Pilot Pilot KF Pilot
Point Def: 6(1-8) Plazgun JurTlioL_lt@ZedIBCannon 20 Missiles Crew
: F o hit: +_ F ;
Dam Con: 1.7 2d6+ Damage: ATT ||9 Q9 Q0000000 Bilot
LLI ecoys: Damage: All Rng 5/10/15 Q000000000 S—
Tons: 2000 Rng 2/5/10 0000 GNR___
— LK
O MK 10 MK 30 Gunner A Gunner B Gunner C Gunner D Gunners
<L Q0 OO0 6 Pulse Lasers Heavy Plazgun Twin lon Ram 6 Pulse Lasers GNRA_____
LLl] F, FQL, RQL, R ;goedewees 2320 ‘199“965 F, FQR, RQR, R GNR B
2d8+5+ _ i+ 2d8+5+ GNR C
sl |00 |00 Damage: Low+5 Damage: All x 2 Damage: All+2 Damage: Low+5 GNR D
> J(O)O) @) Rng 3/9/10 Rng 4/8/15 Rng 5/10/15 Rng 3/9/10 GNR E
— o o Target SR: <=11 Target SR: <= 15 GNRF
- - MK 50 GNRG_____
5Y |00 S
— o o o o T W, t
— 00 W X[ W,
W] t
Left <4> Right
F
Defensive Value 10
Gunner E Gunner F
4 Splatterguns w t w 4 Splatterguns
F, FQL, RQL, R @ @ F, FQR, ROR, R
2d6+3+ FOR 2d6+3+
Damage: Med + 6 FQL Damage: Med + 6
(o | Rng 2/6/10 TI% TI% Rng 2/6/10
\W \W
Gunner E @ @ Gunner F
20 Missiles 20 Missiles
F, FQL, R%,R t @ t @ F, FQR, R%R,R
QQ0QQQ QQ0Q0QQ
QQQQ0Q wl RQL RQR Wl |90 00
QQQQ0Q T T| |9Q9Q 00
QQ0Q0QOQ ¥ - ¥ QQ00QO00QQ
& R Drive 10 D
t \W G G \W
unner
Z 4 Splatterguns Z
RQL, R, RQR
2d6+3+
Damage: Med + 6
Rear @ Rng 2/6/10
* *
X

Critical Hits Front
2- Pilot Dazed.
3- Heavy Plazgun
Loses Power. May not
fire until after next turn.
4- Torp Rack Hit. Lose
1d6 random torps.
5- Too Tough! No
effect.
6- lon Ram Loses
Power. May not fire
until after next turn.
7- Pilot’'s Missile
Launcher Hit. Lose
1d10 missiles.
8- Pilot Killed. Beagle’s
DV drops to 5.

Critical Hits Left Side
2- Gunner A, Bor E
killed.

3- Torp Targeters
Damaged. Can't launch
until after next turn.

4- Shields Damaged.
DV -1.

5- Left Wing Hit. Can’t
turn left.

6- Missile Launcher C
Hit. Lose 1d10 missiles.
7- Structural Damage.
Take 1d12 more hits on
this track.

8- EW out. Can't jam
torps, DV -2.

Critical Hits Right Side
2-GunnerC,DorF

killed.

3- Torp Targeters
Damaged. Can't launch
until after next turn.

4- Shields Damaged. DV
-1.

5- Right Wing Hit. Can’t
turn right.

6- Missile Launcher C
Hit. Lose 1d10 missiles.
7- Structural Damage.
Take 1d12 more hits on
this track.

8- EW out. Can't jam
torps, DV -2.

Critical Hits Rear
2- Rear Bulkhead Hit.
Take 10 more hits on
this track.

3- Pulse Laser
Energizers hit. May not
fire until after next turn.
4- Shields Damaged.
Reduce DV by 1.

5- Engine Chokes.
Drive reduced to 2 until
after next turn.

6- Splattergun Ener-
gizers Hit. None may
fire until after next turn.
7- Gunner G Killed.

8- KABOOM!




