegun (360°)
To Hit: 2D8+

Damage: High
Range: 3/8/10

Missile Launcher
(RAL) (R) (RAR)
Lock-on <
[IT1TT] 1117
[IT1TT] 1117

I Gunner B N

I Gunner B I
lon Ram
(RAL) (R) (RAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

DAMAGE TRACK

K

W
K

&

100

o]

BPV

Sigurd Archdiocese

Tight Turn Cost:

: 100

BPV

I Pilot NN
1 Gungnir (F)
To Hit: 2D8+ +B6

Damage: Medium+2 9
Range: 5/10/16
Target SR <13

I Pilot I
Missile Launcher (F)
Lock-on <

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

Gnr:

GUNNER B

e
3
&

+3

Decoys: (1111
P-D: 1-8 (3)
Dmg Con: 1-4
Tons: 995

I Gunner A I
1 Impulsegun (360°)
To Hit: 2D8+

Damage: High
Range: 3/8/10

I Gunner B I

Missile Launcher
(RAL) (R) (RAR)
Lock-on <
ITTT] 11T
ITTT] 11T

I Gunner B I
lon Ram
(RAL) (R) (RAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

DAMAGE TRACK

K

o}

(=]

@)

Tight Turn Cost:

I criTicAL HiTs I

2 —  Pilot killed. Storm may not
move, nor may Pilot's weapons
fire. Defensive Value drops to
5.

3 — Missile Launcher Destroyed.
Random Missile Launcher is
destroyed, and may no longer

be used.

4 — Compartment depressuriza-
tion. Gunner A killed instantly.

5 — Magnetic fluctuation. Gungnir
may not fire next turn.

6 — Crystantium crack. Reduce
Damage Reduction to O.

7 — Impulsegun rotator hit.

Impulsegun loses 360° arc.

Roll 106 to randomly determine
what arc weapon is stuck in for
remainder of encounter.

8 —  Engine hit. Reduce Drive by 3.

9 —  Gungnir Targeter hit. Modify
To Hit by -5.

10 — Wiring short. Gunner B is
electrocuted. Gunner B's
weapons may not be fired.

11 — lonizer short. lon Ram may not
fire until after next game turn.

12 — Hull fractured. Storm cracks
up into useless space junk.

Il GUNGNIR SPECS -l

Short Range: 1-5 hexes (+1 To Hit).
Medium Range: 6-10 hexes.
Long Range: 11-16 hexes (-1 To Hit).
Target Speed Restriction: Target's
Drive value must be <13.
@ May hit all torps in one hex targeting
one ship, if at short range.

Il MPULSEGUN SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
Long Range: S-10 hexes (-1 To Hit).

Il 'on RAM SPECS T

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.
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STRATA

I Pilot NN
3 Pulse Lasers (F)
To Hit: 2D8+

Il Crew I
PILOT
+2 Plt:

Damage: Low+2 Gnr:
Range: 3/9/10

GUNNER

~
&
&

Tight Turn Cost:

5 Pulse Lasers 1

(RAL) (R) (RAR)
To Hit: 2D8+
Damage: Low+4

+4

Range: 3/9/10

Decoys: [TTJ
P-D: 1-6 (4)
Dmg Con: 1-4
Tons: 725

Plexar Gun (360°)

To Hit: 2D10+

Damage: High «

Range: 4/10/12

Target SR <14

I Gunner IR
Missile Launcher (360°)
Lock-on <

EEREN
1111

EEREE
EEREE

DAMAGE TRACK

13

9

D

BPV

Hostile Takeover

STRATA

BPV

I Pilot I
3 Pulse Lasers (F)
To Hit: 2D8+ +2 Plt:

HN Crew N
PILOT

Damage: Low+2 Gnr:
Range: 3/9/10
GUNNER
Gnr:

~
&
&

Tight Turn Cost:

+3

N Gunner I N Gunner I

5 Pulse Lasers
(RAL) (R) (RAR)

To Hit: 2D8+

Damage: Low+4
Range: 3/9/10

Decoys: [ITTJ
P-D: 1-6 (4)
Dmg Con: 1-4
Tons: 725

1 Plexar Gun (360°)
To Hit: 2D10+

+4 Damage: High «

Range: 4/10/12
Target SR <13

I Gunner IR

Missile Launcher (360°)
Lock-on <

11 d 0111

1 d 0111

DAMAGE TRACK

13

9

é

DK

© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicaL HITSHEE

2 — Pilot killed. Strata may not
move or fire Pilot's Pulse Lasers.
Defensive Value drops to 5.

3 — Pilot dazed. Strata may not
move or fire Pilot's Pulse Lasers
until after next turn. Defensive
Value drops to 6.

4 — Pulse Laser short. Pilot's Pulse
Lasers may not fire until after
next turn.

5 —  Power flux. Plexar may not fire
until after next turn.

6 — Missile Launcher misfire. Lose
1DB missiles.

7 —  Hull buckles. Reduce Defensive
Value by 2.

8 —  Hull cracks. Take 1D8
additional hits.

9 —  Gunner's Pulse Lasers
damaged. Reduce chance To
Hit by 2.

10 — Electronic Warfare damaged.
Strata may no longer jam torps.
Reduce Defensive Value by 2.

11 — Gunner dazed. Strata may not
fire Gunner's weapons until after
next turn.

12 — Reactor hit. Strata becomes
microscopic particles.

Il rLEXAR GUN SPECSH

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-12 hexes (-1 To Hit).

» If the Attack Dice roll triples, reduce
the firing ship’s defensive value by 2.

Target Speed Restriction: Target's
Drive value must be <14.

Il PULSE LASER SPECS

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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S
&
[ 4
=
7))

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

: 10

BPV

I Pilot I
Triple Stiletto (F)
To Hit: 2D8+ +2
Damage: Low O
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK

Lol w =] X]

Tight Turn Cost:

+3

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

Printed in House Colos

I Pilot I
Triple Stiletto (F)
To Hit: 2D8+ +2
Damage: Low O
Range: 3/9/10

Drive:

(R

DAMAGE TRACK

Lol w =] X]

Tight Turn Cost:

+3

STRELLA

: 10

BPV:

STRELLA

: 10

BPV

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

I Pilot I
Triple Stiletto (F)
To Hit: 2D8+ +2
Damage: Low O
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK

Lol w =] X]

Tight Turn Cost:

+3

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50
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I Pilot I
Triple Stiletto (F)
To Hit: 2D8+ +2
Damage: Low O
Range: 3/9/10

Drive:

(R)
DAMAGE TRACK

L=k w [=]X]

Tight Turn Cost:

+3

B criTicAL HITS I

o_

10—

1M -

12—

Pilot killed. Strella may perform
no further actions. Defensive
Value drops to 5.

Pilot dazed. Strella may not
move or fire until after the end of
the next game turn.

Electronic Warfare knocked
out. Strella may no longer jam
torps. Reduce Defensive Value
by 5.

Maneuver Thrusters hit. Strella
may no longer make Tight Turns.
Shields damaged. Reduce
Defensive Value by 3.

Stiletto damaged. Reduce
chance To Hit by 2.

Manuver Thrusters hit. Strella
may not turn until after next
game turn.

Engines severely damaged.
Strella reduced to a Drive value
of 1. Reduce Defensive Value by
7.

Engines destroyed. Strella may
not move or turn. Reduce
Defensive Value to 5.

Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn, Strella
will disintegrate and be
destroyed.

Reactor hit. Power generator
detonates. Strella is destroyed.

I sTiLETTO SPECS

Short

Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

0

For every 2 points the To Hit total
is aver the targets DV the Stiletto
does +1 damage.
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o.Jll STRELLA II

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

[o]

2
=

I Pilot IS
2 Splatterguns (F)
To Hit: 2D8+ +1
Damage: Medium+2

Range: 2/6/10

Drive:
(R)

DAMAGE TRACK

Lol w =] X]

Tight Turn Cost:

+3

0.l STRELLAI

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

: 10

BPV

Printed in House Colos

N Pilot I
2 Splatterguns (F)
To Hit: 2D8+ +1
Damage: Medium+2
Range: 2/6/10

Drive:

(R)
DAMAGE TRACK

L=k w [=]X]

Tight Turn Cost:

+3

0.l STRELLA Il

[o]

2
=

0.l STRELLAI

: 10

BPV

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

I Pilot IS
2 Splatterguns (F)
To Hit: 2D8+ +1
Damage: Medium+2
Range: 2/6/10

Drive:
(R)

DAMAGE TRACK

Lol w =] X]

B criTicAL HITS I

2 — Pilot killed. Strella may perform
no further actions. Defensive
Value drops to 5.

3 — Pilot dazed. Strella may nat

move or fire until after the end of
the next game turn.

4 —  Electronic Warfare knocked
out. Strella may no longer jam
torps. Reduce Defensive Value
by 5.

5 —  Maneuver Thrusters hit. Strella
may no longer make Tight Turns.

6 — Shields damaged. Reduce
Defensive Value by 3.

7 — Splattergun damaged. Reduce

Tight Turn Cost: chance To Hit by 2.

8 —  Manuver Thrusters hit. Strella
—3 may not turn until after next
game turn.
9 — Engines severely damaged.

Reduce Drive value to 1.
Reduce Defensive Value by 7.

10 — Engines destroyed. Strella may
not move or turn. Reduce
Defensive Value to 5.

11 — Hull breached. Reduce

Decoys: O
P-D: -

Dmg Con: 1-2
Tons: 50

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I Pilot I
2 Splatterguns (F)
To Hit: 2D8+ +1
Damage: Medium+2
Range: 2/6/10

Drive:

(R)
DAMAGE TRACK

Lol w =] X]

Defensive Value by 5. At the
end of next game turn, Strella
will disintegrate and be
destroyed.

12 — Reactor hit. Power generator

detonates. Strella is destroyed.

B sPLATTERGUN SPECSH

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).

Tight Turn Cost:

+3

197



: 40

BPV

I Pilot I
1 Blatgun (F)
To Hit: 2D6+

Damage: High
Range: 4/10/15
Target SR <13

I Pilot N
Missile Launcher (F)
Lock-on <

ITTT 1T

Decoys: [1J
P-D: 1-4 (3)
Dmg Con: 1-3
Tons: 315

I Pilot NN ) BN Pilot IR

2 Disruptorguns (F)
To Hit: 2D8+ +1
Damage: Medium+1 §
Range: 1/2/6

DAMAGE TRACK

2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Tight Turn Cost:

+3

CENED

B9

w
]
X

GamvE Turn Recorp TRack

: 40

BPV

I Pilot I
1 Blatgun (F)
To Hit: 2D6+

Damage: High
Range: 4/10/15
Target SR <13

I Pilot I
Missile Launcher (F)
Lock-on <_

(T OTTTd

Decoys: [11
P-D: 1-4 (3)
Dmg Con: 1-3
Tons: 315

I Pilot BN ) BN Pilot IS

2 Disruptorguns (F)
To Hit: 2D8+ +1
Damage: Medium+1 §
Range: 1/2/6

(R)
DAMAGE TRACK

2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Tight Turn Cost:

+3

’

B

W
©H
X

’I

2

314|567

8

9 [10

11

12

13

14115(16117] 18

19

20

Hostile Takeover
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I criTicAL HITs I

2 —  Pilot killed. Surya may perform
no further actions. Defensive
Value drops to 5.

Lock-on compromised.

Missiles may not fire until after
next turn.

Pulse Lasers short. Pulse
Lasers may not fire until after
next turn.

Engines sputter. Reduce Drive
by 3 until after next turn.
Maneuver Thrusters hit.

Surya may no longer make tight
turns.

Wham! Armor too tough.
Leaves a dent though...

ECM destroyed. Surya may no
longer jam tarps. Reduce
Defensive Value by 2.

Shields down. Reduce
Defensive Value by 3.

Blatgun damaged. Reduce
chance to hit by 2.

Pilot stunned. Surya may nat
move or fire until after the next
turn.

Reactor hit. For a short
moment, Surya becomes a sun.

10—

1M —

12 —

Il BLATGUN SPECSHIE

Short Range: 1-4 hexes (+1 To Hit).
Medium Range: 5-10 hexes.
Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

IDISRUPTORGUN SPECSSI

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If the target's Defensive Value has not
beenreduced by a critical hit, add 1 to its
Defensive Value. Also, completely ignore the
target's Damage Reduction when resolving a
hit.

Il ruLSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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TACHANAH

I Gunner A N
Mine Sweeper
(360°)

To Hit: 2D8+
Damage: High+2

Range: 2/5/6
Target SR<5

O P-DB: 1-3
FRONT LEFT QUARTER
DAMAGE TRACK

HEEEEEN
vl | le] x|
| xfw] [ ] ] |
| ] [2] ]

O

N Gunner B I
6 Pulse Lasers
(360°) 2
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

|
|
|
| |
X[ 1 le| |&f |
| |

REAR LEFT QUARTER
DAMAGE TRACK

Gunner B

(2]

vl | Je| xlef | |
| xw] [ [ | ] [e]
L ol 2T L] [
x| [ el |&f | x| |

L IX]

\

I Gunner B N ‘
Missile \
Launcher |
\

\

(360°)
Lock-on < ___
Oooooo
Oooooo
Oooooo
Oooooo

O P-DB: 1-3
FRONT DAMAGE
TRACK

[w] | [c] Pxlef | |

| Rw] [ [ ] ] [c]

Ll 2T []

|
X[ [ el |of [ B |
L

Defensive Value
Q

N Gun Crew DI
4 Repeating
Blasters X[

(360°)
To Hit: 2D6+ +3

Damage: (High+6) x2

Range: 3/8/15

O P-DB: 1-3
FRONT RIGHT
DAMAGE TRACK

HENENEEN
| el Bxlef | ]
2wl | [ ] | [e
o] 121 ]
| lc| & |
| |

O P-DB: 1-3
REAR RIGHT QUARTER

&
€0 DAMAGE TRACK
0L

(R)
©

O P-DB: 1-3
REAR LEFT QUARTER

HENEEEEN
[w] | Je| Pxlef | |
| R [w] [ [ ] ] [c
Ll 2T L] [
x| | [c] & | IX] |
HENEEEE

DAMAGE TRACK
|

(vl | Je| Pxlef |

| xw] [ 1] ] Je

HORIIEEE

‘ I Crew E N

1 Mine Layer

| =]

|
< | Je| |of [ X
I A

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:
GUNNER A
Gnr:
GUNNER B
Gnr:
GUNNERC
Gnr:

CREW D
Gnr:

M CREW E
Gnr:

I Gunner C I
6 Pulse Lasers
(360°) 2]

To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Gunner C

(%]

Hl Gunner C HH
Missile
Launcher
(360°)
Lock-on < __
ooooo
ooooo
ooooo
ooooo

May place 1 minefield of any size per Mine Crew, per Movement Phase.
At end of the Movement Phase each living Mine Crew may activate 1 new
minefield placed by this ship by rolling under its gunner skill. Otherwise

the minefield activates as normal.

Q'raj Void Protectorate
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FRONT

-

Gunner B killed. Gunner B's weapons may
not fire.

Electronic Warfare damaged. Reduce
Defensive Value by 4.

Cargo Bay Ejection System short. 1 random
Cargo bay ejects.

Random Cargo Bay hit. Roll for Cargo Loss.
Repeating Blaster hit. Change Damage to
High x 2.

Mine Sweeper damaged. Mine Sweeper's
Damage drops to Medium +1.

Reactor hit. They will remember your
sacrifice.

TACHANAH

Tons: 7000

Il Cargo Bay 1HH
Cargo
Cargo Loss:____

2 —

3 —

a4 —

5 —
6 —

FRONT LEFT

- CRITICAL HITS -

Gunner A killed. Gunner A's weapons may
not fire.

Electronic Defenses crippled. Tachanah now
jams only on 1. Reduce Defensive Value by 2

Cargo Bay Ejection System locks up. 1
random Cargo Bay May not eject.

Random Cargo Bay hit. Roll for Cargo Loss.

Mine Bay compromised. Mark off unused
minefield.

Gunner C's Missile Launcher damaged.
Mark off 1DB missiles.

Power Coupling hit. No cannons may be
fired until after next game turn.

Il Cargo Bay 2HH

Cargo
Cargo Loss:

Il Cargo Bay 3HN
Cargo
Cargo Loss:

Il Cargo Bay 4l

Cargo
Cargo Loss:

FRONT RIGHT

et

2 —

3 —

4 —

5 —
6 —

Gunner C killed. Gunner C's weapons may
not fire.

Electronic Defenses crippled. Tachanah now
jams only on 1. Reduce Defensive Value by 2

Cargo Bay Ejection System locks up. 1
random Cargo Bay May not eject.

Random Cargo Bay hit. Roll for Cargo Loss.
Mine Layer knocked off-line. Tachanah may
not lay a minefield until after next game turn.

Gunner B's Pulse Laser damaged. Gunner
C's Pulse Laser is -5 To Hit.

Bridge hit, Pilot killed. Tachanah may not
turn.

Il Cargo Bay 5HE
Cargo

REAR LEFT

-

Gunner B killed. Gunner B's weapons may
not fire.

Electronic Warfare damaged. Reduce
Defensive Value by 4.

Cargo bay Ejection System short. 1 random
Cargo Bay ejects.

Random Cargo Bay hit. Roll for Cargo Loss.
Repeating Blaster hit. Change Damage to
High x 2.

Gunner C's Pulse Laser damaged. Gunner
C's Pulse Laser is -5 To Hit.

Bridge hit, Captain Killed. Tachanah may not
use captain's die.

Q'raj Void Protectorate

Engineering
Damage Contral:1-2

Cargo Loss:_____
Electronics
Jam: 1-2 on 1D4
ECM: None
Bridge
Captain: _____
Stern Mine
Magazine

REAR RIGHT

- CRITICAL HITS -

2 —

3 —

4 —

Gunner A killed. Gunner A's weapons may
nat fire.

Electronic Warfare damaged. Reduce
Defensive Value by 2.

Cargo Bay Ejection System short. 1 random
Cargo bay ejects.

Random Cargo Bay hit. Roll for Cargo Loss.
Repeating Blaster hit. Change Damage to
High x 2.

Gunner B's Missile Launcher damaged.
mark off 1D6 missiles.

Power Coupling hit. No cannons may be
fired until after next game turn.

REAR

-

o _
3—
4 —
5—

6 —
7 —

Gunner C killed. Gunner C's weapons may
not fire.

Electronic Defenses crippled. Tachanah now
jams only on 1. Reduce Defensive Value by 2

Cargo Bay Ejection System locks up. 1
random Cargo Bay May not eject.

Random Cargo Bay hit. Roll for Cargo Loss.
Engineering hit. Eliminate Engineers.

Mine Sweeper damaged. Mine Sweeper's
Damage drops to Medium +1.

Reactor hit. They will remember your
sacrifice.

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ +1

Damage: Medium+1 §

Range: 1/2/6

Decoys: O
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 270

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

DAMAGE TRACK

Tight Turn Cost:

+3

33

0 [

S EESOIE
X

[e][= ]l =]

1M
8]
X

BPV

GamvE Turn Recorp TRack

: 33

BPV

I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ +1

Damage: Medium+1 §

Range: 1/2/6

Decoys: O
P-D: 1-5 (2)

Tons: 270

Dmg Con: 1-3

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

DAMAGE TRACK

Tight Turn Cost:

0 @)

CHEESOE
K

Le]ls]=]

"
8]
X
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+3

B criTicAL HITS I

2 — Pilot killed. Talon may perform
no further actions. Defensive
Value drops to 5.

Hull breached. Reduce Talon's
Defensive Value by 6.
Electronic Warfare knocked
out. Talon may no longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters damaged.
All turns cost 1 extra movement
point to perform. Reduce
Defensive Value by 2.

Shields damaged. Reduce
Defensive Value by 1.
Stabilizers damaged. All turns
cost 1 extra movement point.
Evade Thrusters hit. Reduce
Defensive Value by 2.
Disruptorgun Targeters
damaged. All further
Disruptorgun To Hit attempts
suffer a -2 modifier.

Engines momentarily lose
power. Reduce current Drive
value to 4 until after next game
turn.

Pilot dazed. Talon may nat
move or discharge any weapon
until after the next game turn.
Reactor hit. Talon explodes into
a ball of molten slag.

10—

11—

12—

B DISRUPTORGUN SPECS I

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not
been reduced by a critical hit, add 1
to its Defensive Value. Also,
completely ignore target's Damage
Reduction when resolving a hit.

Il PULSE LASER SPECS I

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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TALON I

I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ +1

Damage: Medium+1 §

Range: 1/2/6

Decoys: O
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 270

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

(R

DAMAGE TRACK

Tight Turn Cost:

+3

38
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@ & [k D]

K|t 2]
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1M
8]
X

BPV

GamvE Turn Recorp TRack

1 38

BPV

I Pilot I
2 Disruptorguns (F)
To Hit: 2D8+ +1

Damage: Medium+1 §

Range: 1/2/6

Decoys: O
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 270

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

(R)

DAMAGE TRACK

Tight Turn Cost:
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+3

B criTicAL HITS I

2 — Pilot killed. Talon may perform
no further actions. Defensive
Value drops to 5.

Hull breached. Reduce Talon's
Defensive Value by 6.
Electronic Warfare knocked
out. Talon may no longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters damaged.
All turns cost 1 extra movement
point to perform. Reduce
Defensive Value by 2.

Shields damaged. Reduce
Defensive Value by 1.
Stabilizers damaged. All turns
cost 1 extra movement point.
Evade Thrusters hit. Reduce
Defensive Value by 2.
Disruptorgun Targeters
damaged. All further
Disruptorgun To Hit attempts
suffer a -2 modifier.

Engines momentarily lose
power. Reduce current Drive
value to 4 until after next game
turn.

Pilot dazed. Talon may nat
move or discharge any weapon
until after the next game turn.
Reactor hit. Talon explodes into
a ball of molten slag.

10—

11—

12—

B DISRUPTORGUN SPECS I

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not
been reduced by a critical hit, add 1
to its Defensive Value. Also,
completely ignore target's Damage
Reduction when resolving a hit.

Il PULSE LASER SPECS I

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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— IR Pilot N — — L1 I criTicAL HiTs I
_— . _— .
— 2 Disruptorguns (F) — 2 Disruptorguns (F) 2 —  Pilot killed. Talon may perform
To Hit: 2D8+ +1 To Hit: 208+ +1 - no further actions. Defensive
z Damage: Medium+1 § z Damage: Medium+1 § - Value drops to 5.
Range: 1/2/8 Range: 1/2/6 3 —  Hull breached. Reduce Talon's
: - Defensive Value by 6.
I Pilot I I Pilot I 4 —  Electronic Warfare knocked
Missile Launcher (F) Missile Launcher (F) out. Talon may no longer jam
< Lock-on < Lock-on <___ torps. Reduce Defensive Value
by 4.
P b 5 —  Maneuver Thrusters damaged.

All turns cost 1 extra movement
point to perform. Reduce
Defensive Value by 2.

6 — Shields damaged. Reduce
Defensive Value by 1.

7 — Stabilizers damaged. All turns
cost 1 extra movement point.

8 —  Evade Thrusters hit. Reduce
Defensive Value by 2.

9 —  Disruptorgun Targeters
damaged. All further
Disruptorgun To Hit attempts

Tight Turn Cost: suffer a -2 modifier.

Decoys: 0 ive: +3 10 — Engines momentarily lose

P-D: 15 (2) power. Reduce current Drive
Dmg Con: 1-3 value to 4 until after next game

Tons: 270
DAMAGE TRACK wrn.

11 — Pilot dazed. Talon may not
0k s PK[4] !

N M) move or discharge any weapon
% 9 8 until after the next game turn.
| ~ 12 — Reactor hit. Talon explodes into
6 5 3 1
‘ H H | X a ball of molten slag.

B |

Tight Turn Cost:

Decoys: O . +3
P-D: 1-5 (2)

Dmg Con: 1-3
Tons: 270

DAMAGE TRACK
0@ | B [k 0
K| o]
[s]l= ][] X

33
33

BPV
BPV

B DISRUPTORGUN SPECS I

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-6 hexes (-1 To Hit).

§ If target's Defensive Value has not
been reduced by a critical hit, add 1
to its Defensive Value. Also,
completely ignore target's Damage
Reduction when resolving a hit.

GamvE Turn Recorp TRack

11213145167 ]18]9([10]11[12]13[14]115[16]17]118]19]20

Printed in More Than Valor
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I Pilot NN
1 Khanjar (F)
To Hit: 2D8+
Damage: Low x1D4 »
Range: 3/8/10

P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 270

I Pilot I
Missile Launcher (F)
Lock-on <

R A, <
w&“ _-,\J ﬁ’i" T
Drive:

(R

DAMAGE TRACK

Tight Turn Cost:

+3
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]
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I Pilot IR
1 Khanjar (F)
To Hit: 2D8+
Damage: Low x1D4 »
Range: 3/8/10

P-D: 1-5 (2)

Tons: 270

Dmg Con: 1-3

I Pilot I
Missile Launcher (F)
Lock-on <

Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:
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+3

B criTicAL HITS I

2 — Pilot killed. Talon may perform
no further actions. Defensive
Value drops to 5.

Hull breached. Reduce Talon's
Defensive Value by 6.
Electronic Warfare knocked
out. Talon may no longer jam
torps. Reduce Defensive Value
by 4.

Maneuver Thrusters damaged.
All turns cost 1 extra movement
point to perform. Reduce
Defensive Value by 2.

Shields damaged. Reduce
Defensive Value by 1.
Stabilizers damaged. All turns
cost 1 extra movement point.
Evade Thrusters hit. Reduce
Defensive Value by 2.

Khanjar damaged. Reduce
damage to low.

Engines momentarily lose
power. Reduce current Drive
value to 4 until after next game
turn.

Pilot dazed. Talon may nat
move or discharge any weapon
until after the next game turn.
Reactor hit. Talon explodes into
a ball of molten slag.

1M -

12—

Bl kHANJAR SPECSTHE

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.

Long Range: 9-10 hexes (-1 To Hit).
» The 1D4 multiplier is not included on

triples, or doubles that affect damage.
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I Weapon AN
2 Meld Lasers
(360°)

To Hit: 2D8+1D6+1

I Weapon AN
2 Meld Lasers
(360°)

To Hit: 2D8+1D6+1

I Weapon AN
2 Meld Lasers
(360°)

To Hit: 2D8+1D6+1

TAURUS
TAURUS
TAURUS

Damage: Medium+1 Damage: Medium+1 Damage: Medium+1
Range: 6/18/20 Range: 6/18/20 Range: 6/18/20
Target SR <12 Target SR <12 Target SR <12

Jam 1D4, 1-2 (10)
Decoys: —

P-D: —

Dmg Con: —

Tons: 250 Tons: 250 Tons: 250

DAMAGE TRACK DAMAGE TRACK DAMAGE TRACK
O O O
X X X

— Reduce Pilot skill by 4, and destroy one half of weapons
(round up). Randomly determine which weapons the satellite

Il VELD LASER SPECS

loses. Consider tarpedo launchers as weapons. If the Short Range: 1-6 hexes (+1 To Hit).
satellite loses a torpedo launcher, it loses half of its Medium Range: 7-18 hexes.
remaining torpedoes. Long Range: 19-20 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <12.

Space Junk
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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2 —

epv:210 10 TBD PLATFORM

To Hit: 2D8+ADB
Damage: High
Range: 9/25/30
Target SR <8

— BN Gunner A IS ¢ P-DB: 14 B Gunner C BBl |Gunner C B Crew BN
—(EY 2 Splatterguns (360°) FRONT DAMAGE TRACK 2 Meld Lasers GUNI‘\'I‘;;" A
To Hit: 2D6+ADB+1 (360°) G
Damage: Medium+2 el L] | 61 1] To Hit: 2D8+ADB+1 G:lrI\INER B
Range: 2/6/10 |>'<|®|0l | I IERCEO Damage: Medium+1 Gnr:
: Range: 6/18/20
B Gunner AN ; ENEIM ]@i | ‘m 'EI";E:et SR <12 g::INER ¢
Missile Gunner A SOMAER D
gresiceel - ¢ PDB: 14 b & P-DB: 14 Grr:
360° -DB: -DB: i
. e (]_ FQL DAMAGE TRACK Dmns[ii‘e —_ FGR DAMAGE TRACK TCREWE
Qo000 - el v —»| IRCHO
55000 EURnRRORD g W0~ s
00000 XPx[_[ol & | |eX] |><|>+<| | ol [ TelX] %
. ¢ P-DB: 14 o P-DB: 14
B Gun Crew EIN Dmg Con: 1-8
2 Torvad Tubas | RAL DAMAGE TRACK b RGR nAancuEE TRACK el el
E@D -*LJJ!IIII@IJJ@ @@—*II[IHH@HM
(380 ReCERENSED Drive:[0] ROCERERCED
HEECESERTER Al RERRCECERCKN
EEEN Gunner B EEEE ] Gunner B ¢ P-DB: 14 BN Gunner D EEEEN j IS Gunner D EEEE.
1 Turbo Laser (360°) 3] REAR DAMAGE TRACK 2 Splatterguns (3680°) Missile Launcher (360°)

To Hit: 2D6+ADB+1 Lock-on <

Damage: Medium+2

O0000 00000
00000 00000

Range: 2/6/10

by 1.

IO 3
FRONT FQL FGR - - - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
Sensor Array hit. Reduce — Gunner A killed. — Gunner C killed. — Torpedo detonates. Torpis — Gunner D killed. — Gunner B killed.
chance To Ht for all weapons 3 — Electronic warfare damaged. 3 — Shield buckles, Reduce destroyed; does 104 to each 3 — Electronic warfare crippled. 3 — Turbo Laser Targeting
Reduce Defensive Value by 1. Defensive Value by 3. damage track, ignaring DR, Reduce Defensive Value by 1. damaged. Reduce chance To
Shield buckles. Reduce 4 — Shield buckles. Reduce 4 — Severe TBD damage. TBD 3 — Turbo Laser Targeting 4 — Severe TBD damage. TBD Hit by 1.
Defensive Value by 3. Defensive Value by 3. takes two hits, damaged. Reduce chance To takes two hits. 4 — Structural damage. Take 3 hits
Severe TBD damage. TBD 5 — Rotator System hit. Twin Meld | 5— Rotator System hit. Twin Meld Hit by 1. 5 — Rotator System hit. Twin Meld on all damage tracks.
takes two hits. Laser Inses 3B0° arc. Rall 106 Laser loses 360° arc. Roll 106 | 4 — Structural damage. Take 3 hits Laser loses 360° arc. Roll 106 | 5 — Rotator System hit. Twin Meld
Rotator System hit. Twin Meld to randomly determine in which to randomly determine in which on all damage tracks. to randomly determine in which Laser loses 360° arc. Roll 108
Laser loses 360° arc. Rall 106 arc weapon is stuck for the rest arc weapon is stuck for the rest | 5 — Rotator System hit. Turbo arc weapan is stuck for the rest to randomly determine in which
ta randamly determine in which of encounter. of encounter. Laser loses 360° arc. Roll 106 of encounter. arc weapon is stuck for the rest
arc weapon is stuck for the rest | 6 — Missile Rack hit. Lose 106 6 — Torp Bay hit. Lose 104 tarps. to randomly determine in which | 6 — Missile Rack hit. Lose 1D6 of encounter.
of encounter. missiles from Gunner A's rack. 7 — Meld Laser Targeting damaged. arc weapan is stuck for the rest missiles from Gunner D's rack. 6 — Torp Tube destroyed.
Torp Bay hit. Lose 1D4 torps. | 7 — Gunner A's Splattergun hit. Reduce chance To Hit by 1. of encounter. 7 — Gunner D's Splattergun hit. 7 — Clank! No damage. Armor is too
Meld Laser Targeting damaged. Reduce chance To Hit by 1. B — TBD reactor hit. TBD is 6 — Torp Tube destroyed. Reduce chance To Hit by 1. tough,
Reduce chance To Hit by 1. 8 — TBD reactor hit. TBD is destroyed, 7 — Clank! Armor too tough! No 8 — TBD reactor hit. TBD is 8 — TBD reactor hit. TBD is
TBD reactor hit. TBD is destroyed. extra damage. destroyed. destroyed.
8 — TBD reactor hit. TBD destroyed.

destroyed.

Sigurd Archdiocese

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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H Pilot or Gunner B
2 Blatguns (F)

To Hit: 2D6+ +1
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Decoys: [1J Drive:
P-D: 1-3 (2) (R)
Dmg Con: 1-3
Tons: 300

%
g
.

DAMAGE TRACK

ENCrew N
PILOT

Plt:

Gnr:

GUNNER

Tight Turn Cost:

+3

43

0

*
%

7] [4]L=]

BPV

GamvE Turn Recorp TRack

:
;
r

43

BPV

Decoys: [T
P-D: 1-3 (2)
Dmg Con: 1-3
Tons: 300

H Pilot or Gunner B
2 Blatguns (F)
To Hit: 2D6+ +1
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

HN Crew N
PILOT

Plt:

Gnr:

GUNNER
Gnr:

Tight Turn Cost:

+3
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I criTicAL HiTs I

2 — Crew killed. Teal Hawk may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Teal Hawk
may only use 4 movement points
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

Electronic Warfare knocked
out. Teal Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Pilot's Trigger Mechanism
jams. Pilot may not use
Blatguns.

Blatgun Targeters damaged.
Blatguns may not be fired until
after the next game turn.

Hull compromised. Reduce
Defensive Value by 4.

Gunner killed. Teal Hawk may
not use the gunner's ADB for the
Blatgun weapon system.

Pilot dazed. Teal Hawk may not
move until after the next game
turn. Only the gunner may fire
the Blatguns while the pilot is
dazed.

Reactor hit. Teal Hawk
explodes and is destroyed.

12—

Il sLATGunN sPEcS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

Special Note: The Teal Hawk’s Blatgun
weapons may be fired by the Pilot
or the Gunner, and the firer may
change turn to turn. Use the
correct ADB.
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Decoys: [1J
P-D: 1-3 (2)
Dmg Con: 1-3
Tons: 300

H Pilot or Gunner B
2 Blatguns (F)

To Hit: 2D6+ +1
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Drive:

(R)

DAMAGE TRACK

ENCrew N
PILOT
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GUNNER

Tight Turn Cost:

+3
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Decoys: [T
P-D: 1-3 (2)
Dmg Con: 1-3
Tons: 300

H Pilot or Gunner B
2 Blatguns (F)
To Hit: 2D6+ +1
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

HN Crew N
PILOT
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I criTicAL HiTs I

2 — Crew killed. Teal Hawk may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Teal Hawk
may only use 4 movement points
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

Electronic Warfare knocked
out. Teal Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Pilot's Trigger Mechanism
jams. Pilot may not use
Blatguns.

Blatgun Targeters damaged.
Blatguns may not be fired until
after the next game turn.

Hull compromised. Reduce
Defensive Value by 4.

Gunner killed. Teal Hawk may
not use the gunner’s ADB for the
Blatgun weapon system.

Pilot dazed. Teal Hawk may not
move until after the next game
turn. Only the gunner may fire
the Blatguns while the pilot is
dazed.

Reactor hit. Teal Hawk
explodes and is destroyed.

12—

Il sLATGunN sPEcS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

Special Note: The Teal Hawk’s Blatgun
weapons may be fired by the Pilot
or the Gunner, and the firer may
change turn to turn. Use the
correct ADB.
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ENBay 1HH
Cargo
Cargo Loss:

Decoys: [1J
P-D: 1-3 (2)
Dmg Con: 1-3
Tons: 300

I Pilot I
2 Blatguns (F)

To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15

Target SR <13

s
Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:
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ENBay 1HH
Cargo
Cargo Loss:

Decoys: [T
P-D: 1-3 (2)
Dmg Con: 1-3
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I Pilot I
2 Blatguns (F)
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15

Target SR <13

Tight Turn Cost:
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I criTicAL HiTs I

2 — Pilot killed. Teal Hawk may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Teal Hawk
may only use 4 movement points
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

Electronic Warfare knocked
out. Teal Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

Pilot's Trigger Mechanism
jams. Pilot may not use
Blatguns.

Blatgun Targeters damaged.
Blatguns may not be fired until
after the next game turn.

Hull compromised. Reduce
Defensive Value by 4.

Cargo Hit! Roll a Cargo critical.
Pilot dazed. Teal Hawk may nat
mave or fire until after the next
game turn.

Reactor hit. Teal Hawk
explodes and is destroyed.

10—
M-

12—

Il BLATGUN SPECS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.
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GamvE Turn Recorp TRack

I crew INFORMATION

Squadron Leader:
I8U “Spam” Model 240

Pilot Stats:

* Pilot 10,

e Gunner 12
Skills:

e Assassin 3,

¢ Hangs Fire 3,

e Sharpshooter 2.
Quirks:

e Flies by the Book,

¢ Natural Pilot.

.
:
3

: 73

BPV

P-D: 1-6 (2)

Tons: 300

Dmg Con: 1-2

I Pilot I
lon Ram (F)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

I Pilot NN
6 Pulse Lasers (F)
To Hit: 2D8+ +5
Damage: Low+5
Range: 3/9/10

Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:

+3
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I criTicAL HiTs I

2 — Pilot dazed. Teal Hawk may not
move or fire until after the next
game turn.

Engines sputter. Teal Hawk
may only use 4 movement points
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

Electronic Warfare knocked
out. Teal Hawk may no longer
jam torps. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 2.

lon capacitors Short. Reduce
lon Ram Damage to High.

Pulse laser Targeters dam-
aged. Lower Pulse lasers may
not be fired until after the next
game turn.

Hull compromised. Reduce
Defensive Value by 4.

Gunner killed. Teal Hawk may
not use the gunner’s ADB for the
Blatgun weapon system.

Pilot dazed. Teal Hawk may not
mave or fire until after the next
game turn.

Reactor hit. Teal Hawk
explodes and is destroyed.

I 1on RAM sPEcS

Short Range: 1-5 hexes (+1 To Hit).

Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.

I PULSE LASER SPECS|HI

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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H Pilot or Gunner B
2 Blatguns (F)

To Hit: 2D6+ +1
To Hit: 2D6+ +1
Damage: High+2
Range: 4/10/15
Target SR <13

Decoys: —
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H Pilot or Gunner B
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Damage: High+2
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Target SR <13
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I criTicAL HiTs I

2 — Crew killed. Teal Hawk may
perform no further actions.
Defensive Value drops to 5.
Engines sputter. Teal Hawk
may only use 4 movement points
next game turn. Reduce
Defensive Value by 7 due to
additional damage.

Datalink knocked out. Teal
Hawk may no longer benefit from
scanning. Reduce Defensive
Value by 5.

Maneuver Thrusters damaged.
Al turns, including tight turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 3.

Pilot's Trigger Mechanism
jams. Pilot may not use
Blatguns.

Blatgun Targeters damaged.
Blatguns may not be fired until
after the next game turn.

Hull compromised. Reduce
Defensive Value by 5.

Gunner killed. Teal Hawk may
not use the gunner's ADB for the
Blatgun weapon system.

Pilot dazed. Teal Hawk may not
move until after the next game
turn. Only the gunner may fire
the Blatguns while the pilot is
dazed.

Reactor hit. Teal Hawk
explodes and is destroyed.

12—

Il sLATGunN sPEcS

Short Range: 1-4 hexes (+1 To Hit).

Medium Range: 5-10 hexes.

Long Range: 11-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

Special Note: The Teal Hawk’s Blatgun
weapons may be fired by the Pilot
or the Gunner, and the firer may
change turn to turn. Use the
correct ADB.

211



(@]
=
(+1]
4
i
@]
y 4
=
i
=
N
=
(o)
N

25 1.0.lll1 THUNDER BIRD B epv

BPV

I Pilot NN
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK

Decoys: [T
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 200

Tight Turn Cost:

+3

CESE

Low] =]

X

N Pilot NN
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK

Decoys: [
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 200

K| ]
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25 1.0.]l1 THUNDER BIRD

25 1.0.]ll1 THUNDER BIRD B epv

BPV

I Pilot NN
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK

Decoys: [
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 200

Tight Turn Cost:

+3

GESE

Lofw] =]

X

I Pilot NN
4 Pulse Lasers (F)
To Hit: 2D8+ +3
Damage: Low+3
Range: 3/9/10

Drive:
(R)

DAMAGE TRACK

Decoys: [
P-D: 1-5 (2)
Dmg Con: 1-3
Tons: 200

K| ]

ofw] [

- criticaL HITSs N

Pilot killed. Thunder Bird may
perform no further actions.
Defensive Value drops to 5.

3—  Enginesseverelydamaged.
Thunder Bird reduced to a Drive
value of 1. Reduce Defensive
Value by 7 due to additional
damage.

4—  ElectronicWarfareknocked
out. Thunder Bird may no
longer jam torps. Reduce
Defensive Value by 5.

5—  ManeuverThrustersdamaged.

Al turns, including Tight Turns,
cost one extra movement point
to perform.

6—  Shieldsdamaged. Reduce
Defensive Value by 2.

7—  PulselaserTargeters
damaged. Reduce chance ToHit
by 4.

8—  LaserTargetersdamaged.

Pulse Lasers may not be fired
until after the next game turn.

9—  Torploadjettison. Thunder
Bird loses 1D4 remaining torps
of the pilat's choice.

10— Enginessputter. ThunderBird
may only use 2 movement points
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

11— Pilotdazed. Thunder Bird may
not move or fire until after the
next game turn.

12— Reactorhit. ThunderBird
detonates and is destroyed.

Il ruLsE LASER sPECS

Short Range: 1-3 hexes (+1 To Hit).
MediumRange: 4-Shexes.
Long Range: 10hexes (-1 To Hit).

Reprinted in Operation: Dry Dock
© 1990, 1995, 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use. 212
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Launcher (F)
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4 Miniguns (F)
To Hit: 2D6+ +3
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I criTicAL HITS I

2 —  Pilot killed. Thunder Bird may
perform no further actions.
Defensive Value drops to 5.

3 — Engines severely damaged.
Thunder Bird reduced to a Drive
value of 1. Reduce Defensive
Value by 7 due to additional
damage.

4 —  Electronic Warfare knocked
out. Thunder Bird may no
longer jam torps. Reduce
Defensive Value by 5.

5 —  Maneuver Thrusters damaged.
Al turns, including Tight Turns,
cost one extra movement point
to perform.

6 — Shields damaged. Reduce
Defensive Value by 2.

7 —  Missile Launcher Targeters hit.
-2 on all Lock-on attempts.

8 — Minigum Targeters damaged.
Miniguns may not be fired until
after the next game turn.

9 —  Torp Load jettison. Thunder
Bird loses 1D4 remaining torps.

10 — Engines sputter. Thunder Bird
may only use 2 mavement points
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

11 — Pilot dazed. Thunder Bird may
not move or fire until after the
next game turn.

12 — Reactor hit. Thunder Bird
detonates and is destroyed.

Il vinicun sPECS 1

Short Range: 1-2 hexes (+1 To Hit).

Medium Range: 3-5 hexes.

Long Range: B-12 hexes (-1 To Hit).

T Whenever two Attack Dice rall
doubles, multiply base damage by 2.
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I Pilot I
4 Pulse Lasers (F)
To Hit: 2D8+ +3
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Hammerhead
Missile Launcher (F)
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Missile Launcher (F)

Lock-on <

Drive:

(R)

DAMAGE TRACK

Tight Turn Cost:

O

COpk[ra] w] €

ofw] [

1123

4

9| 6|78

9

10

11

12

13|14

15

16117118

19

20

Universal Night Watch

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

+3

Il criticaL HITS TR

2 —  Pilot killed. Thunder Bird may
perform no further actions.
Defensive Value drops to 5.
Engines severely damaged.
Thunder Bird reduced to a Drive
value of 1. Reduce Defensive
Value by 7 due to additional
damage.

Datalink knocked out. Thunder
Bird may no longer benefit from
scanning. Reduce Defensive
Value by 6.

Maneuver Thrusters damaged.
Al turns, including Tight Turns,
cost one extra movement point
to perform.

Shields damaged. Reduce
Defensive Value by 3.
Targeters damaged. Reduce
chance To Hit and Lack-on by 4.
Targeters damaged. \\Veapons
may not be fired until after the
next game turn.

Torp Load jettison. Thunder
Bird loses 1D4 remaining torps
of the pilat's choice.

Engines sputter. Thunder Bird
may only use 2 movement paints
next game turn. Reduce
Defensive Value by 6 due to
additional damage.

Pilot dazed. Thunder Bird may
not move or fire until after the
next game turn.

Reactor hit. Thunder Bird
detonates and is destroyed.

1M -

12—

I PULSE LASER SPECS I

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).
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TOTENKOPF

: 1191

BPV

Il Gun Crew | N
3 Laztubes 2] [2][3]
(BRAL) (BFQAL) (F)
To Hit: 2D10+ +4
Damage:(High+2) x 2
Range: 10/20/40
Target SR: <6

EGun Crew JH
3 Laztubes 7]
(F) [BFQR] [BRQAR]
To Hit: 2D10+ +4
Damage:(High+2) x 2
Range: 10/20/40

Target SR: <6

EEGun Crew Kl
2 lon Cannons
RIBIE]
(BRQAL) (BFQL) (F)
To Hit: 2D8+ +1
Damage:(All+2) x 2
1-8/9-16/30
Target SR: <6

EGun Crew LN
2 lon Cannons
RIBRIE]

(F) [BFQR] [BRQAR]
To Hit: 2D8+ +1
Damage:(All+2) x 2
1-8/9-16/30
Target SR: <6

Il Gun Crew M Il
2 Repeating Blasters

I Gun Crew N Il

N Gun Crew O N

I Gun Crew P HIN

HENCrew HN
CAPTAIN
Cpn:

PILOT

Pt

Gnr:

lon Ram

Il Gunner AN

Gnr:

Gnr:

GUNNER A
GUNNER B

GUNNER C

2 Repeating Blasters

(2]
(BRQAL) (BFAL) (F)

Range: 3/8/15

To Hit: 2D6+ +1
Damage:(High+2) x 2

EJNES
(BRQAL) (BFQAL) (F)
To Hit: 2D6+ +1
Damage:(High+2) x 2
Range: 3/8/15

2 Repeating Blasters
(%]

(F) [BFGR] [BRAR]
To Hit: 2D6+ +1
Damage:(High+2) x 2

Range: 3/8/15

2 Repeating Blasters
(][3]

(F) [BFQR] [BRGAR]
To Hit: 2D6+ +1
Damage:(High+2) x 2

Range: 3/8/15

(SFQAL) (SRAL) (R)
(SRAR]) (SFAR)
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

GUNNER D

Gnr:

GUNNER E

Gnr:

GUNNER F

Gnr:

GUNNER G

Gnr:

O P-DB: 1-6

FRONT LEFT QUARTER DAMAGE TRACK
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Il Gunner BN
lon Ram
(SFQL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

Bl Gunner C N
lon Ram
(SFQAL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

N Gunner DN
lon Ram
(SFQL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

Turn Cost: 4

O P-DB: 1-6

FRONT RIGHT QUARTER DAMAGE TRACK
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CREW |
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wl [ 1A

CREW M

[ | [Rle] |

L wl |

O P-DB: 1-3

REAR RIGHT QUARTER DAMAGE TRACK
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CREW N
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Il Gunner E N
Quad Splatterguns
(SFQL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

N Gunner F N
Quad Splatterguns
(SFQL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D6+ +3
Damage: Medium+6

Range: 2/6/10

N Gunner G N
Quad Splatterguns
(SFGL) (SRAL) (R)
(SRAR]) (SFAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

N Gunner H IR
Quad Splatterguns
(SFQAL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

© 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

215



CRITICAL HITS

2— ECM destroyed. Totenkopf may no longer
perform screening.

3— Major structural damage. Mark off 1D6 boxes
on each damage track.

4— Laztube | hit. Damage drops to High +2.

5— Repeating Blaster lost. Repeating blaster M
or N is destroyed.

6— Crew killed. Lose 1D4 Gun Crew.

7— Defensive screens compromised. - 3 Defensive
Value.

8— Outer Bulkhead collapses. Front Left Quarter
takes 8 more hits and its Damage Reduction
drops to O.

9— lon Cannon power flickering. Reduce lon
Cannon K’s damage to (High +1) x 2.

10— Power Coupling short. No Repeating Blasters
may fire until after next game turn.

11— Bridge hit! Bridge crew is stunned. Totenkopf
may not move next turn.

12— Point Defense Battery destroyed. Front Left
Point Defense Battery is now O.

REAR LEFT

- CRITICAL HITS -

2— Bridge hit! The captain is killed. Totenkopf may
no longer use Captain Die.

3— loniozer destroyed. Random remaining lon
Ram has damage reduced to High.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.

6— Quad Splatterguns damaged. Random
Splattergun suffers -3 penalty to hit.

7— Structural Damage. Take 10 more hits on this
Damage track.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 2 until after
next turn.

10— Gunner killed. Random living Gunner is now
dead.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Totenkopf becomes a gaseous
cloud.

TOTENKOPF

Tons: 10000

Electronics
Jam: 1-2 on 1D4

ECM: 1-8(3)

Bridge
Captain:

Pilot:
TOC: -

Engineering
Damage Contral:1-5
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CRITICAL HITS

2— ECM destroyed. Totenkopf may no longer
perform screening.

3— Major structural damage. Mark off 1D6 boxes
on each damage track.

4— Laztube J hit. Damage drops to High +2.

5— Repeating Blaster lost. Repeating blaster O or
P is destroyed.

6— Crew killed. Lose 1D4 Gun Crew.

7— Defensive screens compromised. - 3 Defensive
Value.

8— Outer Bulkhead collapses. Front Right Quarter
takes 8 more hits and its Damage Reduction
drops to O.

9— lon Cannon power flickering. Reduce lon
Cannon L's damage to (High +1) x 2.

10— Power Coupling short. No Repeating Blasters
may fire until after next game turn.

11— Bridge hit! Bridge crew is stunned. Totenkopf
may not move next turn.

12— Point Defense Battery destroyed. Front Right
Point Defense Battery is now O.

CRITICAL HITS
2— Bridge hit! The captain is killed. Totenkopf may

no longer use Captain Die.

3— loniozer destroyed. Random remaining lon
Ram has damage reduced to High.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.

6— Quad Splatterguns damaged. Random
Splattergun suffers -3 penalty to hit.

7— Structural Damage. Take 10 more hits on this
Damage track.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 2 until after
next turn.

10— Gunner killed. Random living Gunner is now
dead.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Totenkopf becomes a gaseous
cloud.
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TOTENKOPF II

: 1204

BPV

Il Gun Crew | N
Twin Sabre =]
(BRGL) (BFQL) (F)
To Hit: 2D10+ +2
Damage:(High+1) x20
Range: 9/18/36
Target SR: <6

EGun Crew JIE
Twin Sabre [z
(F) [BFAR] [BRAR]
To Hit: 2D10+ +2
Damage:(High+1) x20
Range: 9/18/36

Target SR: <6

EEGun Crew Kl
2 lon Cannons
RIBIE]
(BRQAL) (BFQL) (F)
To Hit: 2D8+ +1
Damage:(All+2) x 2
1-8/9-16/30
Target SR: <6

EGun Crew LN
2 lon Cannons
RIBRIE]

(F) [BFQR] [BRQAR]
To Hit: 2D8+ +1
Damage:(All+2) x 2
1-8/9-16/30
Target SR: <6

Il Gun Crew M Il
2 Repeating Blasters
(2]

Il Gun Crew N I
2 Repeating Blasters

Il Gun Crew O HIN
2 Repeating Blasters

N Gun Crew P HIN
2 Repeating Blasters

(%]
(BRQAL) (BFQL) (F)
To Hit: 2D6+ +1
Damage:(High+2) x 2
Range: 3/8/15

O P-DB: 1-6

(BRQAL) (BFQAL) (F)
To Hit: 2D6+
Damage:(High+2) x 2

Range: 3/8/15

ZI[Z]

FRONT LEFT QUARTER DAMAGE TRACK

wl | |

L IR]
& [w] | |

GIEES

2 L]

K3

| KR |@PK] | |

W]

|
|
[w
|
|

LD dw] ]

K

E

|
||
||
||
0 P-

REAR LEFT GUARTER DAMAGE TRACK

O LDl [T IRT []

2L 0] [w] | (efRPK | |

El

wielx| | P [X]

L w] [2[]

|
|
CIRL L L L L] w211
|
|

Ll wizl TP L] IR

Il Gunner BN
lon Ram
(SFQL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

N Gunner C N
Twin Rapier
(SFQL) (SRAL) (R)
(SRAR]) (SFAR)
ITo Hit: 2D8+ +1
Damage: HighO
Range: 9/25/30
Target SR: <8

Twin Rapier
(SFQAL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D8+ +1
Damage: HighO
Range: 9/25/30
Target SR: <8

(F) [BFQR] [BRQAR]

+1 To Hit: 2D6+ +1

Damage:(High+2) x 2
Range: 3/8/15

RIE]

(F) [BFQR] [BRQAR]
To Hit: 2D6+ +1
Damage:(High+2) x 2

Range: 3/8/15

Il Gunner AN
lon Ram
(SFQL) (SRAL) (R)
(SRGR) (SFGR)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR: <15

For every 2 paints the To Hit

total is over the targets DV:
Stiletto does +1Damage
Epee does +2 Damage
Rapier does +3 Damage
Sabre does +4 Damage

O P-DB: 1-6
FRONT RIGHT QUARTER DAMAGE TRACK

Il Crew IN
CAPTAIN
Cpn:
PILOT

Pt

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

Gnr:

CREW |
Gnr:

wl [ ]

AN

NI
|

o [« [ | [@[XPK] |

‘ Gnr:
CREW K

NN

L] e

Gnr:

CREW L

| | Wxletk] | [ |

wl || Gnr:

ENE

LD wl | ]

2 CREW M

[ | [Rle] |

L wl |

O P-DB: 1-3
REAR RIGHT QUARTER DAMAGE TRACK

Gnr:
CREW N
Gnr:

Gnr:
CREW P

HENCEE

HEINN NN

wi | ]

Gnr:

GUNNER A
GUNNER B

GUNNER C

GUNNER D

GUNNER E
GUNNER F
GUNNER G

GUNNER H

| ||CREW J

CREW O

2L [ [Hhe] [w]

| le[zPx] | |

L [ [w]

L]

IR ]

wielx] | P [X]

|| =] [R[]

Ll dwlz] L] ]

LR

Turn Cost: 4

Il Gunner E N
Triple Stiletto
(SFQL) (SRAL) (R)
(SRAR) (SFAR)

To Hit: 2D8+ +2
Damage: Low O
Range: 3/9/10

N Gunner F N
Triple Stiletto
(SFQL) (SRAL) (R)

(SRAR) (SFAR)
To Hit: 2D8+

Damage: Low O

Range: 3/9/10

Il Gunner Gl j| Bl Gunner H N

Quad Epee
(SFQL) (SRAL) (R)
(SRAR) (SFAR)
To Hit: 2D8+ +3 fl[To
Range: 6/18/20
Target SR: <12

Quad Epee

(SFGL) (SRAL) (R)

(SRAR) (SFAR)

Hit: 2D8+ +3

+2 fj| Damage: Medium O f|Damage: Medium O
Range: 6/18/20

Target SR: <12
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CRITICAL HITS
2— ECM destroyed. Totenkopf may no longer

perform screening.

3— Major structural damage. Mark off 1D6 boxes
on each damage track.

4— Sabre | hit. Damage drops to High +1.

5— Repeating Blaster lost. Repeating blaster M
or N is destroyed.

6— Crew killed. Lose 1D4 Gun Crew.

7— Defensive screens compromised. - 3 Defensive
Value.

8— Outer Bulkhead collapses. Front Left Quarter
takes 8 more hits and its Damage Reduction
drops to O.

9— lon Cannon power flickering. Reduce lon
Cannon K’s damage to (High +1) x 2.

10— Power Coupling short. No Repeating Blasters
may fire until after next game turn.

11— Bridge hit! Bridge crew is stunned. Totenkopf
may not move next turn.

12— Point Defense Battery destroyed. Front Left
Point Defense Battery is now O.

CRITICAL HITS
2— Bridge hit! The captain is killed. Totenkopf may

no longer use Captain Die.

3— loniozer destroyed. Random remaining lon
Ram has damage reduced to High.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.
6— Maxim Sensors damaged. All Rapier, Stiletto,
and Epee systems suffer a -2 penalty to hit.
7— Structural Damage. Take 10 more hits on this
Damage track.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 2 until after
next turn.

10— Gunner killed. Random living Gunner is now
dead.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Totenkopf becomes a gaseous
cloud.

TOTENKOPF i

Tons: 10000

Electronics
Jam: 1-2 on 1D4

ECM: 1-8(3)

Bridge
Captain:

Pilot:
TOC: -

Engineering
Damage Contral:1-5
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CRITICAL HITS

2— ECM destroyed. Totenkopf may no longer
perform screening.

3— Major structural damage. Mark off 1D6 boxes
on each damage track.

4— Sabre J hit. Damage drops to High +1.

5— Repeating Blaster lost. Repeating blaster O or
P is destroyed.

6— Crew killed. Lose 1D4 Gun Crew.

7— Defensive screens compromised. - 3 Defensive
Value.

8— Outer Bulkhead collapses. Front Right Quarter
takes 8 more hits and its Damage Reduction
drops to O.

9— lon Cannon power flickering. Reduce lon
Cannon L's damage to (High +1) x 2.

10— Power Coupling short. No Repeating Blasters
may fire until after next game turn.

11— Bridge hit! Bridge crew is stunned. Totenkopf
may not move next turn.

12— Point Defense Battery destroyed. Front Right
Point Defense Battery is now O.

CRITICAL HITS
2— Bridge hit! The captain is killed. Totenkopf may

no longer use Captain Die.

3— loniozer destroyed. Random remaining lon
Ram has damage reduced to High.

4— Shields damaged. Reduce Defensive Value by
2.

5— Power coupling severed. No weapons may be
fired next turn.
6— Maxim Sensors damaged. All Rapier, Stiletto,
and Epee systems suffer a -2 penalty to hit.
7— Structural Damage. Take 10 more hits on this
Damage track.

8— Engineering hit! Damage Control is not
available until after next turn.

9— Drives sputter. Reduce drive by 2 until after
next turn.

10— Gunner killed. Random living Gunner is now
dead.

11— Engineering section destroyed. Damage
control is not available.

12— Reactor hit. Totenkopf becomes a gaseous
cloud.
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I Gunner B I
2 Pulse Lasers
(%]

(BRAL) (BFQAL) (F)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

O P-DB: 1-3
FRONT LEFT QUARTER
DAMAGE TRACK

HENEREN

lwl | le] [ |

C

*

| w] | 2]

|
|
|
|
|
|

l
l l
[ fel [ 1wl [Z]
L T [ [XPH
L l
LT efe] X

0 PDB: 1-2
REAR LEFT QUARTER

DAMAGE TRACK

] CIES

] (2] [lw] |

|
L[] el || [Xpx[a]c]
LA T Jef |

LI
H Gunner E I
2 Pulse Lasers
(SFQAL) (SRAL) (R)
To Hit: 2D8+ +1

Damage: Low+1
Range: 3/9/10

EEGun Crew AN
Repeating Blaster
[RIR]

(BFQL) (F) (BFQR)

To Hit: 2D6+
Damage: High x 2
Range: 3/8/15

I Gunner C I
2 Pulse Lasers
(%]

(BFQAL) (F) (BFQR)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

(F)

Defensive Value
10

T e i |

i
1

i}

Drive:

(R)
Turn Cost: 4

|
U

I Gunner F I
2 Pulse Lasers
(%]

(SRAL) (R) (SRAR)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

H Gunner D I
2 Pulse Lasers
(F) (BFQR) (BRAR)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

0 P-DB: 1-3
FRONT RIGHT QUARTER
DAMAGE TRACK

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:

CREW A
Gnr:
GUNNER B
Gnr:
GUNNERC
Gnr:

GUNNER D

Gnr:

GUNNER E

Gnr:

GUNNER F

Gnr:
GUNNER G
Gnr:

HENEN

| lel [ ]|

[ Iw] [X]

ES

l
l
l
L L& ]

|

|w
| |efc] [X]
0O P-DB: 1-2

REAR RIGHT QUARTER
DAMAGE TRACK

] ENCIES

] 2] [ofw] |

|
|
|
| | XPx[]c]

|
| |
L] e |
| |

LB L] el |

LI
N Gunner G I
2 Pulse Lasers
(R) (SRAR) (SFQR)
To Hit: 2D8+ +1

Damage: Low+1
Range: 3/9/10
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FRONT LEFT

-

2 — Electronic Warfare gone. Ushas may no
longer jam torps. Reduce Defensive Value by
2.

3 — Buckled Armor. Reduce Damage Reduction
on Front Left and Rear Left Damage Tracks
by 1.

4 — Cargo Bay Ejection System triggered.
Cargo Bay 1 ejects.

5 — Repeating Blaster loses power. Repeating
Blaster may not fire until after next game
turn.

6 — Pulse Laser B damaged. Reduce chance To
Hit by 2.

7 — Too Tough! No extra damage.

8 — Shields damaged. Reduce Defensive Value
by 2.

9 — Gunner B killed. Gunner B's weapon may not
be fired.

10 — Cargo Bay 1 Ejection System destroyed.
Bay 1 may no longer be ejected.

11 — Bridge hit. Bridge crew is stunned. Ushas
may not move or use Captain's Die next turn.

12 — Major structural damage. Take 15 more
hits on this track.

REAR LEFT

-

2 — Bridge Hit. Captain killed. Ushas may no
longer use Captain's die.

3 — Major structural damage. Take 10 more
hits on this Damage Track.

4 — Power Coupling hit. No weapons may be
fired until after next turn.

5 — Pulse Laser E loses power. Pulse Laser E
may not fire until after next game turn.

6 — Pulse Laser E damaged. Reduce chance To
Hit by 2.

7 — Cargo Bay 1hit. Roll for cargo loss.

8 — Engines sputter. Reduce Drive by 2 until
after next turn.

9 — Gunner E killed. Gunner E's weapons may no

longer be fired.

10 — Electronic Warfare destroyed. Ushas may
no longer jam torps. Reduce Defensive Value
by 2.

11 — Bridge Hit. Bridge crew is stunned.
Captain's die may not be used until after next
game turn.

12 — Major structural damage. Take 15 more

hits on this Damage Track.

Tons

: 7000

Electronics
Jam: 1-2 on 1D4

ECM: None

Bridge
Captain:
Pilot:
TOC: +0
EENBay 1N ENBay 2HEN
Cargo Cargo
Cargo Loss: Cargo Loss:

Engineering
Damage Control:1-2
EFS: None

© 1896, 2000 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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CRITICAL HITS

2 — Electronic Warfare gone. Ushas may no
longer jam torps. Reduce Defensive Value by

3 — Buckled Armor. Reduce Damage Reduction
on Front Right and Rear Right Damage
Tracks by 1.

4 — Cargo Bay Ejection System triggered.
Cargo Bay 2 ejects.

5 — Repeating Blaster loses power. Repeating
Blaster may not fire until after next game
turn.

6 — Pulse Laser D damaged. Reduce chance To
Hit by 2.

7 — Too Tough! No extra damage.

8 — Shields damaged. Reduce Defensive Value
by 2.

9 — Gunner D killed. Gunner D's weapon may not
be fired.

10 — Cargo Bay 2 Ejection System destroyed.
Bay 2 may no longer be ejected.

11 — Bridge hit. Bridge crew is stunned. Ushas
may not move or use Captain's Die next turn.

12 — Major structural damage. Take 15 more
hits on this track.

REAR LEFT

-

2 — Bridge Hit. Captain killed. Ushas may no
longer use Captain's die.

3 — Major structural damage. Take 10 more
hits on this Damage Track.

4 — Power Coupling hit. No weapons may be
fired until after next turn.

5 — Pulse Laser G loses power. Pulse Laser G
may not fire until after next game turn.

6 — Pulse Laser G damaged. Reduce chance To
Hit by 2.

7 — Cargo Bay 2 hit. Roll for cargo loss.

8 — Engines sputter. Reduce Drive by 2 until
after next turn.

9 — Gunner G killed. Gunner G's weapons may

no longer be fired.

10 — Electronic Warfare destroyed. Ushas may
no longer jam torps. Reduce Defensive Value
by 2.

11 — Bridge Hit. Bridge crew is stunned.
Captain's die may not be used until after next
game turn.

12 — Major structural damage. Take 15 more

hits on this Damage Track.
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USHAS BATTLE PODS

110 (2 PER BAY)

SLOTS

Kashmere

: 100

BPV

GUN CREW 1A Gnr:

H Gun Crew 1A B
Quad Repeating Blaster
[R12] (3 Arcs)

( ) ( ) ( )
To Hit: 2D6+ +3
Damage: (High+B) x 2
Range: 3/8/15

GUNNER 1B Gnr:

I Gunner ‘1B N
6 Splatterguns (5 Arcs)

( )X )X X )X )
To Hit: 2D6+ +5

Damage: Medium+10
Range: 2/6/10

I Gunner ‘1B N
Missile Launcher
(3 Arcs)
( ) ( ) (
Lock-on <
(OITTTTTTT
(OITTTTTTT

I Gunner ‘1B N
Missile Launcher
(3 Arcs)
( ) ( ) (
Lock-on <_
(CTITTTTTT]
(CTITTTTTT]

I Carrier Bay HIEEE
400-ton Fighter x1
Type: ID:

I Carrier Bay HIEEE
300-ton Fighter x1
Type: ID:

45

BPV:

Il (110 sLoTS)

BPV

I Carrier Bay I
100-ton Fighter x5
Type: ID:
Type: ID:
Type: ID:
Type: ID:
Type: ID:

GUN CREW 2A Gnr:

I Gun Crew 2A I
Blast Cannon
(3 Arcs)

( ) ( ) ( )
To Hit: 2D6+
Damage: Medium x 2
Range: 8/20/25
Target SR <9

GUN CREW 2B Gnr:

I Gun Crew 2B I
Blast Cannon
(3 Arcs)
( ) ( ) ( )
To Hit: 2D6+
Damage: Medium x 2
Range: 8/20/25
Target SR <9

one rear. You may combine Battle Pods and Cargo in the same bay.

: 89

BPV

I 50 s.ot1s)

BPV:

GUN CREW 3A Gnr:
I Gun Crew 3A N
Hyper Cannon [%[%]

(3 Arcs)
( ) ( ) (
To Hit: 2D6+
Damage: High x 2
Range: 3/8/15
Target SR <15
[EENEENEEEN]

GUNNER 3B Gnr:

I Gunner 3B N
lon Ram (5 Arcs)
( )X )X )X )X )
To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

GUNNER 3C Gnr:
N Gunner 3C N
Plazgun
(5 Arcs)

C ) ) X )X )
To Hit: 2D6+
Damage: All ¥
Range: 2/4/10

¥  If the attack dice roll triples, the
weapon mount overloads and is

destroyed. The target is not affected.

Concealed Wpns/Bays [ |
GUNNER__  Gnr:

Note: Ushas Battle Pods fill one-half of an Ushas cargo bay. You may place up to two pods in each bay: one forward,

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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VARUNA

: 120

BPV

GamvE Turn Recorp TRack

I Pilot I
3 Pulse Lasers (F)
To Hit: 2D8+ +2

Damage: Low+2
Range: 3/9/10

HE Gunner A HEEN
1 lon Ram (360°)

To Hit: 2D8+

ENCrew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:

Damage: All
Range: 5/13/15
Target SR <15

o
J
&

Decoys: [0
m
P-D: 1-5 (3)
Dmg Con: 1-4
Tons: 1000

Tight Turn Cost:

+3

4 Splatterguns

(RAL) (R) (RAR)

To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

DAMAGE TRACK

O

62
x

<

: 120

BPV

I Pilot I
3 Pulse Lasers (F)
To Hit: 2D8+ +2

Damage: Low+2
Range: 3/9/10

HE Gunner Al
1 lon Ram (360°)
To Hit: 2D8+

HN Crew N
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B

Gnr:

Damage: All
Range: 5/13/15
Target SR <15

Decoys: [0
M
P-D: 1-5 (3)
Dmg Con: 1-4
Tons: 1000

>
<
&

Tight Turn Cost:

+3

4 Splatterguns

(RAL) (R) (RAR)

To Hit: 2D6+
Range: 2/6/10

DAMAGE TRACK

+3
Damage: Medium+6

&

O
B

D

’I

2

3

41567 |8

9 [10

11

12

13|14

15

16117118119

20

Kashmere
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

I criTicAL HITS N

2 — Pilot killed. Varuna may not
maove nor may Pilot weapons
fire. Defensive Value drops to 5.
Gunner B dazed. Gunner B may
nat fire his weapon until after
next game turn.

Electronic Warfare disabled.
Varuna may no longer jam torps.
Reduce Defensive Value by 3.
lon Ram damaged. Reduce
chance To Hit by 2.

Shields damaged. Reduce
Defensive Value by 2.

Clank! No vital systems hit.
Splattergun Power Feed
damaged. Damage is now
Low+3.

Pulse Lasers damaged. Reduce
chance To Hit by 4.

Decoys destroyed. Varuna
loses all remaining decoys.
Gunner A dazed. Gunner A may
nat fire his weapon until after
the next game turn.

Reactor hit. Varuna detonates
into a thousand tiny pieces.

12—

I 1on RAM SPECS
Short Range: 1-5 hexes (+1 To Hit).
Medium Range: 6-13 hexes.

Long Range: 14-15 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <15.

I PULSE LASER SPECS |

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
Long Range: 10 hexes (-1 To Hit).

[ SPLATTERGUN SPECSi

Short Range: 1-2 hexes (+1 To Hit).
Medium Range: 3-6 hexes.
Long Range: 7-10 hexes (-1 To Hit).
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ETPVEER

I Pilot I
2 Pulse Lasers (F)

To

Damage: Low+1
Range: 3/9/10

Hit: 2D8+ +1

FRONT DAMAGE TRACK

N Crew HN
PILOT

Plt:

Gnr:

GUNNER A
Gnr:

GUNNER B
Gnr:

GUNNER C

Gnr:

BN By 1 B

EEENBay 2 EEEN

Cargo
Cargo Loss:

Cargo

Cargo Loss:

I Gunner A I
2 Pulse Lasers
(FAL) (RQAL) (R)

To Hit: 2D8+ +1

Damage: Low+1

Range: 3/9/10

®

(F)

Defensive Value

I Gunner B I
2 Pulse Lasers
(R) (RGR) (FAR)
To Hit: 2D8+ +1
Damage: Low+1

LEFT SIDE
DAMAGE TRACK

X

Decoys: O
P-D: 1-4 (2)
Dmg Con: 1-2
Tons: 2000

'~
% 04/

>

&>

(R)
Tight Turn Cost:

+4

I Gunner C I
2 Pulse Lasers
(RAL) (R) (RAR)

To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

Range: 3/9/10

RIGHT SIDE
DAMAGE TRACK

EEENBay 3N
Cargo
Cargo Loss:

2 — Pilot killed. Vishnu may not move
or fire pilot weapon. Defensive Value
drops to 5.

3 — Pilot Targeter damaged. Reduce
chance To Hit for all pilot weapons
by 2.

4 — Point Defense hit. Reduce Point
Defense to 1-1 [1].

5 — Pilot Pulse Laser damaged.

Reduce chance To Hit by 2.

6 — Pilot Pulse Laser loses power.

May not fire until after next game
turn.

7 — Gunner A killed. Lose use of
Gunner A's weapon.

8 — Controls smashed. Vishnu may not

move. Defensive Value drops to 5.

Kashmere

2 — Structure damaged.

hits to Left Damage Track.
3 — Cargo Bay Ejection System hit.

Cargo Bay 1 ejects.

fire Pulse Laser A.

5 — Structural damage. Take 5 more
hits on Left Damage Track and 3

hits on Right.

of its next move.

7 — Gunner A killed. Lose use of

Gunner A's weapon.

8 — Electronic Warfare gone. Vishnu
may no longer jam torps. Reduce

Defensive Value by 2.

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

Pulse Laser a destroyed. May not

Maneuver Thruster hit. Vishnu
must make one left turn at the start

Take 5 more
hits to Left Damage

Cargo Bay 2 ejects.

fire Pulse Laser B.

hits on Left.

of its next move.

Gunner B's weapon.
8 — Electronic Warfare

2 — Structure damaged. Take 5 more
3 — Cargo Bay Ejection System hit.
Pulse Laser B destroyed. May not

5 — Structural damage.
hits on Right Damage Track and 3

Maneuver Thruster hit. Vishnu
must make one left turn at the start

7 — Gunner B killed. Lose use of

may no longer jam torps. Reduce
Defensive Value by 2.

[l REAR DAMAGE TRACK
* O
w C 9|€ X C X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS

2 — Catastrophic structural damage.
Take 2D8 more hits to Rear
Damage Track.

3 — Cargo Bay Ejection System hit.
Cargo Bay 3 ejects.

4 — Gunner C killed. Lose use of
Gunner C's weapon.

5 — Good Hit! Take 5 moare hits on
Rear Damage Track.

Track.

Take 5 mare

6 — Maneuver Thrusters hit. Vishnu
may no longer make tight turns.

7 — Engines destroyed. Reduce Drive
to O. Defensive Value drops to 5.

8 — Reactor detonates. There goes all

gone. Vishnu that cargo.
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EEEN Gunner A I
2 Splatterguns (%]
(360°)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

O P-DB: 1-2
FRONT LEFT QUARTER
DAMAGE TRACK

o CC T
G T [+[2el 1]
(LT o REL [ v
EERCENREN0

O P-DB: 1-2
REAR LEFT QUARTER
DAMAGE TRACK

oLl LIl ]]
@l bl | [w[xle] [ ]
L] e Pxie] | [w]
XXl [ 1] | |e

L IX

EN Gunner C N
2 Splatterguns (%]
(360°)

To Hit: 2D6+ +1
Damage: Medium+2
Range: 2/6/10

260

EENCarrier Bay 1IN
300-ton Fighter x1
Type: ID: ___

BPV

ENGun Crew EIN
2 Torpedo Tubes
(F)

0O P-DB: 1-2
FRONT
DAMAGE TRACK

oLl LI
@ Bl | [w[xle] | ]
L | e Pie] | |w]
XLIRL [ 1] ] |o

@

(F)
Defensive Value

Drive:[ 0]

(R)

@

O P-DB: 1-2
REAR
DAMAGE TRACK

oLl LI ]
@l Bkl | [w[xle] [ ]
L1 el @] | [w]
XLIRl [ 11 ] |ef

LT IX

EEEN Gunner B I BN Crew BN
2 Blatguns [/ CAPTAIN
(360°) Cpn:

To Hit: 2D6+ +1 PILOT
Damage: High+2 Plt:
Range: 4/10/15 GUNNER A
Target SR =13 Gnr:

GUNNER B
Gnr:

FRONT RIGHT QUARTER CREW D

DAMAGE TRACK Gor:

T CREW E

sIRRRARRRREN e

GUNNER C
0 P-DB: 1-2 G

@l x| [w[xle] | ]
L] e bxie] | [w]
2l [ 1] |e

0O P-DB: 1-2
REAR RIGHT QUARTER
DAMAGE TRACK

HENEEN
@ Bl | [w[xle] | ]
L | e Prie] | |w]
XLIR [ 1] ] |ef

El Gun Crew D I
Blast Cannon
(360°)

To Hit: 2D6+
Damage: Medium x 2
Range: 8/20/25
Target SR <9

EENCarrier Bay 2l
300-ton Fighter x1
Type: ID:

Space Junk © 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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FRONT

-

2 — Engineering hit. Mark off 1D6 crew.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.
4 — Structural damage. Take 5 more hits on

each damage track.

5 — ECM damaged. Wakizashi may only make 3
screens per turn.

6 — TOC damaged. Bonus is now only +1.

7 — Torp detonates. Take 1D12 hits on this
track.

8 — Reactor hit. Banzai!

CRITICAL HITS

2 — Gunner A killed. Gunner A's weapons may
not fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by

3.

5 — Torp Magazine hit. Lose 1D4 torpedoes.

6 — TOC damaged. Bonus is now only +1.

7 — Gunner A's Splatterguns damaged. Gunner
A's Spatterguns are -1 To Hit.

8 — Blast Cannon damaged. Reduce damage to
Low x2.

CRITICAL HITS
2 — Gunner B killed. Gunner B's weapons may
not fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by 3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.

6 — Carrier Bay 1 is destroyed. Any contents
are destroyed.

7 — Gunner B's Blatguns damaged. Gunner B's
Blatguns are -1 To Hit.

8 — Blatguns destroyed. Blatguns may not fire.

Space Junk

Tons: 5000

Electronics
Jam: 1-2 on 1D4

ECM: 1-5 [5]

Bridge
Captain:

Engineering
Damage Contral:1-2

Torpedo
Magazine

CRITICAL HITS

2 — Gunner C killed. Gunner C's weapons may
not fire.
3 — Electronic Warfare damaged. Reduce

Defensive Value by 1.
4 — Shield buckles. Reduce Defensive Value by 3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.

6 — Hit Nothing Important. No extra damage.

7 — Gunner C's Splatterguns damaged. Gunner
C's Splatterguns are -1 To Hit.

8 — Torp Room destroyed. No torps may fire.

CRITICAL HITS
2 — Torp Room hit. Lose 1D4 Crew.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Shield buckles. Reduce Defensive Value by 3.
5 — Torp Magazine hit. Lose 1D4 torpedoes.

6 — Carrier Bay 2 hit. Any contents are de-
stroyed.

7 — Blast Cannon Surge. Lose 1D4 Crew.

8 — Blast Cannon destroyed. \Weapon may not
fire.

_ .
CRITICAL HITS

2 — Power Coupling hit. No weapons may be
fired next turn.

3 — Electronic Warfare crippled. Reduce
Defensive Value by 3.

4 — Engineering destroyed. \WVakizashi may not

use damage control.

5 — ECM damaged. \Wakizashi may only make 3
screening attempts per turn.

6 — TOC destroyed.
7 — Crew Quarters hit. Lose 1D4 crew.

8 — Reactor hit. Banzai!

© 1897 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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WASP'S NEST |

: 348

BPV

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLI L[] ] e
KL e[z | e
XL o | ] IX

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLI L[] ] e
kL e[z | [e)
XL ] o | [ IX

0 P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLITLI[ ][] le@
KL ez | e
Xpxl | [ @ | ] [X

®

(F)
Defensive Value

(R)
®

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLI L[] ] e
kL e[z | [e)
XL ] o | [ IX

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLLLT 1] e
kL[ e[z | el
XKLL o] [ [ [X]

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

HEEERN O
kL || e[z | e
Xk ] e | ] X

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:
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.

CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Defensive Screens pierced. Reduce Defensive
Value by 2.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Autodock short. 1 random Point Defense
Battery shuts down until after next game turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch until
after next game turn.

8 — Bridge hit, Pilot killed. Wasp's Nest may not
turn.

CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Point-Defense Battery lock. You may not
shut down you P-DB until after next Game
turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Explosive Decompression. All crew on board
are killed.

CRITICAL HITS
2 — Structure damaged. Mark off 3 boxes on all

damage tracks.

3 — Defensive Screens pierced. Reduce
Defensive Value by 2.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Explosive Decompression. All crew on board

are killed.

Q'raj Void Protectorate

WASP'S NEST |

Tons: 7000

EEFighter Bay 1 N | EEFighter Bay 2 I
1000-ton Fighter 1000-ton Fighter
EEN ID: EEN ID:

Type: Type:

Electronics
Jam: 1-2 on 1D4

ECM: -

Bridge
Captain:
TOC: -

Engineering
Damage Contral: —

- FRONT RIGHT
CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Point-Defense Battery lock. You may not
shut down you P-DB until after next Game
turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Explosive Decompression. All crew on board

are killed.

CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Defensive Screens pierced. Reduce
Defensive Value by 2.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Reactor hit. They will remember your

sacrifice.

_
CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Point-Defense Battery lock. You may not
shut down you P-DB until after next Game
turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Bridge hit, Captain Killed. \Wasp's Nest may

not use captain's die.

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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Il Crew HN
CAPTAIN

0 PDB: 15 o
REAR LEFT QUARTER Pt
DAMAGE TRACK '

OLLI 11 &[]
zlel | [ [0 | @K
MO [ fof T 11X

O P-DB: 1-5 O P-DB: 1-5
REAR LEFT QUARTER REAR LEFT QUARTER
DAMAGE TRACK DAMAGE TRACK

OLLI 1] e || OLLL L] e | [P
zlel | [ [&] | [ep%] <|> 2ol | [ 1] | &b
LT[ el 11X XL [ lef [ ] [X]

WASP'S NEST 2

(F)
Defensive Value

O P-DB: 1-5 ! / O P-DB: 1-5
REAR LEFT QUARTER REAR LEFT QUARTER
DAMAGE TRACK g DAMAGE TRACK

RRERRCRERE \ ol [ [ Ix
Blel [ [ [ [ [8F = Blel [T ol [ %
KT e TIX A HERRRCRRRN

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLL 1] e || P
zlel | [ 0] | [epx]
XL [ e [ [ [X]

: 284

BPV
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FRONT

-

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Defensive Screens pierced. Reduce Defensive
Value by 2.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Autodock short. 1 random Point Defense
Battery shuts down until after next game turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch until
after next game turn.

8 — Bridge hit, Pilot killed. Wasp's Nest may not

turn.

FRONT LEFT

-

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Bay 3 hit. Roll on Fighter Bay Hit Table.

5 — Point-Defense Battery lock. You may not
shut down you P-DB until after next Game
turn.

6 — Bay 4 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Explosive Decompression. All crew on board

are killed.

REAR LEFT

-

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Defensive Screens pierced. Reduce
Defensive Value by 2.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

6 — Bay 3 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Explosive Decompression. All crew on board

are killed.

Q'raj Void Protectorate

WASP'S NEST 2

Tons: 7000

I Fighter Bay 11
400-ton Fighter
oo ID:

Type:

I Fighter Bay 2 I
400-ton Fighter
oo ID:

Type:

I Fighter Bay 3 I
400-ton Fighter
1 ID:

Type:

I Fighter Bay 4 I
400-ton Fighter

RN & ID:

Type:

- FRONT RIGHT
CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Bay 3 hit. Roll on Fighter Bay Hit Table.

5 — Point-Defense Battery lock. You may not

shut down you P-DB until after next Game
turn.

Bay 2 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Explosive Decompression. All crew on board
are killed.

Electronics
Jam: 1-2 on 1D4

TOC: -

Bridge
Captain:

Engineering
Damage Control

© 19989 by Iron Crown Enterprises, Inc.

CRITICAL HITS

2 — Structure damaged. Mark off 3 boxes on all
damage tracks.

3 — Defensive Screens pierced. Reduce
Defensive Value by 2.

4 — Bay 1 hit. Roll on Fighter Bay Hit Table.

5 — Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

6 — Bay 4 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Reactor hit. They will remember your

sacrifice.

CRITICAL HITS
2 — Structure damaged. Mark off 3 boxes on all

damage tracks.

3 — Electronic Warfare damaged. Reduce
Defensive Value by 1.

4 — Bay 4 hit. Roll on Fighter Bay Hit Table.

5 — Point-Defense Battery lock. You may not
shut down you P-DB until after next Game
turn.

6 — Bay 2 hit. Roll on Fighter Bay Hit Table.

7 — Catapult seizure. No fighters may launch
until after next game turn.

8 — Bridge hit, Captain Killed. \Wasp's Nest may

not use captain's die.

ermission granted to photocopy for personal use.



WASP'S NEST 3

: 152

BPV

I Gunner B I
6 Pulse Lasers
(360°) 2
To Hit: 2D8+ +5
Damage: Low+5

Range: 3/9/10

HE Gunner C I
Turbo Laser (360°) (2]
To Hit: 2D8+
Damage: High
Range: 9/25/30

Target SR =8 0 P-DB: 1-5

REAR LEFT QUARTER
DAMAGE TRACK

OLLI ] e [ ][R
o] | [v]&] [X|epX]
LT[ el 11X

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLL [ [ef [T [XPK
o] | [w]&] [X|epX]
XL [ e [ [ [X]

0 P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

oL lef [T IRBK
Lol | [ [0 [R|e[K
MO [ fof T 11X

®

(F)

Defensive Value
Q

(R)
®

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

OLLL [ [ef [T [XPK
o] | [w]&] [X|epX]
XL [ e [ [ [X]

EE Gunner A Il j E Gunner A N
2 Meld Lasers (360°) Missile
To Hit: 2D8+ +1 Launcher
Damage: Medium+1 (360°)
Range: 5/18/20 Lock-on < ___
Target SR <12 oooog
ooood

Gunner A

%]

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

oLl [ lef [T I[XEK
Lo | [w[&] [X]epX]
XL [ lef [ ] [X]

O P-DB: 1-5
REAR LEFT QUARTER
DAMAGE TRACK

L | & [ | [XPK
Lol | [»[0] [P
XL [ o 111X

Hl Crew HN
CAPTAIN
Cpn:

PILOT

Plt:

GUNNER A
Gnr:

GUNNER B

Gnr:
GUNNERC
Gnr:
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FRONT

-

4 —
5—

6 —
7 —

Structure damaged. Mark off 3 boxes on all
damage tracks.

Defensive Screens pierced. Reduce
Defensive Value by 2.

Bay 1 hit. Roll on Fighter Bay Hit Table.
Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

Bay 2 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Bridge hit, Pilot killed. Wasp's Nest may not
turn.

WASP NEST 3

FRONT LEFT

- CRITICAL HITS -

2 —

3 —

a4 —
5 —

6 —
7 —

8 —

Structure damaged. Mark off 3 boxes on all
damage tracks.

Electronic Warfare damaged. Reduce
Defensive Value by 1.

Bay 3 hit. Roll on Fighter Bay Hit Table.

Meld Laser Rotater locks up. It may only fire
one random arc.

Bay 4 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Explosive Decompression. All crew on board
are killed.

REAR LEFT

-

o __
3 —
a4 —
5 —

6 —
7 —

Structure damaged. Mark off 3 boxes on all
damage tracks.

Defensive Screens pierced. Reduce
Defensive Value by 2.

Bay 5 hit. Roll on Fighter Bay Hit Table.
Autodock short. 1 random Point Defense
Battery shuts down until after next game
turn.

Bay 6 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Explosive Decompression. All crew on board
are killed.

Q'ra) Viod Protectorate

Tons: 7000 Bridge Electronics
Captain: Jam: 1-2 on 1D4
Engineering TOC: +2
I Fighter Bay 1 | B Fighter Bay 2 I
100-ton Fighter 100-ton Fighter
M & ID: M X ID:
Type: Type:
I Fighter Bay 3 | EE Fighter Bay 4 I
100-ton Fighter 100-ton Fighter
M [ 1D M & ID:
Type: Type:
I Fighter Bay 5 I | HE Fighter Bay 6 I
100-ton Fighter 100-ton Fighter
m & ID: M & ID:
Type: Type:
I Fighter Bay 7 Il | B Fighter Bay 8 I
100-ton Fighter 100-ton Fighter
m [ 1D M [ ID:
Type: Type:
I Fighter Bay S | B Fighter Bay 10
100-ton Fighter 100-ton Fighter
M & ID: M X ID:
Type: Type:

FRONT RIGHT

- CRITICAL HITS -

Structure damaged. Mark off 3 boxes on all
damage tracks.

Electronic Warfare damaged. Reduce
Defensive Value by 1.

Bay 7 hit. Roll on Fighter Bay Hit Table.
Turbo Laser Rotater locks up. Turbo Laser
may only fire one random arc.

Bay 8 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Explosive Decompression. All crew on board
are killed.

2
3
4 —
5—
6 —
7 —

8 —

REAR RIGHT

-

Structure damaged. Mark off 3 boxes on all
damage tracks.

Defensive Screens pierced. Reduce
Defensive Value by 2.

Bay 10 hit. Roll on Fighter Bay Hit Table.
Pulse Laser hit. Pulse Laser is now -5 to hit.

Bay 9 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Reactor hit. They will remember your
sacrifice.

REAR

-

Structure damaged. Mark off 3 boxes on all
damage tracks.

Electronic Warfare damaged. Reduce
Defensive Value by 1.

Bay 8 hit. Roll on Fighter Bay Hit Table.
Turbo Laser Rotater locks up. Turbo Laser
may only fire in one random arc.

Bay 7 hit. Roll on Fighter Bay Hit Table.
Catapult seizure. No fighters may launch
until after next game turn.

Bridge hit, Captain Killed. \Wasp's Nest may
not use captain's die.

© 19989 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.



4

I Pilot I
2 Pulse Lasers (F)
To Hit: 2D8+A08+1

25

BPV

.ol WAVECUTTER |

25

BPV

Damage: Low+1

EE Pilot E—
1 EMP Ray (F)
To Hit: 2D8+ADE
Damage: Medium/2=n

0. lll WAVECUTTER|

B
Dmtj Con: 1-2 (R)  Tight Turn Cost:
DAMAGE TRACK
-~ FEvFECE
] I 2 ) e ) O

1 i e L

WAVECUTTER

2 Pulse Lasers (F)
To Hit: 2D8+4DB+1
Damage: Low+1

1 EMP Ray (F)
To Hit: 2D8+A03

Damage: Medium/2=n

Decoys: O

Drive:

P-D: -
Dmg Con: 1-2

(R)

DAMAGE TRACK

Tight Turn Cost:

&

K |[re]| w |[17]j[rs

4

]

[1]

ELWE

3]
X

+3

25

BPV

WAVECUTTER |

1.0.1IH

25

BPV

I Pilot I

2 Pulse Lasers (F)

Ta Hit: 2D8+ADE+1
Damage: Low+1

S Pilot I
1 EMP Ray (F)
To Hit: 2D8+A0R
Damage: Medium/2x

I CRITICAL HITS I

EENCrew IR

PiLOT 2 — Structural collapse.

PIt: Wavecutter folds up. Itis
Gnr destroyed.

Luc | 3 — Engines severely damaged.

P-D: -
Dmg Con: 1-2

(R} Tight Turn

DAMAGE TRACK

Reduce Wavecutter Drive value
to (1D4+1).

Electronic Warfare knocked
out. Wavecutter may no longer
jam torps. Reduce Defensive
Value by 4.

Maneuver Thrusters malfunc-
tion. Wavecutter may no
longer make Tight Turns.
Shields damaged. Reduce
Defensive Value by 2.

EMP Damaged. If fired
Wavecutter takes a critical hit,
may fire as normal.

Evade Thrusters hit. Reduce
Defensive Value by 3.

Pulse Laser Capacitors

Cost:

*[relw =)

overheat. Wavecutter takes

E|

K[l w (5]

one more hit on damage track
due to internal flash fire.

X

R e
e .gﬁ- %\':._-'9

10 — Controls momentarily lock up.

Wavecutter must move straight

ahead at maximum speed next

I Pilot N—

2 Pulse Lasers [F)

To Hit: 2D8+ADE+1
Damage: Low+1

I Pilot NE—
1 EMP Ray (F)
To Hit: 2D8+A0E

Damage: Medium/2=

N Crew HEN Maovement Phase. Afterwards,
PILOT Wavecutter may move normally.
- —— 11 — Pilot killed. Wavecutter may
Gnr: perform no further actions.

Defensive Value drops to 5.

2 — Reactor hit. This ship is gane.
HPULSE LASER SPECSH

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-9 hexes.
| Long Range: 10 hexes (-1 To Hit).

| B EMP Ray SPECS~

Shart Range: 1-2 hexes (+1 To Hit).
| Medium Range: 3-4 hexes.

Long Range: 5-8 hexes (-1 To Hit).

n |gnores Damage Reduction
Whenever doubles or triples are
rolled on a hit, the target takes a
critical in addition to other damage.

+3

Dmg Con: 1-2 ight Turn Cost:
- DAMAGE TRACK
@ % [[re]] w |[17]|[rs]|<D|r3]




157

BPV

O P-DB: 1-5

2 Meld Lasers

m TPV I Gunner A IR O P-DB: 1-5 - = =
u 5 Pulse Lasers (360°) [3] FRONT DAMAGE TRACK Bridge CAPTIIIIEII\’IV
To Hit: 2D8+ +4 ol T T 1T 1T TT1T1 Cpn:
n Damage: Low+4 PILOT
w Range: 3/9/10 o Bxielw(z] | o | Pit:
— Xxlel | | [ef X gUNNERA
nr.
= @ GUNNER B
0 P-DB: 1-5 e 0 P-DB: 1-5 Gnr:
FGL DAMAGE TRACK ) FGR DAMAGE TRACK
Defensive Value
oLl I ] e OLLIITTT[]
o xelw|z] | | | & K« (2] | (e |
XKool | | (e [X] Xpkle | | e [X]
) 0 PDB: 15 0 P-DB: 15 e
Electronics RGL DAMAGE TRACK RGR DAMAGE TRACK Dy Gon: 13
Jam: 1-2 on 1D4 Tons: 2000
oLl OLLITTTTT] e
o Xelw|z] | [eof | o Keiw(z] | [ef |
Xklel | | [ef X Xlel | | e [X]
Gunner B
I Gunner B I 2]

I Gunner B I

CRITICAL HITS

— Structural hit. Take 6 mare
hits on this track.

whisper in space.

Sigurd Archdiocese

3 — Shield buckles. Reduce
Defensive Value by 3.

4 — Sensor Suite damaged. May
not operate for 5 turns.

5 — 2 Pulse Lasers destroyed.
Damage Low+2; To Hit 2D8+2.

6 — Clank! No damage. Armar too
tough.

7 — Meld Laser Targeting damaged.
Reduce chance To Hit by 2.

8 — Reactor hit. Platformis a

- CRITICAL HITS-

— Gunner A killed.

3 — Electronic warfare damaged.
Reduce Defensive Value by 1.

4 — Shield buckles. Reduce
Defensive Value by 3.

5 — Missile Rack destroyed.
Weapon may not fire.

6 — Missile Rack hit. Lose 108
missiles.

7 — Gunner A's Pulse Lasers
damaged. Reduce chance To Hit
by 1.

8 — Reactor hit. Platform is a

whisper in space.

7 —
8 —

CRITICAL HITS
— Gunner B killed.

Meld Laser Targeting damaged.

Reduce chance To Hit by 2.
Structural damage. 4 more
hits to each side.

Meld Lasers destroyed.
Weapon may nat fire.

Clank! No damage; armar too
tough.

Sensor Equipment destroyed.
Reactor hit. Platform is a
whisper in space.

CRITICAL HITS
— Gunner A killed.

3 — Electronic warfare damaged.
Reduce Defensive Value by 1.

4 — Shield buckles. Reduce
Defensive Value by 3.

5 — Missile Rack destroyed.
Weapon may not fire.

6 — Missile Rack hit. Lose 108
missiles.

7 — Gunner A's Pulse Lasers
damaged. Reduce chance To Hit
by 1.

8 — Reactor hit. Platform is a

whisper in space.

- CRITICAL HITS -

— Gunner B killed.

3 — Meld Laser Targeting damaged.
Reduce chance To Hit by 2.

4 — Structural damage. 4 more
hits to each side.

5 — Meld Lasers destroyed.
\Weapon may not fire.

6 — Clank! No damage; armor tao
tough.

7 — Sensor Equipment destroyed.

8 — Reactor hit. Platformis a

whisper in space.

REAR DAMAGE TRACK 360°
Engineerin Snooper To Hit'[2D8+] +1 Missile Launcher (360°)
Damage ControIS'I’I-B DLLLLLLLELI Damaée: Medium-+1 Lockon <___
g ' o xefwlx] | o | Range: 6/18/20 [ | (110 [T
<Bxlele] [ [ lof [X] Target SR <12 (LI [ITI]
FRONT FGR RGL REAR

CRITICAL HITS

— Power Coupling hit. No
weapons may be fired until after
next turn.

3 — Electronic Warfare crippled.
Reduce Defensive Value by 3.

4 — Engineering destroyed. May
not perform damage control.

5 — Missile Rack destroyed.
Weapon may not be fired.

6 — Missile Rack hit. Lose 1D6
missiles.

7 — Crew Quarters hit. Lose 104
Crew.

8 — Sensor Suite destroyed.
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13 1.0.IB WINDJAMMER

BPV

:
3
:
4
3
l=i

BPV

I Pilot I
5 Pulse Lasers (F)
To Hit: 2D8+43EH+4
Damage: Low+4

Decoys: O

P-D: —
Dmg Con: 1-2

(Rl  Tight Turn Cost:

DAMAGE TRACK

[rells] ¢ [l2]

Bl w]l=X

I Pilot NN
5 Pulse Lasers (F)
To Hit: 2D8+4ADEB+4
Damage: Low+4

P-D: —
Dmg Con: 1-2

N Crew EEN
PILOT

Plt:
Gnr:

Drive:

[R]  Tight Turn Cost:

DAMAGE TRACK

EEEIE

DI w =X

pv: 13 1.0.lHl WINDJAMMER | gpy

N Pilot N

5 Pulse Lasers (F)
To Hit: 2D8+AE+4

Damage: Low+4

13 1ol WINDJAMMER |

Decoys: O
P-D: —
Dmg Con: 1-2

Drive:

(R)  Tight Turn Cost:

DAMAGE TRACK

EEEE

LIl w LX<

P-D: —
Dmg Con: 1-2

5 Pulse Lasers (F)
To Hit: 2D8+4AE+4
Damage: Low+4

B Crew N
PILOT

Pt
Gnr:
Luck:

(R) Tight Turn Cost:

DAMAGE TRACK

JJ[IE kS
] w]la]PX

— Pilot killed. Windjammer may
perform no further actions.

— Pilot dazed. Windjammer may
not mave or fire until after the
end of the next game turn.
Electronic Warfare knocked
out. Windjammer may no
longer jam torps. Reduce
Defensive Value by 4.
Maneuver Thrusters hit.
Windjammer may no longer
make Tight Turns.

— Shields damaged. Reduce
Defensive Value by 3.

— Pulse Laser damaged. Reduce
chance To Hit by 1.

Evade Thrusters hit. Reduce
Defensive Value by 4,

— Engines severely damaged.
Windjammer reduced to a
Drive value of 1. Reduce
Defensive Value by 6.

| 10 — Engines destroyed. Windjam-

mer may not move or turn.
Reduce Defensive Value to 5.

1 — Hull breached. Reduce
Defensive Value by 5. At the
end of next game turn,
Windjammer will disintegrate
and be destroyed.

| 12 — Reactor hit. Power generator

detonates; vessel is destroyed.
N PULSE LASER SPECSH

hort Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-8 hexes.
ong Range: 10 hexes (-1 To Hit).




BN TPVEEE I Pilot I BN Crew BN
2 Pulse Lasers (F) PILOT
To Hit: 2D8+ +1 Plt:
Damage: Low+1 Gnr:
Range: 3/9/10 —
GUNNER A
FRONT DAMAGE TRACK Gnr:
0 GUNNER B
Gnr:
GUNNER C
—— W % Gnr:
EENNBay 1
v D) EEENBay 2 .
Battle Pod B
#_ X Ba;l:le Pod

I Gunner A I
2 Pulse Lasers
(FAL) (RQAL) (R)

To Hit: 2D8+ +1

Damage: Low+1

Range: 3/9/10

I Gunner B I
2 Pulse Lasers
(R) (RGR) (FAR)
To Hit: 2D8+ +1
Damage: Low+1
Range: 3/9/10

®

(F)

Defensive Value

LEFT SIDE
DAMAGE TRACK

RIGHT SIDE
DAMAGE TRACK

~
&/
&

>

i ¥
C @ C
(R) %
5] %‘é Tight Turn Cost:
- X , P
I

2 I Gunner C I
> S 2 Pulse Lasers X
[a] (RQL) (R) (RQR)
(o) To Hit: 2D8+ADE+1 — T EL___
o 8_95031/2[['2] Damage: Low+1
+ Dmé Con: 1-2 Range: 3/9/10 Battle Pod
o Tons: 2000
T ]

[N REAR DAMAGE TRACK
2 - 0
) w C X X C X
- FRONT - LEFT SIDE - RIGHT SIDE - REAR
CRITICAL HITS CRITICAL HITS CRITICAL HITS CRITICAL HITS
2 — Pilot killed. Yama may not move or | 2 — Structure damaged. Take 5 more |2 — Structure damaged. Take S more | 2 — Catastrophic structural damage.
fire pilot weapon. Defensive Value hits to Left Damage Track. hits to Left Damage Track. Take 2D8 more hits to Rear
drops to 5. 3 — Battle Pod hit. Battle Pod 3 — Battle Pod hit. Battle Pod 2 Damage Track.
3 — Pilot Targeter damaged. Reduce destroyed. destroyed. 3 — Battle Pod hit. Battle Pod 3
chance To Hit for all pilot weapons | 4 — Pulse Laser A destroyed. May not | 4 — Pulse Laser B destroyed. May nat destroyed.
by 2. fire Pulse Laser A. fire Pulse Laser B. 4 — Gunner C killed. Lose use of
4 — Point Defense hit. Reduce Point 5 — Structural damage. Take 5more | 5 — Structural damage. Take 5 more Gunner C's weapon.
Defense to 1-1 [1]. hits on Left Damage Track and 3 hits on Right Damage Track and 3 | 5 — Good Hit! Take 5 mare hits on
5 — Pilot Pulse Laser damaged. hits on Right. hits on Left. Rear Damage Track.
Reduce chance To Hit by 2. 6 — Maneuver Thruster hit. Yama 6 — Maneuver Thruster hit. Yama 6 — Maneuver Thrusters hit. Yama
6 — Pilot Pulse Laser loses power. must make one left turn during its must make one left turn during its may no longer make tight turns.
May not fire until after next game next move. next move. 7 — Engine destroyed. Reduce Drive to
turn. 7 — Gunner A killed. Lose use of 7 — Gunner B killed. Lose use of 0. Defensive Value drops to 5.
7 — Gunner A killed. Lose use of all Gunner A's weapon. Gunner B's weapon. 8 — Reactor detonates. Yama
Gunner A's weapons. 8 — Electronic Warfare gone. Yama 8 — Electronic Warfare gone. Yama disappears, permanently.
8 — Controls smashed. Yama may not may no longer jam torps. Reduce may no longer jam torps. Reduce
move. Defensive Value drops to 5. Defensive Value by 2. Defensive Value by 2.

Kashmere

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.
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60

BPV

Concealed Weapons/Bays

GUNNER 1A Gnr:

EN Gunner 1A NN
4 Blatguns (360°)

To Hit: 2D6+ +3
Damage: High+6
Range: 4/10/15

Target SR <13

EE Gunner ‘1A NN
Missile Launcher (360°)
Lock-on <
OITTTTTT17
OITTTTTT17

I Gunner 1A NN
Missile Launcher (360°)
Lock-on <_
(CTITTTTTT]
(CTITTTTTT]

33

BPV

VISHNU/YAMA BATTLE PODS

25

BPV:

Concealed Weapons/Bays

GUNNER 2A Gnr:

I Gunner 2A N
lon Ram (360°)

To Hit: 2D8+
Damage: All
Range: 5/13/15
Target SR <15

Gnr:

GUNNER 2B -

I Gunner 2B IR
Turbo Laser (360°)

To Hit: 2D8+
Damage: High
Range: 9/25/30
Target SR <8

18 POD VY3

BPV

N Gunner 2B
Missile Launcher (360°)
Lock-on <

CLITTITITTT

Concealed Weapons/Bays
I Carrier Bay I
100-ton Fighter x1
Type: ID:
100-ton RP x1 U]

GUNNER 4A Gnr:

EE Gunner 4A I
2 Autocannons
(1 Arc)

To Hit: 2D6+ +1
Damage: Medium+1 T
Range: 3/10/24
a1

E Gunner 4A I
Missile Launcher (360°)
Lock-on <_

1t Whenever two of the attack dice roll
doubles, multiply the base damage by 2.

50

BPV

Kashmere

(=]
Concealed Weapons/Bays ':
GUNNER 7A Gnr: a
I Gunner 7 A NS @

4 Blatguns (360°)
To Hit: 2D6+ +3

Concealed Weapons/Bays
I Carrier Bay I
100-ton Fighter x1
Type: ID:
100-ton RP x1 [

GUNNER 3A Gnr:

BN Gunner 3A HEEER
2 Impulseguns (360°)
To Hit: 2D8+ +1
Damage: High+2
Range: 3/8/10

Concealed Weapons/Bays
GUNNER 5A Gnr:

EE Gunner S5A I
4 Splatterguns (360°)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

I Gunner 5A N
Missile Launcher (360°)
Lock-on <
ITTTTTTTT]
ITTTTTTTT]

GUNNER 5B Gnr:

EN Gunner SB I
4 Splatterguns (360°)
To Hit: 2D6+ +3
Damage: Medium+6
Range: 2/6/10

N Gunner 5B I

Missile Launcher (360°) (@]
Lock-on < <

$

EERNNNRENN g

Damage: High+6
Range: 4/10/15
Target SR <13

I Gunner 7 AN
1 Protobolt Projector
(360°)
To Hit: 2D6+
Damage: 10/8/6
Range: 5-8/12/16
Target SR <14
aooo oooo

s POD vY8

BPV

GUNNER 6A Gnr:

I Gunner 6A IR
2 Impulseguns (3 Arcs)
To Hit: 2D8+ +1
Damage: High+2
Range: 3/8/10

GUNNER 6B Gnr:

I Gunner 6B I
4 Pulse Lasers (360°)
To Hit: 2D8+ +3
Damage: Medium+3
Range: 2/9/10

I Gunner 6B I
Railrepeator (3 arcs)
To Hit: 2D6+
Damage: High T
Range: 4/15/36
Target SR <6
Ooooo ooaa

Whenever two of the attack dice roll
doubles, multiply the base damage by
2.

t

Concealed Weapons/Bays
I Carrier Bay I
100-ton Fighter x1
Type: ID:

25 POD VY9

BPV

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

GUNNER 9A Gnr:

I Gunner 9A N
Heavy Plazgun (360°)
To Hit: 2D6+
Damage: All x 2 ¥
Range: 4/8/15
Target SR <11

¥  If the attack dice roll triples, the
weapon mount overloads and is

destroyed. The target is not affected.



Tons: 1040

@I Weapon 11 BEER) ((§Hatchling
Z-Beam (F) Plt:
To Hit: 2D8+
Damage: High x 2 Gnr:
Range: 3/20/22
Target SR <10 Gnr:
WEAPON 3

Type 1
Drones

DRAGONFLY

Special Gnr:
Equipment
[] Tow Hook Gnr:
nr:

(] Drone Mover 4

Gnr:

WEAPON 1

WEAPON 2

WEAPON 4

WEAPON 5

To Hit: 2D8+

Ml \Weapon 2 IR
Z-Beam (F)

Damage: High x 2
Range: 3/20/22
Target SR <10

Ml \Weapon 3 R
Z-Beam (F)
To Hit: 2D8+
Damage: High x 2
Range: 3/20/22
Target SR <10

~
<
&

Tight Turn Cost:

+3

Ml \Weapon 4 HIR Ml Weapon 5 R

X-Beam

To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

(360°) X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3

Range: 3/14/16
DAMAGE TRACK

D @ |

D

X
o]
«]D

d
X

Universal Night Watch

DRAGONFLY

= 172

BPV

@I Weapon 1 BEER) | (§ Hatchling I
Z-Beam (F) Plt:
To Hit: 2D8+
Damage: High x 2 Gnr:
Range: 3/20/22
Target SR <10 Gnr:
WEAPON 3

Special Gnr:
Equipment
[ Tow Hook Gnr:
nr:

[J Drone Mover 4

Tons: 1040

Type 1
Drones

Gnr:

WEAPON 1

WEAPON 2

WEAPON 4

WEAPON 5

M Weapon 2 R
Z-Beam (F)
To Hit: 2D8+
Damage: High x 2
Range: 3/20/22
Target SR <10

Ml Weapon 3 R
Z-Beam (F)
To Hit: 2D8+
Damage: High x 2
Range: 3/20/22
Target SR <10

~
<
&

Tight Turn Cost:

B [ ] ] ] ]

+3

Ml Weapon 4 R Ml \Weapon 5 HER
X-Beam (360°) X-Beam (360°)
To Hit: 2D8+ To Hit: 2D8+
Damage: Low x 3 Damage: Low x 3
Range: 3/14/16 Range: 3/14/16

DAMAGE TRACK
D| @

@
D

I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 3.

2 —  Hull cracks. Dragonfly takes
1D8 more damage.

3 — Beam power drops. Change
damage to “Low” on ane random
X-Beam.

4 — Beam power short. Hatchling
may not fire a beam weapon
until after next game turn.

5 —  Electronic Warfare Rig
damaged. Dragonfly may no
longer jam torps.

6 — Special Equipment shredded.
Hatchling may no longer use
Drone Mover or Tow Hook.

7 — Drone Mover seizures. \When
this Drone Mover is used,
target drone has 2 in 4 chance
of being destroyed.

8 — Drone Launcher damaged.
Dragonfly takes 1D4 hits for
each additional drone launched.

9 — Hatchling stunned. Dragonfly
may take no further actions until
after D4 turns.

10 — Hull snaps apart. The
Dragonfly is destroyed.

I x-BeEAmM sPEcs I
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.

Long Range: 15-16 hexes (-1 To Hit).

I z-8eEAv sPEcs

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-20 hexes.

Long Range: 21-22 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <10.

© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use
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M Weapon 1 R
Y-Beam (F)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

Ml \Weapon 2 HR
Drones Drive Leech (F)
To Hit: 2D6+
Damage: Low *
Range: 1/2/4
[T

Ml Weapon 3 R
X-Beam (F) (R)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Drive:

(R)

Special Equipment

] Grappling Tube
[] Tow Hook

DAMAGE TRACK

I Hatchlingl
Plt:

Gnr:
Gnr:

WEAPON 3
Gnr:

WEAPON 1

WEAPON 2

N
&
&

Tight Turn Cost:

+3

o] [d] ]

93

* @
el [k
HEE

BPV

GamvE Turn Recorp TRack

93

BPV

Drones

Ml Weapon 1 R
Y-Beam (F)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

Ml Weapon 2 HR
Drive Leech (F)
To Hit: 2D6+
Damage: Low *
Range: 1/2/4
[EEEEE

Ml Weapon 3 R
X-Beam (F) (R)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Drive:

(R)

Special Equipment

L] Grappling Tube
] Tow Hook

DAMAGE TRACK

Plt:

Gnr:

Gnr:

Gnr:

I Hatchlingll
WEAPON 1
WEAPON 2

WEAPON 3

~
<
&

Tight Turn Cost:

+3

o [d] ]

* @
G S
HEE

1121314 |5|6]|7 |8

9 [10

11

12

13

14

15

16117118119

20

Universal Night Watch
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I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 1.

2 — Hull cracks. Lamprey takes
2D4 mare hits.

3 — Tow Hook damaged. Mark off
this piece of equipment.

4 — Drones destroyed. Lose all
remaining drones.

5 —  Electronic Warfare Rig
damaged. Lamprey may no
longer jam torps.

6 — Grappling Tube destroyed.
Mark off this piece of equip-
ment.

7 — Y-Beam power drops. Modify
Damage code by -3.

8 — Drive Leech power duct
damaged. Madify Damage code
by -1.

9 — Hatchling killed. Lamprey may
take no further actions.
Defensive Value is reduced to 5.

10 — Attack guts through Lamprey.
It is destroyed.

I DRIVE LEECH SPECS |

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-4 hexes (-1 To Hit).

* Low Damage is distributed only to
target's Drive Damage boxes, ignoring
Damage Reduction value.

I x-BeAam sPecs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).

I Y-BeAM sPecs

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.
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< MR Weapon 1) ((§Hatchling < @R Weapon 1) ((§Hatchling I criTicAL HITs I
> X-Beam (F) Plt: > X-Beam (F) Plt: 1— Shields damaged. Reduce
To Hit: 2D8+ WEAPON 1 To Hit: 2D8+ WEAPON 1 Defensive Value by 0
Damage: Low x 3§ |/Gnr: Damage: Low x 3 2 —  Hull fibers shredded. Take 1
Range: 3/14/1 6 Range: 3/14/1 6 extra hit.
3 —  Weapon power flow hindered.
Change X-Beam Damage to Low.
4 — Drone Dispenser damaged.
Lose 1D6 of remaining drone.
5 —  Electronic Warfare Rig
. . damaged. Larva may no longer
jam torps.
fa) fa) 6 — Drone Mover destroyed. Mark
- - off this piece of equipment.
7 —  Jump Pods malfunction. Larva
may no longer use Jump Pads.
- Tight Turn Cost: - Tight Turn: Cost: 8 —  Hatchling Drive Link destroyed.
E Slﬁeg;:'m 3 E Slﬁeg;:'m 3 Drive Value drops to O.
0 piE D?Dnz Mover 2 O piE D?Dnz Mover 2 Defensive Value drops to 5.
¥ DAMAGE TRACK ) DAMAGE TRACK 9~ Hatohling kiled. Larva may take
e e no further actions. Defensive
> d > d Value drops to 5.
% d|s ] X % d|[s]<|@f 2] X< 10 — Catastrophic Hull breach.
Larva is destroyed.
I X-BEAM sPEcs
@ Weapon 1WER) | (WHatchling 8 @ Weapon 1WER) | (WHatchling 8 Short Range: 1-3 hexes (+1 To Hi)
T )H(-?egagg“:] PIt: T |)_|(71:Be§518[F] PIt: Medium Rgni:;e' 4-14 hexes |
o Hit: + o Hit: + : -
Damage: Low x 3 | || roM 1 Damage: Low x 3 || || ron 1 Long Range: 15-16 hexes (-1 To Hit).

Tons: 250

Type 1
Drones

Special
Equipment
] Drone Mover 2

Range: 3/14/

16

Tight Turn Cost:

+3

d|“/@

D

X

: 38

BPV

Tons: 250

Type 1
Drones

Special
Equipment
] Drone Mover 2

Range: 3/14/16

Tight Turn Cost:

+3

d

)

X

Universal Night Watch
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Ml Weapon 1 HER
Y-Beam (F)
To Hit: 2D8+

Drones

Damage: Medium x 2
Range: 3/16/18
Target SR <13

M Weapon 2 R
Y-Beam (F)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

I Hatchlingl

Plt:

WEAPON 1

Gnr:

WEAPON 2

Gnr:

WEAPON 3

Gnr:

WEAPON 4

Gnr:

Ml Weapon 1R
Y-Beam (F)
To Hit: 2D8+

Drones

Damage: Medium x 2
Range: 3/16/18
Target SR <13

Ml Weapon 2 R
Y-Beam (F)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

I Hatchlingll
Plt:

WEAPON 1

Gnr:

WEAPON 2

Gnr:
WEAPON 3
Gnr:

WEAPON 4

Gnr:

I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 1.

2 —  Hull stressed. Manta takes
2D4 mare hits.

3 — Tow Hook damaged. Mark off
this piece of equipment.

4 — Massive Drone malfunction.
Lose 1D4 of each remaining
drone type. Roll separately.

5 —  Electronic Warfare Rig
Damaged. Manta may no
longer jam torps.

6 — Drone Mover performance
impeded. Reduce Drone Maver
by 1 rating level.

7 —  Ink Dispenser malfunctions.
Mark off all remaining ink
munitions.

8 — Spore Mole Launcher misfire.
Lose 1D8 of remaining spore
moles.

9 —  Hatchling stunned. Manta may
not move or fire until after next
game turn.

10 — Catastrophic Hull collapse.
Manta is destroyed.

I x-BeAv sPecs

[ [ [w] M)

) N
< <
& &

Tight Turn Cost: Tight Turn Cost:

+3 : +3

(360°)

LT (T

Special Equipment
[l Drone Mover 4
] Tow Hook

Lockon <

SN \Weapon 3 IR
Spore Mole Launcher

X-Beam
(FAL) (RAL) (R)
(RQAR) (FAR)

To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

DAMAGE TRACK

d

K

136

(=]

7
5

BPV

Universal Night Watch

: 136

BPV

Spore Mole Launcher
(360°)
Lock-on <

(10 1T

Special Equipment
[] Drone Mover 4
J Tow Hook

Ml Weapon 4 lR
X-Beam
(FAL) (RAL) (R)
(RAR] (FAR)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

DAMAGE TRACK

d

K

o]

7
5
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Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).

I Y-BeEAM sPECS

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.
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Ml Weapon 1R
X-Beam (F)
To Hit: 2D8+

Damage: Low x 3
Range: 3/14/16

MUCKWORM

Ml Weapon 2 R
X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

SN \Weapon 3 HEEER

Spore Mole Launcher

(360°)
Lock-on <

(10 [T

DAMAGE TRACK

I Hatchlingl
Plt:

Gnr:
Gnr:

WEAPON 3
Gnr:

WEAPON 1

WEAPON 2

[0 [0 [ o]

~
<
&

Tight Turn Cost:

+3

63

d

@ d
]
3

d

BPV

GamvE Turn Recorp

TRACK

MUCKWORM

63

BPV

Ml Weapon 1R
X-Beam (F)
To Hit: 2D8+

Damage: Low x 3
Range: 3/14/16

Ml Weapon 2 HR

X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

Spore Mole Launcher
(360°)
Lock-on <__

(10 (I

DAMAGE TRACK

I Hatchlingll
Plt:

Gnr:
Gnr:

WEAPON 3
Gnr:

WEAPON 1

WEAPON 2

~
<
&

Tight Turn Cost:

+3

7]

d

d[/@d
=] |d[7]
= >

d

1123

415 |6]|7

8

9 [10

11

12

13

14

1516117118189
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Universal Night Watch
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I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 1DB.

Hull Plates melt. Muckworm
takes 1D4 more damage.
Beam link damaged. Random
X-Beam may not fire until after
next game turn. Reduce damage
for that X-Beam to Low x 2.
Drone Launcher jammed.
Muckworm takes 1D4 hits for
each additional drone launched.
Electronic Warfare Rig
Damaged. Hatchling may no
longer jam torps.

Spore Moles triggered.
Muckworm loses D4 Spares
and takes the same amount of
additional damage.

Jump Pods fractured. Lose
1D4 of remaining jump pods of
Hatchling's choice.

Ink Dispenser collapse. Mark
off all remaining ink munitions
and dispenser.

Hatchling killed. Muckworm
may take no further actions.
Defensive Value is reduced to 5.
Hull disappears. The
Muckworm is gone.

I x-BeAm sPecs

10 —

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).




I criTicAL HiTs N

M Weapon 1 HEER IHatchlingll

ZTB.eam (F) Ple: 1 —  Hull fibers absorb damage. No
To Hit: ?D_B+ WEAPON 1 effect.
Damage: High x 2 Gor: 2 —  Hull cracks. Muskellunge takes

Range: 3/20/22 WEAPON 2

Target SR <10 Gor: 3 — Tow Hook damaged. Mark off

WEAPON 3 this piece of equipment.

Ml \Weapon 2 HEER Gr: 4 — Drone Discharger temporarily

Y-Beam (F) (R) WEAPON 4 jammed. Muskie may nat lay
To Hit: 2D8+ Gor: drones until after next game

Damage: Medium x 2 WEAPON 5 turn.

Range: 3/16/18 Gnr: 5 —  Electronic Warfare Rig
Target SR =13 D — damaged. Muskie may no
longer jam torps.

6 — Drone Mover performance
impeded. Reduce Drone Mover
by 1 rating level.

7 — Hatchling Link to Z-Beam
disrupted. Z-Beam may not fire
until after next game turn.

8 — Power Routing to weapons
disrupted. No Beam weapaons
may fire until after next game
turn.

2D4 more damage.

Ml Weapon 3 R Sl Weapon 4 EER
Y-Beam (FQL) (F)
To Hit: 2D8+

Damage: Medium x 2
Range: 3/16/18

Target SR <13

MUSKELLUNGE

Y-Beam (F) (FGR)
To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

b
o
o
7]

B [ ] ] ]

Ml Weapon 5 HR

X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser
1]

Special
Equipment
[] Tow Hook
(] Drone Mover 5

DAMAGE TRACK

W

©

210

BPV

Universal Night Watch

9 — Hatchling stunned. Muskie
may not move or fire until after
next game turn.

10 — Critical Hull breech. Take
5D10 more hits.

I x-BeEAmM sPEcs I
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.

Long Range: 15-16 hexes (-1 To Hit).

I Y-BeAM sPecs

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

I z-BeAV sPecs

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-20 hexes.

Long Range: 21-22 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <10.
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Ml \Weapon 1 HER
X-Beam (F)

To Hit: 2D8+

Damage: Low x 3

Range: 3/14/16

Type 1
Drones

HN

REMORA

Ml Weapon 2 HR
Drive Leech (F)

To Hit: 2D6+
Damage: Low *
Range: 1/2/4

Special Equipment

[] Grappling Tube
] Tow Hook

DAMAGE TRACK

I Hatchlingl
Plt:

WEAPON 1

Gnr:

WEAPON 2

Gnr:

+3

46

<@ [d[=

EmE

BPV

GamvE Turn Recorp TRack

REMORA

46

BPV

Ml \Weapon 1 HR
X-Beam (F)

To Hit: 2D8+

Damage: Low x 3

Range: 3/14/16

Type 1
Drones

(1]

Ml Weapon 2 HR
Drive Leech (F)

To Hit: 2D6+
Damage: Low *
Range: 1/2/4

Special Equipment

[] Grappling Tube
[ Tow Hook

DAMAGE TRACK

I Hatchlingll
Plt:

Gnr:

Gnr:

WEAPON 1

WEAPON 2

~
§
&

Tight Turn Cost:

+3
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I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 2.

Hull cracks. Remora takes
D6 mare hits.

Tow Hook damaged. Mark off
this piece of equipment.

Drone Dispenser destroyed.
Lose all remaining drones.
Electronic Warfare Rig
damaged. Remoara may no
longer jam torps.

Grappling Tube destroyed.
Mark off this piece of equip-
ment.

Jump Pod controls fused.
Lose use of Jump Pods.

Drive Leech power duct
damaged. Madify Damage code
to Low-1*.

Hatchling killed. Remora may
take no further actions.
Defensive Value is reduced to 5.
Blast snaps Structural Spine.
Remora is destroyed.

I DRIVE LEECH SPECS |

Short Range: 1 hex (+1 To Hit).

Medium Range: 2 hexes.

Long Range: 3-4 hexes (-1 To Hit).

* Low Damage is distributed only to
target's Drive Damage boxes, ignoring
Damage Reduction value.

I x-BeAam sPecs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).
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-)\:\l;:ap:nn[;]— EHatchling -)\:\I;:s;n“‘:ll— I Hatchling§ H criTicAL HITs I
- Pit: i L —
Damage: Low x 3 Gnhr: Damage: Low x 3 Gnr o _

1 — Shields damaged. Reduce
Defensive Value by 3.
Hull Fibers shred. Shaggai

Range: 3/14/16 WEAPON 2 Range: 3/14/16 WEAPON 2 takes 106 more damage.
Gnr: Gnr: 3 — Jump pods fractured. Lose
D4 of remaining jump pods of
SN Weapon 2 IR SN \Weapon 2 EEEER Hatchling's choaice.
Spore Mole Launcher Spore Mole Launcher 4 — Beam power drops. Change
(360°)
Lock-on <

SHAGGAI

(360°) X-Beam damage to “Low.”

Lock-on < 5 —  Electronic Warfare Rig

- Damaged. Hatchling may no
longer jam torps.

6 — Drone Layer damaged.

Shaggai may nat lay Drones
until after next game turn.

7 — Shaggai stunned. Shaggai may
perform no actions until after
next turn.

8 — Spore Moles triggered.
Shaggai loses D4 Spares and
takes the same amount of

. P . additional damage.

g ' 7 9 —  Hatchling is killed. Shaggai
> Tight Turn Cost: = Tight Turn Cost: may perform no further actions.
Drive: Drive: 5 Defensive Value is reduced to 5.
" &) — 10 — Hull unravels. The Shaggai is
destroyed.

[0 [« [0 [

39
39

DAMAGE TRACK DAMAGE TRACK
d[-|@ o I x-BeAM sPeEcS

% Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.

Long Range: 15-16 hexes (-1 To Hit).

d||@
d[e]d]|w][d

BPV
BPV

dle]d|w|d

GamvE Turn Recorp TRack

11213145167 ]18]9([10]11[12]13[14]115[16]17]118]19]20

Universal Night Watch
© 1997 by Iron Crown Enterprises, Inc. Permission granted to photocopy for personal use.

244



M Weapon 1 R
Y-Beam (F)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

Ml Weapon 2 IR
X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

SQUIDGE

Ink Dispenser

Special Equipment
[J Drone Mover 3

DAMAGE TRACK

I Hatchlingl
Plt:

WEAPON 1

Gnr:

WEAPON 2

Gnr:

(& (& [0 [0 [0 [

o
Y
&

Tight Turn Cost:

+3
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SQUIDGE

: 90

BPV

Ml Weapon 1 R
Y-Beam (F)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

Ml Weapon 2 IR
X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

Special Equipment
(] Drone Mover 3

DAMAGE TRACK

I Hatchlingll
Plt:

Gnr:

Gnr:

WEAPON 1

WEAPON 2

o
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o
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Tight Turn Cost:
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I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 1.

Hull Fibers melted. Squidge
takes 1D6 more damage.
Hatchling link to X-Beam
damaged. X-Beam may not fire
until after next game turn.
Drone Storage Bay rupture.
Lose 1D4 of each remaining
drane type. Roll separately.
Electronic Warfare Rig
Damaged. Squidge may no
longer jam torps.

Drone Mover performance
impeded. Reduce Drone Mover
by one rating level.

Massive Jump Pod malfunc-
tion. Lose 1D4 of remaining
Jump Pods. Hatchling's choice.
Y-Beam power drops. Modify
Damage code by -4.

Hatchling killed. Squidge may
take no further actions.
Defensive Value is reduced to 5.
Hull buckles under stress.
Squidge is destroyed.

I X-BEAM SPECS I
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.

Long Range: 15-16 hexes (-1 To Hit).

I Y-BeAM sPEcS

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.
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N TPVEE

X-Beam (F)

To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ml Weapon 1 HR

THISTLE

Type 2
Drones

(L]
(L]

Ml Weapon 2 IR

X-Beam (360°)

To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

Drive:

(R)

DAMAGE TRACK

B Hatchlingl
Plt:

WEAPON 1
Gnr:

WEAPON 2

Gnr:

Q@
S
&

Tight Turn Cost:

59
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THISTLE

: 59

BPV

Tons: 360

Ml Weapon 1R
X-Beam (F)

To Hit: 2D8+

Damage: Low x 3

Range: 3/14/16

Type 2
Drones

L1
L1

Ml Weapon 2 lR
X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Ink Dispenser

Drive:

(R
DAMAGE TRACK

B Hatchling i
Plt:

WEAPON 1
Gnr:
WEAPON 2
Gnr:

~
<
&

Tight Turn Cost:

+3
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I criTicAL HiTs N

1—

10 —

Shields damaged. Reduce
Defensive Value by 4.

Hull Fibers melt. Thistle takes
2D4 maore damage.

Beam link damaged. Random
X-Beam may not fire until after
next game turn.

Drone Launcher jammed. Take
1D4 hits for each additional
drone launched.

Electronic Warfare Rig
Damaged. Hatchling may no
longer jam torps.

Beam power drops. Change
damage to Low on random X-
Beam.

Jump Pods fractured. Lose
D4 of remaining Jump Pods.
Hatchling's choice.

Ink Dispenser collapse. Mark
off all remaining ink munitions
and dispenser.

Hatchling killed. Thistle may
take no further actions.
Defensive Value is reduced to 5.
Hull disappears. The Thistle is
gone.

I x-Beam sPpecs

Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).
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TIGER MOTH

: 120

BPV

Ml Weapon 1 R IHatchling
Z-Beam (F) Plt:

To Hit: 2D8+

Damage: High x 2 Gnr:

Range: 3/20/22

Target SR <10 Gnr:

WEAPON 3
Ml \Weapon 2R | 5.

Y-Beam

(FQL) (F) (FAR) Gnr:

To Hit: 2D8+
Damage: Medium x 2 || Gnr:

WEAPON 1

WEAPON 2

WEAPON 4

WEAPON 5

Range: 3/16/18
Target SR <13

Ml Weapon 3 R
Y-Beam
(FQL) (F) (FAR)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

(B @] ] ]

~
<
&

Tight Turn Cost:

Special
Equipment —
[ Grappling Tube

+3

AN Weapon 5 IR
Spore Mole Launcher
(360°)

Lock-on <

ENENEREEEEN
LT (IO

DAMAGE TRACK

K]
D
X

Ml Weapon 4 HIR
X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

Universal Night Watch

TIGER MOTH

: 120

BPV

Ml \Weapon 1 HER IHatchlingl
Z-Beam (F) Plt:

To Hit: 2D8+

Damage: High x 2 Gnr:

Range: 3/20/22

Target SR <10 Gnr:

WEAPON 3
Sl \Weapon 2 HER ) | |-

Y-Beam

(FQL) (F) (FAR) Gnr:

To Hit: 2D8+
Damage: Medium x 2 §||Gnr:

WEAPON 1

WEAPON 2

WEAPON 4

WEAPON 5

Range: 3/16/18
Target SR <13

Ml \Weapon 3 R
Y-Beam
(FQL) (F) (FQR)

To Hit: 2D8+
Damage: Medium x 2
Range: 3/16/18
Target SR <13

~
<
&
Tight Turn Cost:
Special
Equipment —
] Grappling Tube

+3

SN \Weapon 5 IR
Spore Mole Launcher
(360°)

Lock-on <

ENENEREEEEN
(LT [T

DAMAGE TRACK

K|e]
D
K

Ml Weapon 4 HER
X-Beam (360°)
To Hit: 2D8+
Damage: Low x 3
Range: 3/14/16

I criTicAL HiTs N

1 — Shields damaged. Reduce
Defensive Value by 2.

2 —  Hull stresses. Tiger Moth
takes 1D6 more damage.

3 — Hatchling dazed. Tiger Moth
may not use Jump Pods and is
-1 on all To Hits for 1 turn.

4 —  Jump Pods hit. Lose 1D4
pads.

5 —  Electronic Warfare Rig
damaged. Tiger Moth may no
longer jam torps.

6 — Beam power drops. Change
damage to “‘Medium” on one
random Y-Beam.

7 — Grappling Tube severed. Mark
off this piece of equipment.

8 — Spore Moles triggered. Lose
D4 Spores and take the same
amount of additional damage.

9 —  Hatchling killed. Tiger Math
may take no further actions.
Defensive Value is reduced to 5.

10 — Hull folds in on Hatchling. The
Tiger Moth is destroyed.

I xX-BeEAmM sPEcs I
Short Range: 1-3 hexes (+1 To Hit).
Medium Range: 4-14 hexes.

Long Range: 15-16 hexes (-1 To Hit).

I Y-BeAM sPecs

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-16 hexes.

Long Range: 17-18 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <13.

I z-8eEAv sPEcs

Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-20 hexes.

Long Range: 21-22 hexes (-1 To Hit).

Target Speed Restriction: Target's
Drive value must be <10.
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Ml Weapon 1 R EHatchling B Ml \Weapon 1R EHatchlingl I criTicaL HITS I

X-Beam (F) Plt: X-Beam (F) Plt: 1—  Shields damaged. Reduce

< To Hit: 2D8+ WEAPON 1 To Hit: 2D8+ WEAPON 1 Defensive Value by 1D4.
P Damage: Low x 3 Gy — Damage: Low x 3 Gor: 2 — Hull Fibers shred. Vartak takes
Range: 3/14/16 WEAPON 2 Range: 3/14/16 WEAPON 2 1D4 more damage.
m Ink Dispenser AL — : Ink Dispenser €L 3 —  Jump pod fractured. Lose 1D4
< [mnn| o0 of remam‘lng jump pads of
Hatchling's choice.
> I \Weapon 2 EEEER SR \Weapon 2 EEEER 4 — Beam power drops. Change X-

Beam damage to “Low.”

5 —  Electronic Warfare Rig
Damaged. Hatchling may no
longer jam torps.

6 — Drone Launcher hit. Remove
1D4 additional drones.

7 — Hatchling stunned. Vartak may
perform no actions until after
next turn.

8 — Spore Moles triggered. Vartak
loses D4 Spores and takes the
same amount of additional
damage.

9 — Hatchling is killed. Vartak may
perform no further actions.

10 — Hull shreds. The Vartak is

Spore Mole Launcher Spore Mole Launcher
(360°)
Lock-on <

(360°)
Lock-on <_

& & [0 [ [0 [
(& & [w] [ [0 [0]

g 3 destroyed.
& &
Tight Turn Cost: Tight Turn Cost:
3 . ||| e x8EAM SsPECS I
+ +
(R) (R) Short Range: 1-3 hexes (+1 To Hit).

Medium Range: 4-14 hexes.
Long Range: 15-16 hexes (-1 To Hit).

DAMAGE TRACK

d@

DAMAGE TRACK
" TR
B )
d

() =|d|@
@d:®
d| P[e]d
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83

d

BPV
BPV

GamvE Turn Recorp TRack
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Storm ....eeeeeeeeeeeeeeeene, 193
Storm IT......ccovvevvennenenn. 194
N1 71 - NS 195
Strella .ooeeeeeeecieeecienee. 196
Strella IT.....ccoveveeneennnnen. 197
100 Y7 198
Tachanah .........cocueun..... 199
Talon ....eeeveeeeecreeeeereennene, 201
Talon II ....couvevreevereennenee. 202
Talon IIT ...cvvevreererrenneee. 203
Talon QVP ...coveeevevneeneee, 204
Taurus .....cceeveevveecveenennne. 205
TBD Platform ................. 206
Teal Hawk ........ccoceuenu.... 207
Teal Hawk II..................... 208
Teal Hawk III .................. 209
Teal Hawk EX ................. 210
Teal Hawk NW ................ 211
Thunder Bird................... 212
Thunder Bird II .............. 213
Thunder Bird NW. ........... 214
Totenkopf......cveeveervennenne. 215
Totenkopf II ..........c........ 217
Ushas....ccceeveereeceeeeennee 219
Pod Ul ....coverreveeee. 221
Pod U2 ....ooveeveeee. 221
Pod U3 ...ooverieeee. 221
Pod U4 ..., 221
PosU_ oo, 221
Pod VY_ oo 221
Varuna......cceeeeeeveecveennnenns 222
Vishnu.....cceevevevreecneennnns 223
Wakazashi ........ccceevenneeee. 224
Wasp’s Nest I......ccoeuunenn. 226
Wasp’s Nest II ................. 228
Wasp’s Nest III ................ 230
Wavecutter.........cccvveneene 232
Whisper.....coceeveevveennnens 233
Windjammer................... 234
Yama ...oceevveeeeieeeieeenee, 235
PodVY 1 .. 236
PodVY 2 ..o, 236
Pod VY 3 .o, 236

Pod VY 4 .. 236
Pod VY5 oo 236
Pod VY6 ..coververrcrennee 236
Pod VY 7 oo 236
Pod VY 8 ..o 236
Pod VY9 .o 236
Brood Ships

Dragonfly ......ccceeuveeueenee. 237
Lamprey ....cccceevveeeerveennnen. 238
| 71 V7 R 239
Manta .....ccceeveeeereecneennennns 240
Muckworm .......cceeeeeuneenee 241
Muskellunge ................... 242
Remora ....cccoeeeeevvereennnnes 243
Shaggai .....cccccevvevreennenne. 244
Squidge ....ccveervievrennenne. 245
Thistle ....ceeveereecreereennnne. 246
Tiger Moth .......ccouveeunene. 247
Vartak....oooooeeeeeeeeeeecneenns 248



Index by Type

Name Type BPV House Crew  Page
Pod Ul Battle Pod 100 Kashmere Commonwealth 1 221
Pod U2 Battle Pod 45 Kashmere Commonwealth 7 221
Pod U3 Battle Pod 89 Kashmere Commonwealth 4 221
Pod U4 Battle Pod 7 Kashmere Commonwealth 2 221
Pod VY 1 Battle Pod 60 Kashmere Commonwealth 1 236
Pod VY 2 Battle Pod 33 Kashmere Commonwealth 2 236
Pod VY 3 Battle Pod 18 Kashmere Commonwealth 2 236
Pod VY 4 Battle Pod 25 Kashmere Commonwealth 2 236
Pod VY 5 Battle Pod 70 Kashmere Commonwealth 2 236
Pod VY 6 Battle Pod 40 Kashmere Commonwealth 2 236
Pod VY 7 Battle Pod 50 Kashmere Commonwealth 1 236
Pod VY 8 Battle Pod 5 Kashmere Commonwealth 1 236
Pod VY 9 Battle Pod 25 Kashmere Commonwealth 1 236
Pod VY_ Battle Pod NA Kashmere Commonwealth  NA 221
Pos U_ Battle Pod NA Kashmere Commonwealth ~ NA 221
Agni Fighter 103 Hostile Takeover 2 1
Avenger Fighter 78 Sunrunners 3 6
Binary Fighter 118 ASP Technocracy 3 13
Black Widow Fighter 157 Fighter Tactics Manual 3 14
Black Widow II Fighter 162 More Than Valor 3 15
Blizzard Fighter 18 Stock 1 16
Blizzard II Fighter 18 Operation Drydock 1 17
Blood Hawk Fighter 41 Espan Rebellion 2 18
Blood Hawk II Fighter 39 Hostile Takeover 2 19
Chupacabra Fighter 18 Fighter Tactics Manual 1 24
Crescent Fighter 52 Sunrunners 3 26
Curtis Shuttle Fighter 30 Sunrunners 1 27
Dagger Fighter 50 Sigurd Archdiocese 1 28
Dain Fighter 151 Space Junk 2 29
Dart Fighter 21 Stock 1 30
Dart II Fighter 20 Operation Drydock 1 31
Death Wind Fighter 60 Stock 2 34
Death Wind II Fighter 64 Operation Drydock 2 35
Death Wind III Fighter 61 More Than Valor 2 36
Death Wind YS Fighter 63 Yokashan Warworld 2 37
Djinn Fighter 188 Q’raj Void Protectorate 3 38
Dolphin Fighter 50 Tournament 1 39
Dolphin II Fighter 50 Tournament 1 40
Dracula Fighter 90 House Colos 3 41
Equalizer Fighter 123 Universal Nightwatch 2 52
Executioner Fighter 115 Tournament 2 53
Executioner II Fighter 115 Tournament 2 54
Firebat NW Fighter 57 Universal Nightwatch 2 57




Name Type BPV House Crew  Page
Glaive Fighter 106 Stock 2 64
Glaive II Fighter 107 Operation Drydock 2 65
Glaive III Fighter 104 Sigurd Archdiocese 2 66
Hammer Fighter 60 Sigurd Archdiocese 2 69
Havoc Fighter 59 Sunrunners 2 70
Hayabusa Fighter 31 More Than Valor 1 71
Hell Bender Fighter 32 Stock 1 72
Hell Bender II Fighter 33 Operation Drydock 1 73
Hell Bender K Fighter 26 Operation Drydock 1 74
Hornet NW Fighter 97 Universal Nightwatch 2 75
Hound Fighter 19 Sigurd Archdiocese 1 76
Iklwa Fighter 15 Yokashan Warworld 1 78
Iklwa Fighter 16 Yokashan Warworld 1 79
Iwisa Fighter 60 Yokashan Warworld 1 80
Jambiya Fighter 16 Q’raj Void Protectorate 1 81
Jii Fighter 46 Yokashan Warworld 1 83
Kosmos Fighter 27 Stock 1 87
Kosmos II Fighter 29 Operation Drydock 1 88
Kosmos III Fighter 30 Hostile Takeover 1 89
Lakshmi Fighter 83 Kashmere Commonwealth 2 92
Lamprey Fighter 36 Nightbrood 4 93
Lance Electra Fighter 60 Stock 2 94
Lance Electra II Fighter 60 Operation Drydock 2 95
Lance Electra NW  Fighter 56 Universal Nightwatch 2 96
Marut Fighter 15 Kashmere Commonwealth 1 100
Mujahadeen Fighter 101 Q’raj Void Protectorate 2 109
Night Hawk Fighter 47 Stock 1 118
Night Hawk EX Fighter 64 More Than Valor 1 120
Night Hawk II Fighter 55 Operation Drydock 1 119
Night Hawk NW Fighter 49 Universal Nightwatch 1 121
Pharsii Fighter 110 Stock 4 126
Pharsii 11 Fighter 120 Operation Drydock 3 127
Piranha Fighter 81 Tournament 1 128
Pirhana II Fighter 81 Tournament 1 129
Pit Viper Fighter 12 Stock 1 130
Pit Viper II Fighter 17 Sigurd Archdiocese 1 131
Pit ViperT Fighter 8 Operation Drydock 1 132
Praying Mantis NW Fighter 167 Universal Nightwatch 3 133
Prowler Fighter 78 Hostile Takeover 1 135
Pulsar Fighter 41 ASP TECHNOCRACY 2 138
Quark Fighter 33 ASP TECHNOCRACY 1 139
Rattler NW Fighter 70 Universal Nightwatch 2 140
Remora Fighter 24 Nightbrood 3 141
Revenge Fighter 120 Stock 2 142




Name Type BPV House Crew  Page
Revenge II Fighter 120 Operation Drydock 2 143
Salamander Fighter 66 Stock 2 146
Salamander II Fighter 66 Operation Drydock 2 147
Salamander III Fighter 64 More Than Valor 2 148
Salamander NW Fighter 67 Universal Nightwatch 2 149
Samurai Fighter 68 More Than Valor 2 150
Samurai II Fighter 75 More Than Valor 2 151
Saucer Shuttle Fighter 6 Espan Rebellion 1 152
Sentry Fighter 80 Stock 3 155
Sentry II Fighter 80 Operation Drydock 3 156
Sentry QVP Fighter 80 Q’raj Void Protectorate 3 157
Seraph Fighter 121 Stock 2 158
Seraph EX Fighter 149 More Than Valor 1 160
Seraph II Fighter 121 Operation Drydock 2 159
Shark Fighter 42 Fighter Tactics Manual 1 161
Shark II Fighter 39 More Than Valor 1 162
Shedu Fighter 87 Q’raj Void Protectorate 1 163
Shryak Shuttle Fighter 34 Stock 2 165
Shryak Shuttle I Fighter 34 Operation Drydock 2 166
Shryak Shuttle III  Fighter 41 ASP TECHNOCRACY 2 167
Sorenson II Fighter 47 Stock 2 174
Sorenson III Fighter 68 Operation Drydock 2 175
Sorenson IV Fighter 68 More Than Valor 2 176
Spectre Fighter 55 House Colos 1 177
Spectre II Fighter 57 House Colos 1 178
Spirit Rider Fighter 18 Stock 1 180
Spirit Rider II Fighter 17 Operation Drydock 1 181
Spirit Rider III Fighter 20 Sigurd Archdiocese 1 182
Spirit Rider IV Fighter 26 ASP TECHNOCRACY 1 183
Stinger Fighter 18 Fighter Tactics Manual 1 186
Storm Fighter 90 Sigurd Archdiocese 3 193
Storm II Fighter 100 Sigurd Archdiocese 3 194
Strata Fighter 111 Hostile Takeover 2 195
Strella Fighter 10 House Colos 1 196
Strella I1 Fighter 10 House Colos 1 197
Surya Fighter 40 Hostile Takeover 1 198
Talon Fighter 33 Stock 1 201
Talon II Fighter 38 Operation Drydock 1 202
Talon III Fighter 33 More Than Valor 1 203
Talon QVP Fighter 44 Q’raj Void Protectorate 1 204
Teal Hawk Fighter 43 Stock 2 207
Teal Hawk EX Fighter 73 More Than Valor 1 210
Teal Hawk II Fighter 47 Operation Drydock 2 208
Teal Hawk III Fighter 40 Kashmere Commonwealth 2 209




Name Type BPV House Crew  Page
Teal Hawk NW Fighter 50 Universal Nightwatch 2 211
Thunder Bird Fighter 25 Stock 1 212
Thunder Bird II Fighter 24 Operation Drydock 1 213
Thunder Bird NW  Fighter 32 Universal Nightwatch 1 214
Wavecutter Fighter 25 Sunrunners 1 232
Windjammer Fighter 13 Sunrunners 1 234
Astrohauler Gunboat 34 Hostile Takeover 2 4
Betafortress Gunboat 216 Stock 5 9
Betafortress Alpha Gunboat 218 Operation Drydock 6 10
Betafortress Beta ~ Gunboat 220 Operation Drydock 6 11
Betafortress NW Gunboat 160 Universal Nightwatch 3 12
Borax Freighter Gunboat 18 Sunrunners 1 20
Catastrophe Gunboat 142 Sunrunners 4 21
Conestoga Gunboat 215 Espan Rebellion 5 25
Drakar Gunboat 121 Stock 5 42
Drakar Alpha Gunboat 125 Operation Drydock 5 43
Drakar EX Gunboat 165 More Than Valor 5 44
Eagle Gunboat 170 Espan Rebellion 5 45
Eagle Beta Gunboat 167 Hostile Takeover 5 46
Epping Gunboat 119 Stock 4 47
Epping Alpha Gunboat 119 Hostile Takeover 4 48
Epping NW Gunboat 119 Universal Nightwatch 4 49
Epping Prime Gunboat 78 Operation Drydock 4 50
Epping QVP Gunboat 217 Q’raj Void Protectorate 2 51
Iceberg Gunboat 207 Sigurd Archdiocese 6 77
Javelin NW Gunboat 131 Universal Nightwatch 3 82
Karttikeya Gunboat 150 Kashmere Commonwealth 4 86
Kraal Gunboat 302 Yokashan Warworld 5 90
Kraal ECM Gunboat 250 Yokashan Warworld 5 91
Lilith Gunboat 405 Q’raj Void Protectorate 7 97
Nemesis Gunboat 298 Fighter Tactics Manual 6 116
Nemesis QVP Gunboat 298 Q’raj Void Protectorate 6 117
Nova Gunboat 189 ASP TECHNOCRACY 4 122
Orca Gunboat 210 Operation Drydock 5 124
Orca Alpha Gunboat 217 Tournament 5 125
Predator Gunboat 131 House Colos 4 134
Scorpion Gunboat 122 Sunrunners 4 153
Scorpion Beta Gunboat 125 Hostile Takeover 4 154
Spider Gunboat 129 3 179
Star Raven Gunboat 125 Stock 4 184
Star Raven Alpha  Gunboat 128 Operation Drydock 4 185
Varuna Gunboat 120 Kashmere Commonwealth 3 222
Vishnu Gunboat 50 Kashmere Commonwealth 4 223
Yama Gunboat 50 + pod Kashmere Commonwealth 4 235




Name Type BPV House Crew  Page
Dauntless Platform 391 Space Junk 9 32
Golan Platform 230 Q’raj Void Protectorate 13 67
Masada Type I Platform 529 Q’raj Void Protectorate 30 101
Masada Type II Platform 391 Q'raj Void Protectorate 25 103
Tachanah Platform 391 Q’raj Void Protectorate 10 199
TBD Platform Platform 210 Sigurd Archdiocese 2nd 206
Wakazashi Platform 260 Space Junk 16 224
Wasp’s Nest I Platform 348 Q’raj Void Protectorate 8 226
Wasp’s Nest II Platform 284 Q'raj Void Protectorate 8 228
Wasp’s Nest 111 Platform 152 Q’raj Void Protectorate 15 230
Whisper Platform 157 Sigurd Archdiocese 7 233
Atlatl Satellite 30 Space Junk 0 5
Ba’al Mapteach I Satellite 26 Q’raj Void Protectorate 0 7
Ba’al Mapteach II ~ Satellite 34 Q'raj Void Protectorate 0 8
Octopus Satellite 42 Space Junk 0 123
Shomer Sha’ar Satellite 26 Q’raj Void Protectorate 0 164
Taurus Satellite 41 Space Junk 0 205
Aosho Warhound 764 Stock 34 2
Cetshwayo Warhound 575 Yokashan Warworld 26 22
Falcon NW Warhound 499 Universal Nightwatch 18 55
Fletcher Warhound 894 Stock 27 58
Fletcher HCR Warhound 902 House Colos 26 60
Fletcher QVP Warhound 917 Q’raj Void Protectorate 26 62
Kali Warhound 633 Kashmere Commonwealth 17 84
Longboat Warhound 921 Sigurd Archdiocese 32 98
Megafortress Warhound 482 Stock 19 105
Megafortress QVP  Warhound 531 Q’raj Void Protectorate 25 107
Narwhal II Warhound 623 Stock 25 110
Narwhal III Warhound 628 Stock 25 112
Nebula II Warhound 750 ASP TECHNOCRACY 32 114
Pteradon Warhound 781 ASP TECHNOCRACY 27 136
Saladin Warhound 960 Q’raj Void Protectorate 32 144
Stingray QVP Minelayer Warhound 914 Q’raj Void Protectorate 23 181
Snarling Badger Warhound 689 Tournament 27 168
Snarling Badger II Warhound 689 Tournament 22 170
Solar Worm Warhound 605 Space Junk 0 172
Stingray Warhound 551 Stock 21 187
Stingray QVP Warhound 636 Q'raj Void Protectorate 21 189
Totenkopf Warhound 1191 House Colos 38 215
Totenkopf II Warhound 1204 House Colos 38 217
Ushas Warhound 345 House Colos 10 219




Name Type BPV House Crew  Page
Brood Ships

Dragonfly Fighter 172 Nightbrood 237
Lamprey Fighter 93 Nightbrood 238
Larva Fighter 38 Nightbrood 239
Manta Fighter 136 Nightbrood 240
Muckworm Fighter 63 Nightbrood 241
Muskellunge Fighter 210 Nightbrood 242
Remora Fighter 46 Nightbrood 243
Shaggai Fighter 39 Nightbrood 244
Squidge Fighter 90 Nightbrood 245
Thistle Fighter 59 Nightbrood 246
Tiger Moth Fighter 120 Nightbrood 247
Vartak Fighter 83 Nightbrood 248




Index by Product

Name Type BPV House Crew Page
Binary Fighter 118 ASP Technocracy 3 13
Pulsar Fighter 41 ASP Technocracy 2 138
Quark Fighter 33 ASP Technocracy 1 139
Shryak Shuttle III  Fighter 41 ASP Technocracy 2 167
Spirit Rider IV Fighter 26 ASP Technocracy 1 183
Nova Gunboat 189 ASP Technocracy 4 122
Nebula II Warhound 750 ASP Technocracy 32 114
Pteradon Warhound 781 ASP Technocracy 27 136
Blood Hawk Fighter 41 Espan Rebellion 2 18
Saucer Shuttle Fighter 6 Espan Rebellion 1 152
Conestoga Gunboat 215 Espan Rebellion 5 25
Eagle Gunboat 170 Espan Rebellion 5 45
Black Widow Fighter 157 Fighter Tactics Manual 3 14
Chupacabra Fighter 18 Fighter Tactics Manual 1 24
Shark Fighter 42 Fighter Tactics Manual 1 161
Stinger Fighter 18 Fighter Tactics Manual 1 186
Nemesis Gunboat 298 Fighter Tactics Manual 6 116
Agni Fighter 103 Hostile Takeover 2 1
Blood Hawk II Fighter 39 Hostile Takeover 2 19
Kosmos II1 Fighter 30 Hostile Takeover 1 89
Prowler Fighter 78 Hostile Takeover 1 135
Strata Fighter 111 Hostile Takeover 2 195
Surya Fighter 40 Hostile Takeover 1 198
Astrohauler Gunboat 34 Hostile Takeover 2 4
Eagle Beta Gunboat 167 Hostile Takeover 5 46
Epping Alpha Gunboat 119 Hostile Takeover 4 48
Scorpion Beta Gunboat 125 Hostile Takeover 4 154
Dracula Fighter 90 House Colos 3 41
Spectre Fighter 55 House Colos 1 177
Spectre II Fighter 57 House Colos 1 178
Strella Fighter 10 House Colos 1 196
Strella II Fighter 10 House Colos 1 197
Predator Gunboat 131 House Colos 4 134
Fletcher HCR Warhound 902 House Colos 26 60
Totenkopf Warhound 1191 House Colos 38 215
Totenkopf 11 Warhound 1204 House Colos 38 217
Ushas Warhound 345 House Colos 10 219
Pod Ul Battle Pod 100 Kashmere Commonwealth 1 221
Pod U2 Battle Pod 45 Kashmere Commonwealth 7 221
Pod U3 Battle Pod 89 Kashmere Commonwealth 4 221
Pod U4 Battle Pod 7 Kashmere Commonwealth 2 221
Pod VY 1 Battle Pod 60 Kashmere Commonwealth 1 236
Pod VY 2 Battle Pod 33 Kashmere Commonwealth 2 236




Name Type BPV House Crew  Page
Pod VY 3 Battle Pod 18 Kashmere Commonwealth 2 236
Pod VY 4 Battle Pod 25 Kashmere Commonwealth 2 236
Pod VY 5 Battle Pod 70 Kashmere Commonwealth 2 236
Pod VY 6 Battle Pod 40 Kashmere Commonwealth 2 236
Pod VY 7 Battle Pod 50 Kashmere Commonwealth 1 236
Pod VY 8 Battle Pod 5 Kashmere Commonwealth 1 236
Pod VY 9 Battle Pod 25 Kashmere Commonwealth 1 236
Pod VY_ Battle Pod Not given Kashmere Commonwealth  NA 221
Pos U_ Battle Pod Not given Kashmere Commonwealth  NA 221
Lakshmi Fighter 83 Kashmere Commonwealth 2 92
Marut Fighter 15 Kashmere Commonwealth 1 100
Teal Hawk III Fighter 40 Kashmere Commonwealth 2 209
Karttikeya Gunboat 150 Kashmere Commonwealth 4 86
Varuna Gunboat 120 Kashmere Commonwealth 3 222
Vishnu Gunboat 50 Kashmere Commonwealth 4 223
Yama Gunboat 50 + pod Kashmere Commonwealth 4 235
Kali Warhound 633 Kashmere Commonwealth 17 84
Black Widow II Fighter 162 More Than Valor 3 15
Death Wind III Fighter 61 More Than Valor 2 36
Hayabusa Fighter 31 More Than Valor 1 71
Night Hawk EX Fighter 64 More Than Valor 1 120
Salamander III Fighter 64 More Than Valor 2 148
Samurai Fighter 68 More Than Valor 2 150
Samurai II Fighter 75 More Than Valor 2 151
Seraph EX Fighter 149 More Than Valor 1 160
Shark II Fighter 39 More Than Valor 1 162
Sorenson IV Fighter 68 More Than Valor 2 176
Talon III Fighter 33 More Than Valor 1 203
Teal Hawk EX Fighter 73 More Than Valor 1 210
Drakar EX Gunboat 165 More Than Valor 5 44
Dragonfly Fighter 172 Nightbrood 237
Lamprey Fighter 36 Nightbrood 4 93
Lamprey Fighter 93 Nightbrood 238
Larva Fighter 38 Nightbrood 239
Manta Fighter 136 Nightbrood 240
Muckworm Fighter 63 Nightbrood 241
Muskellunge Fighter 210 Nightbrood 242
Remora Fighter 24 Nightbrood 3 141
Remora Fighter 46 Nightbrood 243
Shaggai Fighter 39 Nightbrood 244
Squidge Fighter 90 Nightbrood 245
Thistle Fighter 59 Nightbrood 246
Tiger Moth Fighter 120 Nightbrood 247
Vartak Fighter 83 Nightbrood 248
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Name Type BPV House Crew  Page
Blizzard II Fighter 18 Operation Drydock 1 17
Dart II Fighter 20 Operation Drydock 1 31
Death Wind II Fighter 64 Operation Drydock 2 35
Glaive II Fighter 107 Operation Drydock 2 65
Hell Bender II Fighter 33 Operation Drydock 1 73
Hell Bender K Fighter 26 Operation Drydock 1 74
Kosmos II Fighter 29 Operation Drydock 1 88
Lance Electra II Fighter 60 Operation Drydock 2 95
Night Hawk II Fighter 55 Operation Drydock 1 119
Pharsii 11 Fighter 120 Operation Drydock 3 127
Pit ViperT Fighter 8 Operation Drydock 1 132
Revenge 11 Fighter 120 Operation Drydock 2 143
Salamander II Fighter 66 Operation Drydock 2 147
Sentry II Fighter 80 Operation Drydock 3 156
Seraph II Fighter 121 Operation Drydock 2 159
Shryak Shuttle I  Fighter 34 Operation Drydock 2 166
Sorenson III Fighter 68 Operation Drydock 2 175
Spirit Rider II Fighter 17 Operation Drydock 1 181
Talon II Fighter 38 Operation Drydock 1 202
Teal Hawk 11 Fighter 47 Operation Drydock 2 208
Thunder Bird II Fighter 24 Operation Drydock 1 213
Betafortress Alpha Gunboat 218 Operation Drydock 6 10
Betafortress Beta ~ Gunboat 220 Operation Drydock 6 11
Drakar Alpha Gunboat 125 Operation Drydock 5 43
Epping Prime Gunboat 78 Operation Drydock 4 50
Orca Gunboat 210 Operation Drydock 5 124
Star Raven Alpha  Gunboat 128 Operation Drydock 4 185
Djinn Fighter 188 Q’raj Void Protectorate 3 38
Jambiya Fighter 16 Q’raj Void Protectorate 1 81
Mujahadeen Fighter 101 Q’raj Void Protectorate 2 109
Sentry QVP Fighter 80 Q’raj Void Protectorate 3 157
Shedu Fighter 87 Q’raj Void Protectorate 1 163
Talon QVP Fighter 44 Q'raj Void Protectorate 1 204
Epping QVP Gunboat 217 Q’raj Void Protectorate 2 51
Lilith Gunboat 405 Q’raj Void Protectorate 7 97
Nemesis QVP Gunboat 298 Q’raj Void Protectorate 6 117
Golan Platform 230 Q’raj Void Protectorate 13 67
Masada Type I Platform 529 Q’raj Void Protectorate 30 101
Masada Type 11 Platform 391 Q’raj Void Protectorate 25 103
Tachanah Platform 391 Q’raj Void Protectorate 10 199
Wasp’s Nest 1 Platform 348 Q’raj Void Protectorate 8 226
Wasp’s Nest 11 Platform 284 Q’raj Void Protectorate 8 228
Wasp’s Nest III Platform 152 Q’raj Void Protectorate 15 230
Ba’al Mapteach I Satellite 26 Q’raj Void Protectorate 0 7
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Name Type BPV House Crew  Page
Ba’al Mapteach II ~ Satellite 34 Q'raj Void Protectorate 0 8
Shomer Sha’ar Satellite 26 Q’raj Void Protectorate 0 164
Fletcher QVP Warhound 917 Q’raj Void Protectorate 26 62
Megafortress QVP  Warhound 531 Q’raj Void Protectorate 25 107
Saladin Warhound 960 Q’raj Void Protectorate 32 144
Singray QVP Minelayer Warhound 914 Q’raj Void Protectorate 23 181
Stingray QVP Warhound 636 Q'raj Void Protectorate 21 189
Dagger Fighter 50 Sigurd Archdiocese 1 28
Glaive III Fighter 104 Sigurd Archdiocese 2 66
Hammer Fighter 60 Sigurd Archdiocese 2 69
Hound Fighter 19 Sigurd Archdiocese 1 76
Pit Viper II Fighter 17 Sigurd Archdiocese 1 131
Spirit Rider III Fighter 20 Sigurd Archdiocese 1 182
Storm Fighter 90 Sigurd Archdiocese 3 193
Storm 11 Fighter 100 Sigurd Archdiocese 3 194
Iceberg Gunboat 207 Sigurd Archdiocese 6 77
TBD Platform Platform 210 Sigurd Archdiocese 2nd 206
Whisper Platform 157 Sigurd Archdiocese 7 233
Longboat Warhound 921 Sigurd Archdiocese 32 98
Dain Fighter 151 Spacejunk 2 29
Dauntless Platform 391 Spacejunk 9 32
Wakazashi Platform 260 Spacejunk 16 224
Atlatl Satellite 30 Spacejunk 0 5
Octopus Satellite 42 Spacejunk 0 123
Taurus Satellite 41 Spacejunk 0 205
Solar Worm Warhound 605 Spacejunk 0 172
Blizzard Fighter 18 Stock 1 16
Dart Fighter 21 Stock 1 30
Death Wind Fighter 60 Stock 2 34
Glaive Fighter 106 Stock 2 64
Hell Bender Fighter 32 Stock 1 72
Kosmos Fighter 27 Stock 1 87
Lance Electra Fighter 60 Stock 2 94
Night Hawk Fighter 47 Stock 1 118
Pharsii Fighter 110 Stock 4 126
Pit Viper Fighter 12 Stock 1 130
Revenge Fighter 120 Stock 2 142
Salamander Fighter 66 Stock 2 146
Sentry Fighter 80 Stock 3 155
Seraph Fighter 121 Stock 2 158
Shryak Shuttle Fighter 34 Stock 2 165
Sorenson II Fighter 47 Stock 2 174
Spirit Rider Fighter 18 Stock 1 180
Talon Fighter 33 Stock 1 201
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Name Type BPV House Crew  Page
Teal Hawk Fighter 43 Stock 2 207
Thunder Bird Fighter 25 Stock 1 212
Betafortress Gunboat 216 Stock 5 9
Drakar Gunboat 121 Stock 5 42
Epping Gunboat 119 Stock 4 47
Star Raven Gunboat 125 Stock 4 184
Aosho Warhound 764 Stock 34 2
Fletcher Warhound 894 Stock 27 58
Megafortress Warhound 482 Stock 19 105
Narwhal 11 Warhound 623 Stock 25 110
Narwhal III Warhound 628 Stock 25 112
Stingray Warhound 551 Stock 21 187
Avenger Fighter 78 Sunrunners 3 6
Crescent Fighter 52 Sunrunners 3 26
Curtis Shuttle Fighter 30 Sunrunners 1 27
Havoc Fighter 59 Sunrunners 2 70
Wavecutter Fighter 25 Sunrunners 1 232
Windjammer Fighter 13 Sunrunners 1 234
Borax Freighter Gunboat 18 Sunrunners 1 20
Catastrophe Gunboat 142 Sunrunners 4 21
Scorpion Gunboat 122 Sunrunners 4 153
Dolphin Fighter 50 Tournament 1 39
Dolphin II Fighter 50 Tournament 1 40
Executioner Fighter 115 Tournament 2 53
Executioner II Fighter 115 Tournament 2 54
Piranha Fighter 81 Tournament 1 128
Pirhana II Fighter 81 Tournament 1 129
Orca Alpha Gunboat 217 Tournament 5 125
Snarling Badger Warhound 689 Tournament 27 168
Snarling Badger I Warhound 689 Tournament 22 170
Equalizer Fighter 123 Universal Nightwatch 2 52
Firebat NW Fighter 57 Universal Nightwatch 2 57
Hornet NW Fighter 97 Universal Nightwatch 2 75
Lance Electra NW  Fighter 56 Universal Nightwatch 2 96
Night Hawk NW Fighter 49 Universal Nightwatch 1 121
Praying Mantis NW Fighter 167 Universal Nightwatch 3 133
Rattler NW Fighter 70 Universal Nightwatch 2 140
Salamander NW Fighter 67 Universal Nightwatch 2 149
Teal Hawk NW Fighter 50 Universal Nightwatch 2 211
Thunder Bird NW  Fighter 32 Universal Nightwatch 1 214
Betafortress NW Gunboat 160 Universal Nightwatch 3 12
Epping NW Gunboat 119 Universal Nightwatch 4 49
Javelin NW Gunboat 131 Universal Nightwatch 3 82
Falcon NW Warhound 499 Universal Nightwatch 18 55




Name Type BPV House Crew  Page
Death Wind YS Fighter 63 Yokashan Warworld 2 37
Iklwa Fighter 15 Yokashan Warworld 1 78
Iklwa Fighter 16 Yokashan Warworld 1 79
Iwisa Fighter 60 Yokashan Warworld 1 80
Jii Fighter 46 Yokashan Warworld 1 83
Kraal Gunboat 302 Yokashan Warworld 5 90
Kraal ECM Gunboat 250 Yokashan Warworld 5 91
Cetshwayo Warhound 575 Yokashan Warworld 26 22
Spider Gunboat 129 3 179
Brood Ships

Dragonfly Fighter 172 Nightbrood 237
Lamprey Fighter 93 Nightbrood 238
Larva Fighter 38 Nightbrood 239
Manta Fighter 136 Nightbrood 240
Muckworm Fighter 63 Nightbrood 241
Muskellunge Fighter 210 Nightbrood 242
Remora Fighter 46 Nightbrood 243
Shaggai Fighter 39 Nightbrood 244
Squidge Fighter 90 Nightbrood 245
Thistle Fighter 59 Nightbrood 246
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