NAME SCAN SiG THRUST HuLLp SPECIAL

TYPE Lock ATTACK DAMAGE SPECIAL

OcuLus BEAM ARRAY 3+ 2 2 F SCcALD
/S
OcuLus BEAM ARRAY St 2 2 ) SCALD
F/S
OcuLus BEAM ARRAY 3+ 2 2 (R) SCALD
PLASMA STORM Elgr D6+2 1 F/S/R SCALD, CLOSE ACTION

NAME SCAN SIG THRUST HuLL SPECIAL

s nmmn-ﬂmn—

TYPE

Lock ATTACK DAMAGE ARC SPECIAL

OcuLus BEAMS Ela 1 2 F SCALD
FURNACE CANNONS 4+ 4 1 F (N) ALT-1 SCALD, BURNTHROUGH (8)
FURNACE CANNONS 2+ il 1 F (N) ALT-1, SCALD, BURNTHROUGH (4), FLASH
PLASMA STORM Eigr D6+2 1 F/S/R SCcALD, CLOSE ACTION

NAME SCAN SI6 THRUST HuLL SPECIAL

EEEE ﬂﬂmn-nmn—

TYPE Lock ATTACK DAMAGE ARC SPECIAL

OcuLus BEAMS =ar 1 2 I SCcALD

PLASMA TEMPEST S 2D6+4 1 F/S ScALD, CLOSE ACTION

NAME SCAN SIG THRUST HuLL SPECIAL
I o o Y i e
TYPE Lock ATTACK DAMAGE ARC SPECIAL
OcuLus BEAMS EiaR 1 2 F/S ScALD
PLASMA CLOUD 3+ 2 1 F/S/R SCcALD, CLOSE ACTION

NAME SCAN SIG THRUST HuLL SPECIAL
ATMEISF'HERIB,
TYPE Lock ATTACK DAMAGE ARC SPECIAL
OcuLus RAYS 3+ 1 1 F ScALD
PLASMA CLOUD S 2 1 F/S/R SCcALD, CLOSE ACTION

SPECIAL

DROPSHIPS 1

FIGHTERS BOMBERS TORPEDOES

THRUST ATTACK LOCK DAMAGE

THRUSTPOINT DEFENCE BONUS THRUST ATTACK LOCK DAMAGE

SCOURGE 24" +3 SCOURGE 15" 2 3+ 1% SCOURGE*

Special rule: *Scald Special rule: *Corruptor
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SPAGCE STATIONS
SPACE STATION SIZE SCAN SIGNATURE THRUST HuLL ARMOUR PD

SMALL (=34 4” =T 8 SYop 5
MEDIUM &= =3 (=] 12 Sl 8
LARGE 6” (=J4 (a]t? 16 St 12

TYPE

Lock ATTACK DAMAGE ARC

TONNAGE VALUE

LIGHT

MEDIUM

HEAVY 10

SUPER HEAVY

SPECIAL

GROUND ASSETS

MASS DRIVER ARMAMENT 3+ 2 1 F/S/R Scan Armour Attack sPeciaI
LASER ARMAMENT 3+ 4 1 F/S/R | BURNTHROUGH (6), FLASH Rules
MISSILE ARMAMENT 3t 4 1 F/S/R CLOSE ACTION Infantry (0" ISH/RHS 1

Armour 0” 3+/5+ 3
DEBRIS FIELDS SECTORS Defence = :
Location Hull Armour

Debris Damage to Ships Entering Penalty Penalty

Field Lock Attack Damage to Lock to Scan Commercial| 8 A
MG o=t ORDERS SUMMARY
HIg £ & ! il . Industrial a 4+ ORDERS TURN? FIRE? THRUST SPIKE?
Dense 2+ 2 1 G2 =iz Ruins = 6+ STANDARD N Ur TO HALF TO | REMOVE
ORDERS ONE ERIEE MINOR
D6 roll 1-2 (1st roll) - Subsystems RN = Newe | TRILTT | MRleR
B < WEAFONS FREE No ALL RIALE 37 2ADD)
1-2 | Bright flash... and nothing else: ELL e
The ship has a lucky escape. Place a Minor STATION es UrTo | UrTo ADbD
= 2 = 5 = KEEPING ONE HALF MINOR
Spike on the ship. If the ship was using Silent = = ~ =
Running special orders it loses the benefits and e 2x S e e BT
the ship’s Signature is returned to normal. In e
this case, no further spike is added. = o == [eousie | Minoe
3-4 |Fire: A fire breaks out. The fire will inflict AcTive Scan | No v e
1 additional point of Hull damage in each
Roundup Phase if it is not successfully
I.IJ repaired’ (i.e. extinguished). D6 roll Result
_| 220 Enlelt'gy ?u':gﬁs:dThe ShIDISUﬁZVZ't? AT 1-2 | Burn up: The ship is wrecked and falls slowly
m tpomfs 9 g amage.‘ nt‘ addiion, pé)vxéelr away into the nearest gravity well where it will
< (;gns etrd o thoorr;;numoa |onst e yl LIJ eventually burn up in an uncontrolled descent.
L ,SO S—niptiey 1o usg Sloete _| There are no additional effects.
l_ orders until the Energy Surges are repaired. The m
ship also becomes subject to Orbital Decay. 3 Blazing Wreck: The ship is spectacularly
I.IJ D6 roll 3-4 (1st roll) - Hull < |mlrno|a'Feq by ragvlng mternallﬂres.'AII other
l- ships within explosion range gain a Minor Spike
L"l 1-2 | Scanners Offline: The ships Scan from the reflected thermal radiation and any
< characteristic is reduced to 1 until the scanners LIJ that are using Silent Running special orders
have been repaired. lose the benefits and have their Signature
Z - - w returned to normal. In this case, no further
< 3-4 | Armour Cracked: The ship suffers 2 additional e
, = < spike is added.
points of Hull damage. Additionally, the Armour
D Value suffers a +2 modifier for the rest of the z 4 Shredded: The ship is torn apart by successive
game. This damage cannot be repaired. blows. All other ships within explosion range
w 5.6 Hull B e The chi ﬁ > additonl < suffer 1 point of Hull damage from the rapidly
2 u oo O5SIR. SY grs poens D expanding cloud of debris. An Armour save
points of Hull damage. The ship also becomes - : :
Z biect to Orbital D (including Passive Countermeasures) can be
— e lbeies g L ocey. U made against the damage as normal.
_| D6 roll 5-6 (1st roll) - Core Systems = =3 :
n- — 5 Explosion: The ship is destroyed in a sudden,
1-2 Engines Disabled: The ship suffers 2 I massive explosion. Any other ships within
Il additional points of Hull damage. The ship’s n_ explosion range suffer 2 points of Hull damage
- Thrust characteristic is reduced by 50% from shockwaves and flying debris. Armour
II rounded up until the damage is repaired. The D saves (including Passive Countermeasures)
|'_'| ship may not turn or change orbit until the m can be made against the damage as normal.
eng!nets,targ rs,?a:'sd' e pealSobecomes |— 6 Radiation burst: The ship’s drives detonate in
2l . ecay, m a lethal flash of hard radiation. Any other ships
3-4 | Weapons Offline: The ship suffers 3 additional < within explosion range suffer 2 Hull damage
points of hull damage. The next time this ship from the deadly radiation bombardment.
activates it may not fire any weapons or use |— Armour and Passive Countermeasures may
any launch assets. In subsequent activations it < not be taken against this damage.
e a o assols as nomal |'_'| 7+ Distortion bubble: The ship undergoes an
5-6 | Reactor Overload: The ship suffers 3 uncontrolled reactor event. Any other ships within

additional points of Hull damage. Then roll
again on the Crippling Damage Table. The ship
also becomes subject to Orbital Decay.

explosion range suffer D6 Hull damage from the
backlash. Armour and Passive Countermeasures
may not be taken against this damage.






