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Attarn Indomitable light Carrier -
Thruster
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Cass: Capital Ship ||Turn Cost: 1 x Speed Fwd/Aft Defense: 14 ﬁ Sensors
In Service: 1995 Turn Delay: 1 x Speed Sti/Port Defense: 16
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Chatter Cannon
dass: Bil-Pro @ AFT HANGARS

Mode: Standard

Damage: 1d6+3 ﬂ 12 Med. Fighters 1
Range Penalty: -3 per he
Fire Control: +1/+1/43 0 Shuttles !

Intercept Rating: -1 (allistic onl
Rate of Fire: 1 per turn

Dual Chatter Cannon
Cass: Bil-Pro

Mode: Standard @
Damage: 1d6+3

Range Penalty: -3 per h
Fire Control: +1/+1/+3

Intercept Rating: -1 (ballistic on
Rate of Fire: 2 per turn

Triple Chatter Cannon
Cass: Bil-Pro

Mode: Standard

Damage: 1d6+3

Range Penalty: -3 per hex
Fire Control: +1/+1/+3
Intercept Rating: -1 (ballistic on
Rate of Fire: 3 per turn

MAGAZINE CRITICAL HITS
1-10:  No Critical
11-14: No Critical, add 1 to next roll
15-18: All weapons using the magazine
roll a D6. On a 5 or 6 they take one
extra turn to load (ie a light hil-pro
cannon takes 3 not 2 turns to load).
19-26: All weapons that use the
magazine take 1/3 longer (round
up) to load.
27+ The magazine explodes.Whilst
damage control prevents the immediate
destruction of the ship the exploding
@ shells cause heavy damage. The ship

takes x points in raking 10hits

X=30point of damage



