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1/5 WARP MOVEMENT CHART

1 1. THESE CAPSULES DID NOT CARRY TRANSPORTER

3 MINES.

2. THESE CAPSULES CAN LAND ON PLANETS.

3. THESE CAPSULES CANNOT BE PLACED ON NON-X
CRUISERS; SEE (XRER-1.5).
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KREBIZ-4

INTRODUCTION

COMPANION GAMES

Companion Games was created in 1993 as a vehicle
for publishing this material. Its president, C. Henry Schulte, is
the author of all the products listed at right. He first played
SFB back in 1984 with the designer’s edition, and immediately
began expanding the game system for his own use. Our
purpose is to provide you with the best, most well-written
gaming material that we can. Your comments and suggestions
are always welcome. We are not considering submitted
material at this time (except tactics, scenarios & fiction), but
we may in the future. Anything already submitted to ADB is off
limits! We would like to see fiction, scenarios and tactics
based on our unique material right now. Thank you for your
interest.

As time progressed, the empires designed by
Companion Games evolved into Galactic Empires, a trading
card game. Now, with Galactic Empires as the driving force
behind Companion Games, the empires found in the card game
are being adapted for SFB.

INTEGRATION

The material in this supplement is designed for easy
integration into your existing rulebook. Simply cut this booklet
apart at the center, hole punch it and insert it in your rulebook.
The rules are numbered in a unique manner so that new ‘official’
material, added at a later date, will not contrast with the rule
numbers presented here, and so that our products can be
easily differentiated. Example: (FR-2) should be inserted
behind (FR-1) at the end of the J section (fighters section) of
your rulebook. Alternatively, leave this book intact so that all
the material is readily accessible.

RULE ABBREVIATIONS

CR Combat Rule MR Movement Rule
DW Direct-fire Weapon Rule PR Power Rule

ER Equipment Rule RH Race History

FR Fighter Rule SwW Seeking Weapon
HC Historical Campaign TR Terrain Rule

HS Historical Scenario XR X-Ship Rule

OTHER PRODUCTS

If a rule is cited somewhere in this text and you
cannot locate it, it might be in another product; see the rules
index on page two of this book for the exact location of a given
rule.

PHOTOCORPIES

Players may make copies of the SSDs in this product
for their own personal use. Nothing in this product may be
reproduced for resale or distribution of any kind.

TABLE OF CONTENTS

INTRODUCTION 1
OTHER PRODUCTS 1
RULES INDEX 2
CAMPAIGN: CAPITALIST MOVEMENT 3
X-1 CRUISERS (without capsules) 9
MORE KREBIZ SSDs: 13
ADVANCED STARBASE CENTERFOLD 24
KREBIZ CARRIER AND CONTROL SHIPS 27
X-1 KREBIZ SHIPS 41

UNITS OPERATED BY OTHER RACES 45

OTHER PRODUCTS
COMPANION GAMES publishes several other fine
products for use with SFB

Current products: Pages Price
Argonians-1 48  $8.50
Argonians-2 48  $8.50
Argonians-3 36  $8.50
Indirigans-1 48  $8.50
Indirigans-2* 36 $8.50
Krebiz-1 48  $8.50
Krebiz-2 48  $8.50
Krebiz-3 48  $8.50
Krebiz-4 48  $8.50
Far Side-1 48  $9.95
Far Side-2* 36  $8.50
Mechad-1 48  $9.95
Vektreans-1 36 $8.50
Leopans-1* 36 $8.50
Scorpead-1* 36  $8.50
In-Corring Fire (back issues #1-#20) 8 $1.50 ea.
Galactic Fire Magazine (bi-monthly) 32 $4.95 ea.
6 issue subscription of Galactic Fire $19.95

Galactic Empires (the science fiction trading card game)
Universe Edition Starter Deck: $12.95
Universe Edition Expansion Packs (Booster) $2.45
(many other Galactic Empires products are available)

Shipping & Handling: Free in the U.S., Canada & Mexico add
20%, other countries add 50%.

* These products are nearly complete but have not gone to
print at this time (Feb. 1997). Pre-orders are welcome.
To order any of these products, write us at:

COMPANION GAMES

P.0. BOX 392

STAMFORD, NY 12167

Or call us at 1-607-652-9038 to order direct.
QUESTIONS?

If you have a technical question, we will gladly answer
it as long as a self addressed stamped envelope accompanies
your question(s). We can also accept inquiries via e-mail at
comgames@aol.com.

ON-LINE PLAYTESTERS

We are also looking for individuals to playtest future
products. Anyone who would be interested in receiving
playtest information via e-mail can can send their address to
comgames®@aol.com.

DESIGN CREDITS

The list below gives credit to those who originally
designed or conceived the following units and scenarios and to
those who gave input in some manner:

General Contributions: Eric Johnson, John M. Hammer, John
Rigley Sr., John E. Kasper

Computer Graphics, SSDs and Text: Joseph A. Mannino, C.
Henry Schulte, Eric Johnson.

Editing & Cover Art. George T. Henne Jr.
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RULES INDEX

RULES INDEX

BULE DESCRIPTION LOCATION RH-2A  The Argonian Republic Argonians-1,2,3
CR-1 Leopan Armor System Leopan-1 RH-3  Indirigan Nomads Indirigans-1,2
MR-1 Argon@an Hull Rotation Argon!'ans-1 2:'2 \B/i:(at;agirmicena”es \F/::(tsr;zr_'f'1
MR-2  Argonian iImpulse Movement Argonians-1 RH-6  Corporate Aggressors Far Side-1
PR-1  Bolaar Phaser Capacitors FS-1/Mechad-1 RH-6B Corporate Pirates Far Side-1
PR-2  Electromnetic Field Mechad-1 RH-7  Clydon Empire Clydon-1
PR-3  Power Distribution Nodes Mechad-1 RH-8  Mechad Holdfast Mechad-1
DW-1  Sabot Heavy Weapon Krebiz-1 RH-9  The Filarian Inf_e;tation Far Side-3
DW-2  Energy Flux Heavy Weapon Argonians-1 RH-10  Scorpead Dominion Scorpead-1
DW-3  Argonian Plasma Phasers Argonians-1 RH-11 Tufor Protectorate Tufor-1
DW-4  Mid-Range Phasers Indirigans-1 RH-12 Leopan Conqu'lstadors. Leopans-1
DW-5  Short-Range Phasers Indirigans-1 RH-13 Plasma Occupied Territory P.O.T.-1
DW-6  Multi-Purpose Phasers indirigans-1 RM-1 Phaser Eels Far Side-3
DW-7 Long Range Phasers Indirigans-1 RM-2  Planet Gouge Far Side-3
DW-8 Trans Warp Missiles Mechad-1 RM-3  Vymezies Particle, Matter & Blaze Far Side-3
DW-9  Distortion Cannon Heavy Weapon Mechad-1 . .
DW-11 Parasite Torpedoes Far Side-2 YR-3 | 3 . %-1 Bul | g . 2
DW-12 Hyperspace Detonator Scorpead-1 ndirigan ules ndirgans
DW-13 Phaser Degenerators Leopan-1 . .
DW-14 Thunderbolt Devistatior Tufor-1 Also available from Companion Games Inc.
DW-15 Shield Penetration Device P.O.T.-1 Galactic Empires - The trading card game
R . Galactic Empires, the first science-fiction collectabie
gw:; E:Z‘ggknrgcioaﬁi::ng Torpedoes ::g:::g:::_1 card game on the market, takes the battle on the Far Side to a
SW-2.8 Direct Fire Fuser Far Side-1 whole new level. Two ormore p[ayers may each ta}ke command
SW-3‘ Boomerang Racks Indirigans-1 of one of over 30 empires in their attempts to dominate a sector
) o of space. Galactic Empires is a highly interactive muiti-player
SW-4  Fighter Boomerangs Indirigans-2 game which is constantly expanding
SW-5  Tri-Tritium (X-1) Boomerangs Indirigans-2 ’
SW-8  Variable Plasma Far Side-1
SW-7  Plasma Streams P.O.T.1
ER-1 Krebiz Special Rules Krebiz-1 PLEASE NOTE: Some of the rules mentioned at left have not
ER-2  Strobe Defense System Argonians-1 been published yet (see page one for a list of current
ER-3 Legendary Personnel (Spies) Vektreans-1 products). Some rule numbers were changed from the index
ER-4  Vektrean Repuision Beams Vektreans-1 published in Krebiz 1-3, Argonians 1-2 & Indirigans-1. This
ER-5 Indirigan Special Rules Indirigans-1 index takes precedence over those. There are some additional
ER-6  Deflection/Transter Device Far Side-1 expansion rules which already exist but are not listed here to
ER-7  Far Side Option Mounts Far Side-1 prevent confusion. They will appear with future races that are
ER-8 Krebiz Capitalist Alliance Rules Far Side-1 not as yet defined. This index will be expanded and revised as
ER-9  Warp Field Destabilization Gun Far Side-1 products are added to our SFB support line. A complete list of
ER-10 Mechad Special Rules Mechad-1 scenarios is presented on page 2 of Indirigans-1.
ER-11 Filarian Special Rules Far Side-3
ER-12 Phaser Magnifier Scorpead-1
ER-13 Phaser Resonator Leopan-1
ER-14 Leopan Raiding Party Rules Leopan-1 \
ER-15 Mine Deployment Systems Tufor-1 \ SPECIAL OFFER
FR1  Krebiz Fighter Rules Krebiz-2 \ INTRODUCTORY GALACTIC EMPIRES
FR-2  Argonian Fighter Rules Argonians-2 \  STARTER SET FOR ONLY $ 20.00
FR-3 Indirigan Fighter Rules Indirigans-2 § (thct's L4, Off the retail pric I)
TR-1 Argonian Nebula Argonians-1 i ° it price:
TR2  Medically Infectious Zones Argonians-1 \ Starter Set Includes: 2 Universe Edition Starter Decks and
TR-3  Tuforeous Dead ZoneMWarp Funnel Far Side-1 y 4 Universe Edition booster packs
TR-4  Warp Field Displacement Zones Far Side-2 §
TR5 Shield Parasites Far Side-2 : Choose two of the following starter decks:
RH-1 Krebiz Capitalist Alliance Krebiz-4 § Argonian, Corporate, Krebiz, Mechad, Space Dragon,
RH-1A The Krebiz Krebiz-1,2,3 Clydon, P.O.T., Scorpead, Tufor or Vektrean
RH-2  Argonian First Republic Arg-2, 3
N Just call Companion Games at 1-607-652-9038
and mention this ad to take advantage
_
Page 2 Copyright ® 1997 Companion Games
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KREBIZ-4

CAMPAIGN - CAPITALIST MOVEMENT

(HC-7.0) CAPITALIST
MOVEMENT (Y175)

by Joseph A. Mannino

A Band in the Krebiz Capitalist Alliance wasn't
making the profits that the bosses desired, so they
decided to invest some money. But, as they say, it takes
money to make money, so they first ventured on a riskier
but faster capital raising venue: Dealing with pirates. This
mini-campaign recreates their efforts.

(HC-7.1) ORGANIZATION:

This mini-campaign consists of a total of 7
scenarios. These are divided into 3 Routes, with Route
1 consisting of 3 scenarios, Route 2 consisting of 2
scenarios and Route 3 consisting of 2 scenarios. See
the map below for the specific direction of each route.
(HC-7.11) Route 1: Scenarios include (HC-7S-1),
(HC-7S-2) and (HC-7S-3).

(HC-7.12) Route 2: Scenarios include (HC-7S-4) and
(HC-7S-5).
(HC-7.13) Route 3: Scenarios include (HC-7S-6) and
(HC-7S-7).

(HC-7.2) FLEET ORGANIZATION:
(HC-7.21) The Krebiz player must form 3 squadrons of
ships, one for each route. They have the foliowing ships
and capsules to choose from:

Ships: 2 Claw CAs, 4 Mandible CLs, 4 Pincer DDs, 4
Clipper FFs.

Heavy Capsules: 2 CTA, 5 CT, 2 CTP, plus 1 other
heavy capsule in service by Y175 (Krebiz player choice,
CV will come with fighters).

Light Capsules: 6 CTL, plus 4 other light capsules in
service by Y175 (Krebiz player choice, CVL will come
with fighters).

Only ships and ship/capsule combinations are
allowed to be in each squadron. No independent
capsules are allowed to be part of a squadron.
Ship/capsule combinations may separate during a
scenario, but capsules must recombine with an allowable
ship type in order to continue to the next scenario.
(HC-7.22) In between scenarios, repair and
reorganization is allowed.

(HC-7.221) Spare shuttlesffighters can be broken out.
CVs and CVLs come stocked with their standard number
of spare fighter(s).

(HC-7.222) Crew units can be redistributed among
ships.

(HC-7.223) Safety interlocks on captured ships are
decodad and ships are fully functional after being
crewed.

(HC-7.224) Repairs can be made under (D9.7)
(Continuous Damage Repair). The restriction on the
number of systems repairable under (D9.7) applies for
each ship along its entire route. (D14) (Emergency
Damage Repair) may also be used between scenarios.
(HC-7.225) Cargo may be redistributed among ships
on that route.

(HC-7.226) Capsules may be redistributed among
ships on that route.

(HC-7.23) Opponent forces will be defined in each
scenario. The opponents do not continue from one
scenario to the next, so no record keeping is required for
them.

Tuforeous

Edge of Galaxy —\

Plasma Occupied
Territory

Argonian First Republic

Nagiridni
Pirate Tribe

Nebula

#*Wormhole

Unexplored
Space

Krebiz Capitalist Allance

Indirigan

Scorpeads

/4 Dead Zone

Mechad
Holdfast

Unexplored
Space
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KREBIZ-4

" (HC-7.3) CAMPAIGN VICTORY
CONDITIONS:

The level of victory is based on the amount of

cargo successfully delivered and the survival of the fleet.
~ One point is awarded for each cargo box delivered and
points are awarded for survival of ships after all the
scenarios have been played.
(HC-7.31) Points awarded for surviving cruisers.
Cruisers only have to be undestroyed at the end of the
last scenario of the route. Points are awarded for cruisers
that are not used for any route.

CA 20 points CL
DD 10 points FF

15 points
5 points

(HC-7.32) The amount of cargo to be delivered will be
defined in each scenario. All cargo is to be delivered in
bulk containers, each of which takes up 10 of the 50
.; - spaces available to a cargo box. For purposes of (G25),

, @ach bulk container takes up 10 cargo box spaces.

" (HC-7.321) The cargo boxes of the Krebiz ships do

not have to be filled to capacity, (i.e. only 2 containers are

placed in a cargo box, thus 20 spaces in that cargo box of
-one ship are filled). Obviously, rather extensive record
" keeping will have to be kept.

(HC-7.322) Cargo that is delivered but then somehow

- ends up on Krebiz ships does not count toward victory

conditions. If you were creative enough to salvage the
cargo, you will have to be more creative to deliver it again.
(HC-7.323) For the purposes of fulfilling (HC-7.322),
" the Krebiz player is allowed to turn over the capsule(s)

-~ - with the cargo to some remaining representative of the

", receiving party to complete the delivery. Note that some
- ships will then be without a capsule and shields.
(HC-7.324) Just to clarify, for the purposes of fulfilling
(HC-7.33), .5 bulk containers make up one total. cargo
box. One victory point is awarded for every full cargo box
delivered. Therefore, 1 point for 1 full box or 1 point for 5
boxes with 10 spaces in each.
‘(HC-7.33) Level of Success:
301+ Legendary Captain. Celebrations upon your
return and everyone can live in the lap of luxury and
never again have to venture forth into space to make a
profit (unless, of course, they want to).
251-300 Excellent. Future missions can be picked
+as desired, without any urgency or undue risks. (This
was the historical outcome.)
211-250 Good. Continued missions will be required
to keep the funds coming, but overall in a better position.
161-210 Break even. No celebration on your return,
but everyone acknowledges it was a tough mission and
steels themselves for the sacrifices that must be made.

.. 125-160 Marginal. If things were bad before, they're-

going to be terrible now. Going into full time piracy rather
then facing the boss looks like an attractive option.

<125 Failure. Hope you didn't disappoint the pirates
too much, as you may be working very closely with them
from now on because going home is not an option. The
boss and some of his boys will use you as fertilizer for
their rose garden.

(HC-7.4) COMMANDER'S OPTION ITEMS:

At the start of each route, the Krebiz player can
buy commander’s option items for each ship, the
standard 20% of the BPV of the vessel. This is the only
opportunity to do so for each route and when the items
are used or destroyed, they are no longer available.
(HC-7.41) Commander’s Option ltems may be
redistributed among the ships of any one route before
the first scenario and in between scenarios.

(HC-7S-1) SHOW'S OVER,
BREAK IT UP!:

Piracy patrol duty is never easy, and when the
pirates are really good at their trade, it can be downright
maddening. This Argonian border anti-piracy
commander had been frustrated for months with the
Nagaridni raiding various planets and convoys in his
sector. Now he was seeing the Nagaridni receiving
supplies and new equipment. All reports indicated an
enlargement of the Nagaridni operations. It was too
much for the commander of the patrol, who ordered his
squadron into an all out attack on the pirates.

(HC-7S-1.1) NUMBER OF PLAYERS:
2 or 3; the Krebiz/Nagaridni and the Argonian. A
third player could play the Nagaridni.

(HC-7S-1.2) INITIAL SET UP:

Krebiz: All ships on the 42xx hex row, below hex 4216,
facing F or E, speed max, WS-Iil.

Nagaridni: CL in 2025 facing B, FM in 2026 facing B
and FS in 2027 facing B. Speed on previous turn was 0.
All ships at WS-III.

Argonians: CVSL in 2301 facing D with 12 Wind
fighters, EE in 2203 facing D and EE in 2203 facing D,
speed max, all ships at WS-IIl.

(HC-75-1.3) LENGTH OF SCENARIO:

The scenario continues until all forces belonging
to one side have been destroyed, captured or have
disengaged.

(HC-75-1.4) SPECIAL RULES:
(HC-7S-1.41) MAP: Use a fixed map. The Krebiz
can only disengage by moving off map hex row 01xx.
Otherwise that ship and any cargo it is carrying is
considered destroyed.

(HC-7S-1.42) SHUTTLES AND PFs: There are
fighters in this scenario. Any eligible ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for fighters or shuttles.

Copuyright © 1997 Companion Games Inc.




KREBIZ-4

CAMPAIGN - CAPITALIST MOVEMENT

(HC-7S-1.43) COMMANDER'S OPTION ITEMS:
Krebiz ships had the opportunity to select
Commander's Option Items up to 20% of their combat
BPV previously in (HC-7.4). Argonian and Nagaridni
ships may select up to 20% of their BPV in Commander’s
Option ltems. See (S3.2) for details.
(HC-7S-1.44) REFITS: All ships have refits.
(HC-7S-1.45) DELIVERY: The Krebiz must deliver
30 cargo (i.e. 30 full cargo boxes worth) to the Nagaridni.
If delivered and then destroyed by the Argonians, it will
still count for victory conditions.
(HC-7S-1.46) Keep the SSDs of the Krebiz ships. All
shield hits can be erased and (D9.7) CDR applied to any
internal hits. Note that any CDR used now will decrease
the CDR available for scenario (HC-7S-2) and (HC-7S-3).

(HC-75-1.5) VICTORY CONDITIONS:
See (HC-7.3) for campaign victory conditions.
Otherwise use standard victory conditions.

(HC-7S-1.6) VARIATIONS:

(HC-7S-1.61) Substitute any near side empire for the
Argonians. Use a CVS with escorts.

(HC-7S-1.62) Substitute some near side pirates for
the Nagaridni. Use 2 CRs and a SLV.

(HC-75-1.7) BALANCE.:

(HC-78-1.71) Change the Argonian CVSL to a CVL
with 12 Gust fighters.

(HC-7S-1.72) Change one Argonian EE to a DDE.

(HC-7S-1.8) TACTICS:

Argonians: Pick one opponent and pound him. This
may be the opportunity to eliminate a good portion of the
Nagaridni fleet, and if there are no Nagaridni ships, the
Krebiz can't make any deliveries, can he?

Krebiz: Pick a tactic and stick with it. if just delivering,
pour on the anti-matter and consider dropping the
capsules to allow the ships to engage while transferring
cargo. If engaging and then transferring cargo, team up
with your ally and overwhelm the Argonian.

Nagaridni: Depends on the Krebiz

(HC-7S-2) THE UNWELCOMING
COMMITTEE

Another Krebiz Band encouraged some
Vektrean mercenaries to discourage the delivery. Not all
Vektrean captains were going to get a share of these
supplies as they had their own arrangements with other
Krebiz Bands. Now their supplies wouldn't be as

valuable since more materials would be saturating the

market, so these Vektreans tried to discourage delivery.

(HC-75-2.1) NUMBER OF PLAYERS:
2; the Vektrean and the Krebiz.

(HC-7S-2.2) INITIAL SET UP:

Krebiz: Ships from (HC-7S-1), within 1 hex of

4102, heading E, speed max, WS-IIl.

Vektrean: CL in 0123, heading B, speed max, WS-lii.
FF in 0822, heading B, speed max, WS-Iii.

(HC-7S-2.3) LENGTH OF SCENARIO:

The scenario continues until-all forces belonging
to one side have been destroyed, captured or have
disengaged.

(HC-7S-2.4) SPECIAL RULES:

(HC-78-2.41) MAP: Use a fixed map. The Krebiz

can only disengage by moving off the map through
hexes 0120 through 0130. Otherwise that ship is
considered destroyed.

(HC-7S-2.42) SHUTTLES AND PFs: There may
be fighters in this scenario. Any eligibie ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for shuittles.

(HC-7S-2.43) COMMANDER'S OPTION ITEMS:

Krebiz ships had the opportunity to select .= .’
Commander's Option ltems up to 20% of their combat

BPV previously in (HC-7.4). Vektrean ships may select

up to 20% of their BPV in Commander’'s Option ltems. -

See (S3.2) for details.
(HC-7S-2.44) REFITS: Ali ships have refits. -

(HC-7S-2.45) DELIVERY: The Krebiz player must -7 .. ..
move off the map with 20 cargo. He will only be paidfora . .~ ¢
maximum of 20 cargo (thus a maximum of 20 victory " °

points from the delivery). Any extra are lost.
(HC-7S-2.46) DISENGAGE:

through 0130.
any other method.

(HC-7S-2.47) BETWEEN SCENARIOS: Koeep
the SSDs of the ships involved. All shield hits can be

erased and CDR applied to any internal hits. Note that
any CDR used now will decrease the CDR available for .

scenario (HC-7S-3).
(HC-7S-2.5) VICTORY CONDITIONS:

See (HC-7.3) for campaign victory conditions.

Otherwise use standard victory conditions.

(HC-75-2.6) VARIATIONS:

Substitute a near side CA and DD for the

Vektreans.

(HC-7S-2.7) BALANCE:

(HC-7S-2.71) Change the Vektrean FF to a DD.
(HC-7$-2.72) Change the Vektrean CL. to a CA.
(HC-7S8-2.73) Add a Vektrean FF.

(HC-75-2.8) TACTICS:

Basic tactics for both empires apply.
Vektreans: Do as much damage as possible to your
opponent. |

Copyright © 1997 Companion Games Inc.
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(HC-7S-3) HAVEN'T YOU
FORGOTTEN SOMETHING?

After the deliveries were made, no one
expected any more trouble. The only detail overlooked
by the Krebiz was that, to leave Vektrean territory, they
had to cut across Argonian space. The Argonian border
patro! had been informed about the delivery which had
previously been made (HC-7S-2) and moved in to collect
the tariffs due.

(HC-75-3.1) NUMBER OF PLAYERS:
2; the Argonian and the Krebiz.

(HC-7S-3.2) INITIAL SET UP:

Krebiz: Ships from (HC-7S-2), within 1 hex of 0229,

heading B, speed max, WS-I.

Argonian: Pol in 0101, heading C, speed max, WS-III.
PolCL in 1501, heading D, speed max, WS-HIl.

(HC-75-3.3) LENGTH OF SCENARIO:

The scenario continues untit all forces belonging
to one side have been destroyed, captured or have
disengaged.

(HC-7S-3.4) SPECIAL RULES:
(HC-7S-3.41) MAP: Use a fixed map. The Krebiz
can only disengage by moving off the map through
hexes 4201 through 4205. Otherwise that ship is
considered destroyed.
(HC-7S-3.42) SHUTTLES AND PFs: There may
be fighters in this scenario. Any eligible ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for shuttles.
(HC-7S-3.43) COMMANDER'S OPTION ITEMS:
Krebiz ships had the opportunity to select
Commander's Option ltems up to 20% of their combat
BPV previously in (HC-7.4). Argonian ships may select
up to 20% of their BPV in Commander’s Option Items.
See (S3.2) for details.
(HC-7S-3.44) DELIVERY: All deliveries for this
route have been made. Thus the Krebiz have nothing to
pay the patrol.
(HC-7S-3.45) REFITS: Allships have refits.
(HC-7S-3.46) The Krebiz can only disengage by
moving off the map through hexes 4201 through 4205.
Any other direction and they are considered destroyed.
The Krebiz cannot disengage by any other method.

(HC-7S-3.5) VICTORY CONDITIONS: See
(HC-7.3) for campaign victory conditions. Otherwise use
standard victory conditions.

(HC-7S-3.6) VARIATIONS: Substitute a near

side CL and Pol for the Argonians.

(HC-7S-3.7) BALANCE:
(HC-7S-3.71) Change the Argonian Pol to a PolCL.
(HC-7S5-3.72) Add an Argonian Pol.

J

(HC-7S-3.8) TACTICS:

empires apply.

(HC-7S-4) OUTWARD BOUND

The pirate Ghost was always looking for more
materials and supplies to continue his research and
develop new technology. These supplies would greatly
increase his abilities for design, perhaps even a Ghost
Battleship! Of course, the Krebiz patrolling at the border
could not allow that and set out in an attempt to block
delivery.

(HC-7S-4.1) NUMBER OF PLAYERS: 2or
3; the Krebiz/Ghost and the local Krebiz. Another player
could play the pirate, Ghost.

(HC-7S-4.2) INITIAL SET UP:

Krebiz: All ships within 2 hexes of 0328, map a,
heading B, speed max, WS-!lI.

Local Krebiz: CC in 0501, heading D, map a, speed
max, WS-lll, CM in 0301, heading D, map a, speed max,
WS-Ill, CL in 0401, heading D, map a, speed max, WS-IIl,
NCL in 0201, heading D, map a, speed max, WS-Ili, DDA
in 0601, heading D, map a, speed max, WS-Ill, and SCA
in 0101, heading D, map a, speed max, WS-III.

Ghost: Ghostlord DN in 4205, heading F, map b, speed
max, WS-III.

(HC-7S-4.3) LENGTH OF SCENARIO:
The scenario continues until all forces belonging to one
side have been destroyed, captured or have
disengaged.

(HC-7S-4.4) SPECIAL RULES:
(HC-7S-4.41) MAP: Use 2 fixed maps, map a and
map b. These are two regular maps set end to end (the
42xx hex row of map a connects to the 01xx hex row of
map b). Beyond the 42xx hex row of map b the
Tuforeous Dead Zone begins. The Krebiz can only
disengage by moving off map b through hexes 4201
through 4205 after having received a pitot from Ghost's
ship. The ship that received the pilot must then lead all
the other Krebiz ships off the map. This is done by all the
Krebiz ships moving off the map at the same time from
the same hex and facing in the same direction.
Otherwise any ship that crosses the 42xx hex line is
considered destroyed.

(HC-7S-4.42) SHUTTLES AND PFs: There may
be fighters in this scenario. Any eligible ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for shuttles.

(HC-7S-4.43) COMMANDER'S OPTION ITEMS:
Krebiz ships had the opportunity to select Commander's
Option Items up to 20% of their combat BPV previously
in (HC-7.4). Local Krebiz ships and Ghost may select up
to 20% of their BPV in Commander’s Option ltems. See
(83.2) for details.

Basic tactics for both

N
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KREBIZ-4

CAMPAIGN - CAPITALIST MOVEMENT

(HC-7S-4.44) DELIVERY: At least 50 total cargo
must be on the Krebiz ships when they disengage from
this scenario. Another 40 will be required by the next
stop on this route (i.e. victory points will be given for the
first 50 total boxes of cargo - these are off-loaded and
hopefully at least 40 remain for the next scenario).

(HC-7S-4.45) REFITS: All ships have refits.

(HC-7S-4.5) VICTORY CONDITIONS: See
(HC-7.3) for campaign victory conditions. Otherwise use
standard victory conditions.

(HC-7S-4.6) VARIATIONS: Substitute a pirate
DN or BCH for Ghost, and any empire for the local Krebiz.

(HC-7S-4.7) BALANCE:
(HC-7S-4.71) Change the local Krebiz CC to a CA.
(HC-7S-4.72) Delete any one local Krebiz ship.

(HC-7S-4.8) TACTICS: Basic tactics for the
Krebiz apply. Make a choice about what type of plan
looks best (i.e. run, fight then run, fight to the death) and
stick with it. These local Krebiz are fighting for their
livelihood, so it won't be an easy fight.

(HC-7S-5) THE PROBLEM WITH
NEW NEIGHBORS...

The Corporation was always looking to expand
its operations and spheres of influence. A small base
was being established at the junction of the Tuforeous
Dead Zone, Mechad space and the Free Trade Zone.
The Corporation intended to keep construction quiet
and allow the base to become entrenched in the
economics of the region before exposing its military
objective. However, the Mechad were already wise to
the Corporation and were just as quietly trying to prevent
the completion of the base.

(HC-7S-5.1) NUMBER OF PLAYERS: 2or
3; the Krebiz/Corporation and the Mechad. Another
player could play the Corporation.

(HC-7S-5.2) INITIAL SET UP:

Krebiz: All ships left from (HC-7S-4) within 2 hexes of
0302, heading C, speed max, WS-III.

Mechad: CC in 4202, heading E, speed max, WS-III,
DDT in 4102, heading E, speed max, WS-IIl, and CL in
4001, heading E, speed max, WS-III,

Corporation: CL-P in 2229, heading A, speed max,
WS-lll, FAS in 2130, heading A, speed max, WS-Ill, and
FAS in 2330, heading A, speed max, WS-IlI.

(HC-7S-5.3) LENGTH OF SCENARIO: The
scenario continues until all forces belonging to one side
have been destroyed, captured or have disengaged.

(HC-7S-5.42) SHUTTLES AND PFs: There may
be fighters in this scenario. Any eligible ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for shuttles.
(HC-7S-5.43) COMMANDER'S OPTION ITEMS:
Krebiz ships had the opportunity to select
Commander's Option items up to 20% of their combat
BPV previously in (HC-7.4). Mechad and Corporation
may select up to 20% of their BPV in Commander’s
Option ltems. See (S3.2) for details.
(HC-7S-5.44) DELIVERY: Victory points will be
given for up to 40 total cargo boxes delivered.
(HC-7S-5.45) REFITS: All ships have refits.

(HC-7S-5.5) VICTORY CONDITIONS: See
(HC-7.3) for campaign victory conditions. Otherwise use
standard victory conditions.

(HC-7S-5.6) VARIATIONS:

(HC-7S-5.61) Substitute some pirates for the
Corporation.
(HC-7S-5.62)

(HC-75-5.7) BALANCE:
(HC-7S-5.71) Change the Corporation CL to a CA.
(HC-7S-5.72) Delete the Mechad DDT.

(HC-7S-5.8) TACTICS:

Krebiz: Depends on what was left from the previous
scenario. If there is enough to fight with, consider trying.
If not, get out with the ships you have left.

Mechad: The Krebiz has to be hurting from the previous
scenario. Don't give him any room to maneuver and
force him to disengage.

(HC-7S-6) WHEN
OPPORTUNITY KNOCKS

The Free Trade Zone was not one of the safest
places, but major conflict was rare. This is what the
Indirigan Insipid Tribe always counted on. They were
awaiting a rendezvous with a raiding party, but the Krebiz
ships piqued the interest of Manrack and he moved to
investigate.

(HC-75-6.1) NUMBER OF PLAYERS:
2 ; the Krebiz and the Insipid Indirigans.

(HC-75-6.2) INITIAL SET UP:

Krebiz: All ships within 1 hex of 0302, heading C,
speed max, WS-lil.

Insipid: DN-, FF, FM, and FS within 1 hex of 4102,
heading E, speed max, WS-II.

(HC-7S5-6.3) LENGTH OF SCENARIO:

The scenario continues until all forces belonging to one

Substitute any empire for the Mechad.

(HC-7S-5.4) SPECIAL RULES: side have been destroyed, captured or have
(HC-7S-5.41) MAP: Use a fixed map. Any unit that | disengaged.

moves off the map is considered disengaged.
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CAMPAIGN - CAPITALIST MOVEMENT

KREBIZ-4

(HC-7S-6.4) SPECIAL RULES:
(HC-7S-6.41) MAP: Use a fixed map. Any unit that
moves off the map is considered disengaged. Any
Krebiz ships that do not disengage through hexes 4229
or 4230 will not be available for the next scenario.
(HC-7S5-6.42) SHUTTLES AND PFs: There may
be fighters in this scenario. Any eligible ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for shuttles.

(HC-75-6.43) COMMANDER'S OPTION ITEMS:
Krebiz ships had the opportunity to select Commander's
Option Items up to 20% of their combat BPV in (HC-7.4).
Insipid ships may select up to 20% of their BPV in
Commander’s Option ltems. See (S3.2) for details.
(HC-7S-6.44) DELIVERY: Victory points will be
given for cargo delivered in the next scenario. Any cargo
captured by the Insipid Tribe will count as negative
victory points!

(HC-7S-6.45) REFITS: All ships have refits.

(HC-7S-6.5) VICTORY CONDITIONS:
See (HC-7.3) for campaign victory conditions.
Otherwise use standard victory conditions.

(HC-7S-6.6) YARIATIONS:
(HC-7S-6.61) Substitute any pirates for the Insipid.

(HC-7S-6.7) BALANCE:

(HC-7S-6.71) Change the Insipid FF to a CM.
(HC-7S-6.72) Only allow 5% of the Insipid BPV for
Commander's Options.

(HC-7S-6.73) Assume that one (or more) of the
Insipid ships has a poor crew.

(HC-7S-6.8) TACTICS:

Insipid: Launch boomerangs and see how the Krebiz
handles them. If he does well, oh well, the real supply
raid will be arriving soon. But if he has problems, move
in. This may be the opportunity to get enough supplies
to fix the flag ship and start the tribe on a path to glory!

(HC-7S-7) SORRY, THIS
PLANET IS TAKEN

The Bolaar, also anxious to expand their power
base, were looking to establish a cache of supplies and
equipment. A pristine, uninhabited planet, out of the
way of the trade routes, was perfect. Not only would it be
good for R & R for the crews, but there would be no
problems with locals moving in on the cache. However,
this planet was pristine for a reason: The Indirigan
Carnivores Tribe had cleansed it. From the movement of
supplies, it appeared to The Camivores that a base was
going to be established. The Carnivores were not about
to see their work confounded and moved in.

(HC-7S-7.1) NUMBER OF PLAYERS:
2 or 3; the Krebiz/Bolaar and the Carnivore
Indirigans. A third player could play the Bolaar.

(HC-7S-7.2) INITIAL SET UP:

Krebiz: Al ships from (HC-7S-6) within 1 hex of 0302,
heading C, speed max, WS-III.

Carnivores: BC, CM, and 2 x DD within 1 hex of 4102,
heading E, speed max, WS-III.

Bolaar: SR within 4129, heading F, speed max, WS-Iil,
3 x Cargo Exp in 4130, heading F, speed max, WS-II1.
Planet in hex 2222.

(HC-7S-7.3) LENGTH OF SCENARIO:
The scenario continues until all forces belonging to one
side have been destroyed, captured or have
disengaged.

(HC-7S-7.4) SPECIAL RULES
(HC-7S-7.41) MAP: Use a fixed map. Any unit that
moves off the map is considered disengaged.
(HC-7S-7.42) SHUTTLES AND PFs: There may
be fighters in this scenario. Any eligible ship (J8.5) could
purchase an MRS as a Commander's Option (if used).
There are no WBPs for shuttles.

(HC-7S-7.43) COMMANDER'S OPTION
ITEMS: Krebiz ships had the opportunity to select
Commander's Option items up to 20% of their combat
BPV previously in (HC-7.4). Carnivore and Bolaar ships
may select up to 20% of their BPV in Commander’s
Option ltems. See (S3.2) for details.

(HC-7S-7.44) DELIVERY: The contract was for 40
total cargo to be delivered. Victory points are awarded
for delivery of these 40 cargo to the Cargo Express
ships, not the planet surface.

(HC-7S-7.45) REFITS: All ships have refits.

(HC-7S-7.5) VICTORY CONDITIONS:
See (HC-7.3) for campaign victory conditions.
Otherwise use standard victory conditions.

(HC-7S-7.6) VARIATIONS:

(HC-7S-7.61) Substitute any other pirates for the
Bolaar.

(HC-7S-7.62) The Bolaar are trying to establish a
base. They will pay for 70 cargo t¢ be delivered. Note
that this will affect other routes, as the Krebiz must really
scrape together fleets to accomplish all the deliveries.
Each delivered cargo over 40 will count as 2 victory
points.

(HC-7S-7.7) BALANCE:

(HC-7S-7.71) Delete a Carnivore DD.

(HC-7S-7.72) Add a PCL+ in standard orbit in hex
2123, facing F, WS-I. This ship was left behind to survey
the planet for suitable sites. Historically, the ship was
lured away and destroyed by the Carnivores' freighter
fleet. If the captain had obeyed orders, this ship would
have been present for the scenario.

(HC-7S-7.8) TACTICS: This is the last scenario.
A higher victory level most likely can be accomplished
with a full delivery. The accomplishment or prevention of
that delivery Lﬂiill decide the severity of the engagement.

- N
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KREBIZ CLAW SHIP DATA TABLE
X-1 CRUISER PN - e
POINT VALUE = 135
MOVEMENT = 1
SHIEE)’G SHIELD *1 SHIELD *2 SHIELDS = 172
[ | LTI 11T T8 | LIFE SUPPORT = 1
- [ SIZE CLASS = 3
| - REFERENCE = RH-1.211
[ | | INTERNALS = 90/150
— — 1ST GENERATION X-SHIP
[ ] CREW UNITS
E | 8] *
36
BOARDING PARTIES
t 11 HEEEERE
: TRETID . TRANSPORTER MINES
- o RIRIRIR]R]R]DID]D][D]D]D
T SR E 10T {RIRJRIR]RIR]DfD|D|D]DfD]
PH-115 TRAC BATTERY BRIDGE TRAN PH-1RS SHUTTLES TWO BAYS
ER (11 11111 CNTR | HIT POINTS | TYPE
ARMOR CENTER HULL ARMOR
HHH emer [i]:]:]
HH 12 HE
H YY) LAB app | :[RH
e ny
A T @ B
1 SENSOR PROBES
REE] (1117 [6TeT]o] CTTTI5]
SCANNER POWER CURVE
[ofo[ 5] [ware = 3e
IMPULSE = 4
SHIELD #5 m 3 SHIELD #3 DAM. CON. Aok S
L WARP R WARP (4]2}2]0] AWR = _0
TOTAL = 42
EX. DAM. BATTERY = 15
[ 1 1 19
SHIELD *#4
T T 11 [6] ANTI-DRONES _DOUBLE RELOADS
1 12
4]2 L L 1'2
1-2 1-3 1-4 -
TURN MODE D WEAPON ARCS
g o SR ot et R0 1 2-4
HIT, STD N 1-5 1-4 1-3 2 5-8 FH FA
HIT,OYERLOAD  1-6 1-5 1-4  NA NA NA 3 9-12 AR o RS
DAMAGE, STD NA 21 15 9 6 3 a4 13-17 /\
DMGE,OVERLOAD 30 27 24  NA NA NA 5 18-24 L R
6 25+ v
VOLLEY 15t 2nd 3rd+ = — — LRA/RR
ACTIVATED TARGET SHIELD  33.33%  66.67%  100%
REMAINING FIVE SHIELDS  66.67%  33.33% 0% [ s s-6[]
PHASER-1
NOTES:
5o 1. X- 1 BATTERIES HOLD 3 POWER EACH. k f iy
1 |9 8 7 6 5 5 4 3 2 1 2 gf;AFBAgTTSL?QDISTTL?:ﬁARDLOAD 1 |4 4 4 3 1
2|8 7 6 55 4 3 2 1 1 - : 2 |4 4 4 2 1 -
s 1o e 2 243 110 1= 3. ARMOR BOXES TAKES TWO H 3 la a a1 - =
ale 2 224 435 5 L - - = DAMAGE POINTS TO DESTROY. ila s s - - =
s |s 4 443 3 1 - - - - 5 |4 3 2 - - -
6 |4 4 33 2 2 - - - - - 6 |33 1 - - -
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2/3 WARP MOVEMENT CHART

KREBIZ MANDIBLE SHIF DATA TADLE
TYPE = CL-X
X-1 LIGHT CRUISER POINT VALUE = 105
MOVEMENT = 273
SHIELDS = 172
SHIELD *6 SHIELD * 1 SHIELD #2 LIFE SUPPORT = !
] I I I] I I ] lﬂl SIZE CLASS = 3
— REFERENCE =RH-1.212
. m INTERNALS = 76/128
| | 1ST GENERATION X~-SHIP
— — CREW UNITS
- [ [ *
8 [ 8§ 34
BOARDING PARTIES
L1111 Io
TRANSPORTER MINES
IRIR][R]R]R|rRED][D|D]|D]|D]D]
PH-1 360° SHUTTLES TWO BAYS
cNTR | HIT POINTS | TYPE
PH-1LS SHTL  TRAC BRIDGE TRAN  SHTL PH-1 RS
B3 1] T8
ARMOR PRB CENTERHULL EMER ARMOR
HHE HHH|
; 10} BTTY :
™ Py T SENSOR PROBES
o [elelal0] [LIITS
MPULSE_ [8]RH SCANNER ~ POWER CURVE
[0]o]1]5] WARP = 32
IMPULSE = 4
pmcn (L G
SHIELD #5 SHIELD #3 = =
EX. DAM. TOTAL = 36
15 BATTERY = 9
ANTI-DRONES DOUBLE RELOADS
il 1 1 T TT T Tz
SHIELD #4 LA
[ [ [ | | s HT# - 1-2 1-3 1-4 -
X-1 SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
-RANGE: 0L YA SRS S 165302 31540 1 2-4
HIT, STD NA (-5 1-4 1-3 1-2 1 2 s5-8 FH FA
HIT,OVERLOAD  1-6 1-5 1-4  NA NA NA 3 9-12 oo B RS
DAMAGE, STD N 21 15 9 3 3 a 13-17 /_\
DMGE, OVERLOAD 30 27 24 NA NA NA 5 18-24
'SUCCESSIVEYOL1EY-DAMAGE-P.ERCENTAGES: 6 25+ U
YOLLEY 13t 2nd 3rd+ T —— LR\}/RR
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% -
REMAINING FIVE SHIELDS 66.67%  33.33% 0% [ 13% e[ 1
PHASER-1
g NOTES:
18 : 4 1. X- 1 BATTERIES HOLD 3 POWER EACH.
R R e e 2. ?AgAFE?OS.I:rSLr‘J:l)'S]:rAgDARDLOAD
2 |8 7 6 55 43 2 1 1 - N URN.
s 17 s o 2 243 7 - - ° 3. ARMOR BOXES TAKES TWO
ale 224432 - - - = DAMAGE POINTS TO DESTROY.
5 15 4 4 4 3 3 1 - -
6 |4 4 3 3 2 2 - - -

[ESPEED

14:15

22

Standard 1 2 2 3 4
Fract. 24 1Yy 2 2% 3l

4 5 66 7 8 8 9 1010 12 12 13

4 4% sl

i

14 14 15 16 16 17 18

8 19

6 6% 7% 8 8% 9¥% 10 10% 11)512 12% 135 14 14% 15 16 16%17% 18 18% 19 20

Pege 10, Krebiz-4

Copyright ® 1997 Companion Games




KREBIZ PINCER

SHIP DATA TABLE

X-1 DESTROYER POIN - s
POINT VALUE = 83
MOVEMENT = 1/3
SHIELDS = 1/2
LIFE SUPPORT =  1/2
SIZE CLASS = 4
SHIELD *6 SHIELD *1 SHIELD *2 F::g:::fg - RE‘I‘;I,.;: 3
| T T 11 Is]
1ST GENERAT ION X-SHIP
CREW UNITS
¥*
26
BOARDING PARTIES
LT T T T 1107
TRANSPORTER MINES
: 1k [RTRTRIR] [eTo[o]o]
1] SHTTPH-1360°~5HTTL [ ] ¢
e (1] 17 e SHUTTLES TWO BAYS
PH-1 BTTY TRAC BRDG TRAN LAB PH-1 CNTR | HIT POINTS | TYPE
IS PRB HULL BTTY HULL EMER RS,
D 101
I imputse |
SENSOR PROBES
3 [6]4]2]0]
= E
SHIELD #5 LWARP SHIELD #3 SCANNER POWER CURVE
o] 1]3]9) WARP = 18
SHIELD *#4 DAM. CON. LP';I:ULSET tzJ
[] [elzlzld] e © o
TOTAL = 20
I'—E!l‘—P[A-'ﬁ'a BATTERY = 9
X-1_SABOT COMBAT TABLE _ TURN MODE C  WEAPON ARCS
RANGE. T 2 e A e Ve 30 31 A0 ——
HIT, STD NA 1-5 1-4 1- 1-2 1 2 ©5-g
HIT, OYERLOAD 1-6 1-5 1-4 NA NA NA 3 10-14
DAMAGE,STD _ NA__ 21 15 ) 6 3 4 15-20
DMGE, OVERLOAD 30 27 24  NA NA NA 5 21-27
'SUCCESSIVE-VOLLEY-DAMAGE - PERCENTAGES A 6 28+
VOLLEY Tst 2nd 3rd+ — —
ACTIVATED TARGET SHIELD  33.33%  66.67%  100%
REMAINING FIVESHIELDS ~ 66.67% 3333k 0% 1% 6]
PHASER- 1 \orES
G 1. X- 1 BATTERIES HOLD 3 POWER EACH.
LEUS 8 2. MAY FASTLOAD STANDARD LOAD
19 876 55 X-SABOTS IN 1 TURN
218 76 5s 5 4 .
N LA 3. ARMOR BOXES TAKES TWO
S P DAMAGE POINTS TO DESTROY.
5 |5 4 4 4 3 3
6 l4a a 33 2 2 -

1/3 WARP MOYEMENT CHART

20::21322:::23::24::2

TI26 20 20 29 30

4
3 3% 3% 4 4

Standard 1 1 2 2 2 2 3 3
Fract. 1/3 2/3 1 1‘/3 12/3 2 2V3 22/3

4

e
Y 4%

55

6~ 66 7 7 7
5 5k 5% 6 6 6%

7 7

5 8 8 9 9
g 1% 8 8l 8%

9 10 10 10
9 9% 9% 10

——ics
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KREBIZ CLIPPER SHIP DATA TABLE
TYPE = FF-X
X-1 FRIGATE POINT VALUE = 45
MOVEMENT = 1/3
SHIELD *6 SHIELD * 1 SHIELD #2 SHIELDS = 1/2
T 111 6] LIFE SUPPORT = 1/2
SIZE CLASS = 4
REFERENCE  =RH-1.214
INTERNALS = 36/56
1ST GENERATION X-SHIP
6
CREW UNITS
* 1111
20
H STL PH-1 ST
LS o ORI O RS BOARDING PARTIES
PH-1BTY TRAC BDG TRAN LAB PH- |
EEISD oo D TRANSPORTER MINES
PRE _ HULL _ EMER
[RIRTRIR] [D]DjD]D]
IMPULSE
SHUTTLES TWO BAYS
CNTR | HIT POINTS | TYPE
SHIELD #5 SHIELD #3
SHIELD #4
HERR
SENSOR PROBES
*NIMBLE SHIP BENEFITS (LOST IF CRIPPLED OR BROKE DOWN) 6]4]2] 0]
REDUCED COST OF ERRATIC MANEUVERS - EQUAL TO 3 HEXES MOYEMENT (C10.12). SCANNER POWER CURVE
CAN USE ERRATIC MANUYERS UNDER WILD WEASEL AT SPEED 0 OR 1 (C10.54, ol 1319
2 HET BONUSES (C6.521). 2.42,C10.12). WARP = 14
CAN MAKE MID-TURN SPEED CHANGES EVERY 6 IMPULSES, 4 MAX/TURN (C12.31). DAM. CON. IMPULSE = 2
-1 FROM DIE ROLL FOR: SMALL TARGET MODIFIERS(E1.7). APR = 0
ASTEROID DAMAGE (P3.221) NGE— ECTT BONGS 4j2f2]0] AWR = O
RING DAMAGE (P2.223). — o EX. DAM. TOTAL = 16
+1 ON SMALL MOON DIE ROLLS (P2.231). o2 N = BATTERY = 3
+1 T0 DIE ROLL FOR QUICK REVERSE (C1.36). ) 2
MOVES AFTER ALL NON- NIMBLE SHIPS HAVE (C1.313). + *
X-1 SABOT COMBAT TABLE TURN MODE C WEAPON ARCS
[RENG Z T30 3140, T 2-4
HIT, STD NA_ 1-5 1-4 1-3  1-2 1 2 5.9 FA
HIT,OVERLOAD 1-6 1-5 1-4  NA NA NA 3 10-14 TENY: LS RS
DAMAGE, STD N 21 15 9 6 3 4 15-20
DMGE, OVERLOAD 30 27 24  NA NA NA 5 21-27 L R
'SUCCESSIYE-VOLLEY DAMAGE:PERCENTAGES 6 28+
VOLLEY Tst 2nd 3rd+ = LRV} RR
ACTIYATED TARGET SHIELD  33.33%  66.67%  100%
REMAINING FIVE SHIELDS  66.67%  33.33% 0% 1% 6[]
PHASER-1 PHASER-3
e NOTES:
ROL 1. X-1 BATTERIES HOLD 3 POWER EACH. :
T 19 8 7.6 5 5 4 3 — 2 Ol S A RARD L0AD T[4 4 4 35 1 1
2|8 7655 43 21 1 - 3. ARMOR BOXES TAKES TWO 2 14 4 4 2 -
31755 444 3 1 - - - " DAMAGE POINTS TO DESTROY. LLl S |44 41 - -
4 16 4 4 4 43 2 - - - - . 4 la a 3 - - -
5 s 4 4 4 3 3 1 - - - - s |a 3 2 - - -
6 |4 a 3 3 2 2 - - - . . 6 |3 3 1 - - -
1/3 WARP MOVEMENT CHART
T T I T B B A N B R T T
Fract. Vs % 1 Ve 1% 2 2 2% 3 3l 3% a a4l 4% s sk s% e ¥y 6% 7 i 7% 8 8l 8% 9 9k 9% 10
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KREB'Z PINCER SHIP DATA TABLE
TYPE = SCX
X-1 SCOUT CRVUISER POINT VALUE = 195/135
MOVEMENT = 172
SHIELDS = 1+1+1/2
SHIELD *6 SHIELD #*1 SHIELD #2 LIFE SUPPORT = 172
. HENNNEEEEEN L1114 % SIZECLASS = 4
% VYA A 4 REFERENCE  =RH-1.226
; §/ INTERNALS = 66/98
Z SENSOR 4 TST GENERATION X-SHIP
7 P Y %
% en| [ FH / CREW UNITS
BRIDGE =
H [T - x
] n 36
| | BOARDING PARTIES
] [ HENNEERERRNE
50 5o TRANSPORTER MINES
= ; = RR[eR]  [o[o[oDo]
21t ] sHTTDPH-1360~5HTTL | : ]
e L1 ] sietzd L] Lidus SHUTTLES TWO BAYS
PH-1 BTTY TRAC AUX TRAN LAB PH-1 CNTR | HIT POINTS | TYPE
k-3
sHLp s g{mn|njun]s{an SHELD =3
— LS PRB HULL BTTY HULL EMER RS -
N ANE|on|n|so|=V4 N
- L meuise || ||
- ) " -
| SENSOR PROBES
[ 3 3 N BARAARL 1 5
L WARP R WARP - SCANNER  POWER CURVE
4 (o[ T=T5]
z z B0 E E [ I——
Z 27 SHIELD *4 9 7 DAM. CON. L’;:ULSE = g
B TTTTTTIT1TIe #%L alafz]zfol fhwe - o
Ex. DAH. TOTAL = 26
NOTE: SENSORS ARE DESTROYED ON 2] |BATTERY = 9
TORPEDO HITS; SEE (624.0)
FOR SENSOR RULES.
X-1 SABOT COMBAT TABLE TURN MODE C WEAPON ARCS
'RANGE:: 1 2-4
HIT, STD NA 1-5 1-4 1-3 2 5-9 Ls RS
HIT,OVERLOAD 1-6 1-5 1-4  NA 3 10-14 F
DAMAGE, STD NA 21 15 9 4 15-20
OreE OVERLowD S0 21 zs M 5 21-27 L
-SUCCESSIYE:YOLLEY -DAMAGE:PERCENTAGES : 6 28+
VOLLEY 13t 2nd 3rd+ LR
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% HET BD
REMAINING FIVESHIELDS  66.67%  33.33% 0% 2V, 6]
PHASER_1, NOTES: 1. COMMAND CAPSULE MOYEMENT cosT ~ PHASER-3
Y IS 1/5 WHEN SEPARATED. DEEZFRAN
RO (552 ) 2. SHADED SHIELDS ARE ON THE CRUISER [R0)
1 |9 8 7 6 5 5 4 3 2 1 1 (1/2). NON-SHADED SHIELDSAREON [~ 1 14 4 4 3 1
2|ls 7 6 55 43 2 1 1 - THE CAPSULE (1+1). 2 |4 4 4 2 1
2|7 5s 5 4 4 43 1 - - _ 3. X- 1 BATTERIES HOLD 3 POWER EACH. 3 la 4 4 1 - -
4 &6 4 4 4 4 3 2 - - - - 4. MAY FASTLOAD STANDARD LOAD 4 4 4 3 - - -
5 5 4 4 4 3 3 - - - - X~-SABOTs IN ONE TURN. 5 4 3 2 - - -
6 |4 4 3 3 2 2 - - - - 5. ARMOR BOXES TAKE TWO DAMAGE 6 I3 3 1 - -

1/2 WARP MOVEMENT CHART

POINTS TO DESTROY.

2231232425526 52028

30

Standard 1 1 2 2 3 3 4 4 5 5
Fract. 1 1 1%, 2 2/, 3 3 4 4l 5

55 1010 AT 1
8, 9 9% 1010% n

8 8
7% 8

2652028529
12 12 13 13 14 14 15 15
1% 12 12% 13 13% 14 14, 15

Copyright ©® 1997 Companion Games
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KREBIZ CLIPPER SHIP DATA TABLE
TYPE =  SCLX
X-1 SCOUT POINT VALUE = 157/97
MOVEMENT = 1/3
SHIELDS =1/241/241/2
LIFE SUPPORT = 1/2
SHIELD *6 SHIELD *1 SHIELD *2 i'ZFE;ELASES e _14227
; CLIP1] A L1 [ ] é/ INETEERN:ES - l;4/-74
7 %
2 % 1ST GENERATION X-SHIP
% // CREW UNITS
7% (" SENSOR N\ % =
% %
| | FH BRIDGE FH 3
2T u
- [ BOARDING PARTIES
- || 10
N B TRANSPORTER MINES
[ n [RIR[R]R] [p]ofo]p]
20 T 20
— HH S1L pH-1 SN [E [ — SHUTTLES
B . TWO BAYS
N :PH:1IB:‘;|YTDRA(!F;31XS!I'RQL£:B P:H I:10 * ENTR | T POINTS | TVPE
SHIELD *5 - - SHIELD #3
B OOo0o0ad ]
LS PRB AFT HULL EMER RS
- — =
H B SENSOR PROBES
- L WAR - [elel4f2]o] [l ][ [s]
> SCANNER POWER CURVE
4 oJo] ]33
/] WARP = 18
Y SHIELD *#4 / Z DAM. CON. IAI‘;;ULSE = g
V. =
%, 1T TT 11T qe 16 [4]2] 2] 0] AWR = O
TOTAL = 22
NOTE: SENSORS ARE DESTROYED ON EX. DAH, BATTERY = 3
TORPEDO HITS; SEE (624.0) 10
FOR SENSOR RULES.
X-1_SABOT COMBAT TABLE TURN MODE C WEAPON ARCS
RANGE:>>" Ry 2 R 1630 31=40 1 2-4
HIT, STD N 1-5 1-4 1-3  1-2 1 2 5-9
HIT,OYERLOAD  1-6 1-5 1-4  NA NA NA 3 10-14 m
DAMAGE, STD N 21 15 9 6 3 4 15-20
DMGE, OYERLOAD 30 27 24  NA NA NA 5 21-27 L
[SUCCESSIVE - VOLLEY DAMABE-PERCENTAGES. 6 28+
YOLLEY 13t 2nd 3rd+ LR
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% HET BD
REMAINING FIVE SHIELDS  66.67%  33.33% 0% 1% 6] ]
PHASER-1 NOTES: 1. COMMAND CAPSULE MOYEMENT COST
; ‘NG IS 1/5 WHEN SEPARATED. !
ROLLY:( 5 % 2. SHADED SHIELDS ARE ON THE CRUISER  |-ROLL:(
1 ]9 8 7 6 5 5 4 3 2 1 1 (1/2). NON-SHADED SHIELDSAREON [ 1 |4 4 4 3 1 1
2|8 7655 43 2 1 1 - THE CAPSULE (1/2+1/2). 2 |4 4 4 2 1 -
31755 4 4 43 1 - - - 3. X-1 BATTERIES HOLD 3 POWER EACH. 3 |4 4 4 1 - -
4a le 4 4 4 4 3 2 - - - - 4. MAY FASTLOAD STANDARD LOAD 4 |4 4 3 - - -
s |s 4a 4 4 3 3 1 - - - - X-SABOTs IN ONE TURN. 5 |4 3 2 - -
6 la 4 3 3 2 2 - - - - - 5. ARMOR BOXES TAKE TWO DAMAGE 6 |3 3 1 - -

1/3 WARP MOVEMENT CHART

POINTS TO DESTRQY.

S PEED; 10 1.5 4218, 20 22 23::24::25, 29::3 0
Stndard 1 12 2 22 3 33 4 4 4 5 55 6 66 7 7 7 8 8 8 9 9 9 10 1010
Fract. Vo % 1 Vg %% 2 25 2% 3 3l 3% 4 alg 4% s sk 5% 6 6% 6% 7 T 7% 8 8 8% 9 9% 9% 10

Page 14, Krebiz-4
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KREBIZ PINCER

DEFSAT MAINTENANCE CRUISER

SHIP DATA TABLE

SHI

SHI

™
—

D *6 SHIELD *1

-

SHIELD *2

HNEEEEEEREENEENT

FH

FH

TRAC IMP TRAC

o

HEBEEREREEEEE
O 5

ot

ERNEEEEEEENEE

SHTTL™ PH-2360° ™" SHTTL

BE [

@

IMPULSE

PH-2 BTTY TRAC AUX TRAN LAB PH-2

BiEEIN|EEININE3

LS PpRB AFT HULL EMER RS
ANEIEEEERGIN

ELD =

SHIE

-
o

3

HEEE

SHIELD #4

I LITT T TP T o

1111

TYPE = DSHA
POINT VALUE = 90
MOVEMENT =  1/3
SHIELDS = 1/2+1/2
LIFE SUPPORT = 1/2
SIZE CLASS = 4
REFERENCE  =RH-1.158
INTERNALS = 61/77
REFIT = +3
W/0 CAPSULE 55
CREW UNITS
%
26
BOARDING PARTIES
8

TRANSPORTER MINES

THE REFIT.

SHUTTLES TWO BAYS
CNTR HIT POINTS TYPE
SENSOR PROBES
[efefaj2]o] 1] | ] Is|
SCANNER POWER CURVE
ﬂﬂnﬂ WARP = 14
DAM. CON. IMPULSE = 6
APR = 0
nﬂ AWR = 0
TOTAL = 20
EX DANé BATTERY = 2
NOTES: 1. THE CAPSULE MOYEMENT COST

S 1/5 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED PH~2s ARE PH-1s ON

TURN MODE C WEAPON ARCS

=30 1 2-4

HIT, STD NA  1-5 1-4 1-3 1-2 2 5-9
FH LS RS
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 3 10-14 FA LEAN RF
DAMAGE, STD NA 16 12 8 4 4 15-20
DMGE,OVERLOAD 28 24 20 NA NA 5 21-27 L R
6 26+

YOLLEY tst  2nd  3rd  4th+ LRM/RR
ACTIVATED TARGET SHIELD 25% 508 75% 100% HE'I; BD
REMAINING FIVE SHIELDS 75% 50% 258 0% 1'% 6

PHAS

PHASER-2

I =N W

'
i
1

R VREED 9 2 (526222852930
Standard 1 1 2 2 2 2 3 3 3 4 4 4 S 5 6 6 6 7 72 7 8 8 8 9 9 9 10 10 10
Fract. Vo % 1 s 1% 2 2¥5 2% 3 3y 3% 4 afy 4% 5 sl 5%k o6 6l 6% 7 1% 1% 8 8l 8% 9 9% 9% 10

Copyrig

ht © 1997 Compenion Gemes
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KREBIZ BATTLE CONTROL DREADNOUGHT R e
TYPE = DNB
POINT VALUE = 2357163
SHIELD #6 SHIELD #1 SHIELD #2 MOVEMENT = 1+1/2
SHIELDS = 1+2
36 LIFE SUPPORT = 1+1/2
tH SIZE CLASS = 2
/ PH-1 SABOT PH-1 \ REFERENCE =RH-1.151
ew(1213] [ale) EELE] ) INTERNALS = 141/171
SHUTTLE REFIT = +13
=T=T=1=1 [=1=1=1= w/0 CAPSULE = 90
=l=)= === CREW UNITS
=|=| BRIDGE |=| = >
Huct [ ] Ao
32 F 32
54
BOARDING PARTIES
HENNNERENR
16
DECK CREWS
NRERN
18 '
- o
P° TRANSPORTER HINES
/ R[R[RIR]RIRIPIP]0TD[D]D
S TRAC  BTTY AUXCON BITY  TRAN PH-2 RS [Rlzr]rIr]rPoiplp]o]p]o]
SHIELD #5 1111 0T T2 SHIELD #3 SHUTTLES 3 BAYS + 2 TUBES
AFTHOLL ARMOR CNTR | HIT POINTS | TYPE
i
PH-3  IMPULSE SENSOR PROBES
JENEERER 2L lelel5]a1216] T T T 151
SCANNER _ POWER CURVE
[ofo] 1]x[s5]9] [warP =48
=== ] IMPULSE = 4
DAM.CON._ |apr = 0
e 0
s]]a]z]2] o] TOTAL =52
EX. DAH. BATTERY = 4
SHIELD #4 26] | REFIMP = 2
30 L1111 30 30 ANTI-DRONES _ DOUBLE RELDADS
12
NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS {/2 WHEN SEPARATED. RN B i B B
2. SHIELDS ARE ON THE CAPSULE. 1 _
3. SHADED BOXES ARE THE REFIT ~“RANGE
4. SHADED PH-23 ARE PH- 1 ON THE REFIT. HT* - (-2 1-3 1-4 -
S. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
SABOT COMBAT TABLE TURN MODE D WEAPOR ARCS
RANGE R R R R TR T 2-4
HIT, STD NA (-5 1-4 1-3 1-2 2  5-8
HIT,OVERLOAD -6 1-5 1-4  NA  NA 3 9-12 FH FA LS T RS
DAMAGE, STD NA 16 12 8 4 4 13-17 /_\
DMGE, OYERLOAD 28 24 20 NA NA 5 18-24 L
SUCCESSIVE VOLLEY DAMAGE PERCENTAGES ; 6 25+ U
YOLLEY ist 2nd 3rd  4th+
ACTIVATED TARGET SHIELD 25% S0% 7S% 100% HETl BD RH
REMAINING FIVE SHIELDS 75% S0® 25% 0% 7% 5-6[]
PHAS PHASER-2
0 RO R(
1 |9 8 7 6 5 5 4 3 2 1 1 T |6 56 4 3 2 1 T |4 4 4 3 1
2|8 76 55 4 3 2 1 1 - 2 |65 442 1 1 - 2 14 4 4 2 1 -
3 17 55 4 4 4 3 1 - - - 3 s 4441 1 - - 3 a4 a1 - -
4 |6 4 4 4 4 3 2 - - - - 4 |s 4431 - - - 4 la a3 - - -
s |ls 4 4 4 33 1 - - - - s |s 433 - - - - 5 |4 3 2 - - -
6 |4 4 3 3 2 2 - - - - - 6 |s 3 33 - - - - 6 |3 3 1 - - -
1+1/2 WARP MOVEMENT CHART
SPEED 20 5.6 1.0 1243 655418 022202324025 767202872978
Standard 2 55 6 B8 9 11 12 14 15 17 18 20 21 23 24 26 27 29 30 32 35 35 36 38 39 41 42 44 45

Fract.

1% 34 6 7% 9 10% 121315 16Y 1819}, 2122), 24 25Y% 27 28),

30 31% 33 34), 36 37}, 39 40f, 42 43), 45

Copyright ® 1997 Companion Games
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KREBIZ HEAVY CAPSULES

SHIELD *6 SHIELD * SHIELD #2 SHIELD #*6 SHIELD * 1 SHIELD #2
[ |
18 24
SABOT FH
PH-1 PH-1
BRIDGE
FHp1{ BRIDGE f3{FH
pr-1 [ ] Ph-]
1 FHET] sensors [2]rH ik
Moo 20 HULL HULL 20
H HL IMPULSE
1 1 O
SHIELD #5 '%E SHIELD #3 SHIELD #5 TRAC SENSOR TRAC SHIELD #3
S [
C WARP
| [ ] |
SHIELD *4 SHIELD #4
12 | 12] 12 18 18 18
POWER CURVE POWER CURVE
WARP = 3 CREW HET WARP = 4 CREW HET
IMPULSE = 2 (el T 1 T6] ] IMPULSE = 2 [BITTTT1Te] 1]
APR = 0 APR = 0
AWR = 0 BOARDING PARTIES BD-6 AWR = 0 BOARDING PARTIES BD-6
TOTAL = 5 - [ | | TOTAL = 6 T 1T sl [ | |
BATTERY = O BATTERY = O
SHIP DATA TABLE SENSOR SHIP DATA TABLE SENSOR
TYPE = C-SCA TYPE = C-SPY [6]5]2f0]
HOVEMENT - 178 SCANNER HOvEENT = e SLANNER
= = 3 5
SHIELDS = 1+1 SHIELDS = 1+1 CEHEE
LIFE SUPPORT = 1/2 DAM. CON. LIFE SUPPORT = 172 DAM. CON.
SIZE CLASS = 5 SIZE CLASS = S
REFERENCE =RH-1.139 EX. DAM. REFERENCE =RH-1.140 EX. DAM.
INTERNALS = 19 Dzl INTERNALS = 24 -
SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
RANG 0 L5630, '110;5?555 CAPSULES 1 2-4
HIT, STD NA 1-5 1-4  1-3 1-2 DID NOT CARRY 2 s5-8 FH
HIT,OVERLOAD 1-6 1-5 1-4 NA NA TRANSPORTERBOMBS. | 3 9-12 LFAR RF
DAMAGE, STD NA 16 12 8 4 2. THESE CAPSULES CAN 4 13-17
DMGE,QYERLOAD 28 24 20 NA NA LAND ON PLANETS. 5 18-24 L R
PERCENTAGES: i 6 25+
YOLLEY Tst  2nd  3rd  4th+ LR/ RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET BD RH
REMAINING FIVESHIELDS 75% 50% 25% 0% SEE CAPSULES ABOVE
PHASER-1 PHASER-2 PHASER-3
; ANG A D) RANGE
T |6 55 4 3 2 1 1
2 |65 442 1 1 -
3 |l 4 441 1 - -
4 |5 4 431 - - -
5 [5 4 3 3 - - - -
6 |53 33 - - - -

1/5 WARP MOYEMENT CHART

Standara 1 1 11 1'21 2 2 2 2 3 3 3 33 4 4 4 4 485 & 5 55
Fract.  fo % T % 1 1% 1 %% 2 2k 2% 2% 2% 3 sl 3% 3% 3% 4 el 4% a% 4% s
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KREBIZ CLAW HEAVY SCOUT CRUISER SHIE DATA TABLE
TYPE = SCA
SHIEFL_D =6 SHIELD *1 SHIELD #2 :g"’"g"::T"“E f '621'42
18 =
u HEEEEREEEEEREEEENE || SHIELDS - 1724172
— — LIFE SUPPORT = 1
- BRIDGE — SIZE CLASS = 3
— 11 — REFERENCE  =RH-1.155
- FHET] sensors [2]F — INTERNALS = 97/127
: HL 09 HL : REFIT = +13
wW/0 CAPSULE = 90
— IMPULSE =
- - CREW UNITS
— CWARP — ] *
— HEE — s
e -
- - 40
[14] 14
BOARDING PARTIES
' T Tidl
PH-2 360° SHTTL
TRANSPORTER MINES
PH-2 LS TRAC  BTTY AUXCON BTTY TRAN PH-2 RS [RIR[R]R] DERRN
11 1 4 0 1
ARMOR AFT HULL ARMOR SHUTTLES TWO BAYS
SHIELD *5 [ SHIELD #3 CNTR | HIT POINTS | TYPE
] RH ADD LAB ADD :
- -
] A\ [ B ||
[ | PH-3  IMPULSE  PH-3 [ | SENSOR PROBES
RH RH ABAALR 1 I Ts]
- Eo] [ 1 B ROl - [eTeT4lz2I0] |
— 1 SCANNER POWER CURVE
] 15 TS o [ofof1f3]9] [warp = 33
- | IMPULSE = 4
B L WARP R WARP - DAM. CON. APR = 0
[ | a [4]4]2]2f0] |awr = _O
SHIELD »4 u EX_DAM. | BATTERY = 4
12 CTITTTTITTTTT: 12 T3 |rerive - 2
NOTES: TI-DRONES
1. COMMAND CAPSULE MOVEMENT IS 1/5 WHEN SEPARATED. ““ 0 °°U3“’ Rf'—”‘“gg
2. SHIELDS ARE ON THE CAPSULE. b e e e
3. SHADED BOXES ARE THE REFIT. e
4. SHADED PHASER- 23 ARE PHASER- 1s ON THE REFIT.
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
6. SENSORS ARE DESTROYED ON TORPEDO HITS.
SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
T R . T I T L ar
HIT, STD N 1-5 1-4  1-3  1-2 2 5-8 i
, . ] ) Ls RS
HIT,OVERLOAD  1-6 1-5 1-4  NA NA 3 9-12 FA LEAR RE
DAMAGE, STD NA 16 12 8 4 4 13-17
DMGE, OYERLOAD 28 24 20 NA NA 5 18-24 L R
'SUCCESSIYE:YOLLEY:DAMAGE PERCENTAGES &% 6 25+ U
VOLLEY Tst  2nd  3rd  4th+ LR /RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET RH
REMAINING FIVESHIELDS 75% S0% 25% 0% | | 15 5-6[ |
PHASER_1 PHASER-2 PHASER-3
“T[5 6 7 6 55 4 3 2 11 T 1655 435 2 1 1
2]l8 26 55 43 2 1 1 - 2 le s a a2 1 1 1
3 |72 55 4 4 43 1 - - - 3 6 a 4 a1 1 - -
4 ]l6 4 4 4 4 3 2 - - - 4 |5 4 431 - - -
5 |5 4 4 4 3 3 1 - - 5 |s 4 3 3 - - -
6 |la 4 3 3 2 2 - - 6 |5 3 3 3 - - -

Copyright © 1997 Companion Games
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KREBIZ MANDIBLE MEDIUM SCOUT SHIP DATA TABLE
TYPE =  SCM
SHIELD #6 SHIELD #1 SHIELD *#2 :gU‘ETn::TLUE f|4§$;22
18 =
NENEEEEREEEEEEEENE N SHIELDS - 1724172
— — LIFE SUPPORT = 1
— — SIZE CLASS = 3
= — REFERENCE =RH-1.165
— — INTERNALS = 83/109
~ ”L gg ”L n REFIT = +13
ULE = 70
t 1 imrose [ H W/0 CAPSUL
— , CREW UNITS
- _— *
- - 36
[14] [14] BOARDING PARTIES
HEEERERLD
TRANSPORTER MINES
PH-2 LS TRAC BTTY BRIDGE BTTY TRAN PH-2 RS RIR]R]R] [5]5] 5] D)
(1] OO O
ARMOR  PRB HULL EMER _ARMOR SHUTTLES TWO BAYS
SHIELD *5 SHIELD *#3 CNTR HIT POINTS TYPE
n i\Imi BTTY B
LAB
- - - -
H P-3 [T T 1] e u
RH. ,HPULSE .RH SENSOR PROBES
] ] [ejsl4l2fo] [l ] ] Is]
- e SCANNER POWER CURVE
- - [olel I3T5] [warr = 25
[ | IMPULSE = 4
DAM. CON. APR = 0
] ] [4]4]2]2f0] jawr = 0
— — TOTAL = 29
- SHIELD =4 - EX. DAM. BATTERY = 3
12] HEBEEEEERERD 12] 18] |REFIMP = 2
NOTES: ; SCSI?E)ASNE&A;S%EE gggggfy IS 1/5 WHEN SEPARATED. ANTI-DRONES  DOUBLE RELOADS
: : N 3 5 I O
3. SHADED BOXES ARE THE REFIT.
4. SHADED PHASER- 23 ARE PHASER- 13 ON THE REFIT.
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
6. SENSORS ARE DESTROYED ON TORPEDO HITS.
SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
A A T O A R R R T R R 1R 1 2-4
HIT, STD M 1-5 1-4 1-3  1-2 2 5-8
HIT,OYERLOAD  1-6 1-5 1-4 NA  NA 3 9-12 FH FA I T
DAMAGE,STD  NA 16 12 8 4 4 13-17 /\
[oreE, OYERLOAD za 24 20 Na NA 5 18-24 L R
VEVOLLEYS PERCENTAGES " o] | 6 25+ U
vm.m Ist zm 3rd - athe LR\p/RR
ACTIVATED TARGET SHIELD 25% S50% 75% 100% | |HET BD RH
REMAINING FIVE SHIELDS 75% S50% 25% 0% 3% 5-6
PHASER-1 PHASER-2 PHASER 3
oLt RoL R0
1 19 8 7 6 5 5 4 3 2 1 1 1 |6 55 43 2 1 1 T 14 4 4 3 1 1
28 76 55 43 2 1 1 - 2 65 442 1 1 - 2 |4 4 4 2 1 -
31755 4 4 4 3 1 - - - 3 le 4 441 1 - 3 |a 4 4 1 - -
4|l 4a a a4 4 3 2 - - - - a |s a4 a3 1 - - - 4 la a 3 - - -
s s 4 4 4 3 3 1 - - - - 5 |5 433 - - - 5 |4 3 2 - -
6 14 4 3 3 2 2 - - - - . 6 |53 33 - - - 6 |3 3 1 -
2/3
Stndard 12 2 34 4 § 6 7 m N IRFREIRE 1214 15 16 16 17 18 18 19 20 20
Fract. % 1y 2 2% 3l 4 4% }’3 6 6% 7/3 a 432/3 9% 10 10% 1% 12 1225 13}, 14 1424 15%; 16 162 17}, 18 182 19} 20
Page 20, Krebiz-4 Copyright ® 1997 Companion Games
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KREBIZ CLAW SPY CRUISER

SHIELD *6 SHIELD #1 SHIELD #2
ANNEEEEEEEEEEEEEEEEEER
- -
_ N
20 20
PH-2 360° SHTTL
o] O
PH-2LS TRAC ~ BTTY AUXCON BTTY TRAN PH-2RS
E18 (11 (O 4 OO 11 By
ARMOR AFT HULL RMOR
[ R
SHIELD #5 RH[] app LAB ADD | [RH SHIELD *3
B AN\O O OT1TT] B B —
- PH-3 IMPULSE PH-3 —
— Rif] LT T B2~ -
- -
15 5
L WARP R WARP
SHIELD #4
8 18 18
NOTES:

1. COMMAND CAPSULE MOYEMENT IS 1/5 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.

3. SHADED BOXES ARE THE REFIT.

4. SHADED PHASER-2s ARE PHASER- 13 ON THE REFIT.

5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.

6. SENSORS ARE DESTROYED ON PHASER HITS.

SHIP DATA TABLE

TYPE = SPYA
POINT VALUE = 200/180
MOVEMENT = 1
SHIELDS = 1+1
LIFE SUPPORT = 1
SIZE CLASS = 3
REFERENCE =RH-1.154
INTERNALS =102/132
REFIT = +13
MRS = +8 ea.
W/0 CAPSULE = 90
CREW UNITS

%*

42

BOARDING PARTIES

| HEREREEEN

14

TRANSPORTER MINES

SHUTTLES TW0 BAYS
CNTR HIT POINTS TYPE

MRS SHUTTLES
CTR HIT POINTS

10
10

SENSOR PROBES

|6I6|5|4IZIOI III I I |5|

SCANNER POWER CURVE
WARP = 34
o] i[s]s]s] IMPULSE= 4
DAM. CON. APR = 0
[al2]2]0] [awr =_o
TOTAL = 38
EX. DAM. BATTERY = 4
[T1 21 REFIMP = 2
ANTI-DRONES DOUBLE RELOADS

6 Eiiilf

12
: 5

SABOT COMBAT TABLE _ TURN MODE D WEAPON ARCS

OS2 A 15- 1 2-4
HIT,STD NA  1-5 1-4 1-3 1-2 2 5-8

FH LS RS
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 3 9-12 FA LA RF
DAMAGE, STD NA 16 12 8 4 4 13-17
DMGE, OYERLOAD 28 24 20 NA ‘N-A. S5 18-24 L R
6 25+

VOLLEY TSt 2nd  3rd  dth+ U LR\ RR
ACTIYATED TARGET SHIELD 25% 50% 75% 100% HET BD RH
REMAINING FIVE SHIELDS 75% 50% 25% 0% Is s5-6[]

PHASER-1

RO ;5 ¥,
1 9 8 7 6 5 5 4 3 2 1 1 1 6 55 43 2 1 1 4 4 4 3 1 1
2 8 7 6 5 5 4 3 2 1 1 - 2 6 5 4 4 2 1 1 - 2 4 4 4 2 1 -
317 5 5 4 4 4 3 1 - - - 3 6 4 4 41 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 S 4 4 3 1 - - - 4 4 4 3 - - -
5|5 4 4 4 3 3 1 - - - - 5 |s 433 -~ - -~ - 5 |4 3 2 - - -
6 |4 4 3 3 2 2 - - - - 6 |5 333 - - - - 6 I3 3 1 - - -
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SHIP DATA TABLE
KREBIZ MANDIBLE SPY CRUISER o T
POINT VALUE = 180/160
SHIELD #6 SHIELD *1 SHIELD #2 MOVEMENT = 2/3
HEEEEEENEEEEEEEEEEEREF SHIELDS = 1+
LIFE SUPPORT = 1
SIZE CLASS 3
SABOT FH
REFERENCE =RH-1.164
pH-1 [a]B] PH-
FHf 1 B [33H INTERNALS = 88/114
[ 4] REFIT = +12
- - MRS = +8 ea.
- - W/0 CAPSULE = 70
- - CREW UNITS
— - *
| 38
20 2 BOARDING PARTIES
M1 12
TRANSPORTER MINES
PH-2 LS TRAC BTTY BRIDGE BTTY TRAN PH-2 RS Ls ﬂ
| 120 CNTR | HIT POINTS | TYPE
ARMOR  PRB HULL EMER _ ARMOR
l ]
SHIELD #5 SHIELD #3
— ADD 10] BITY — MRS SHUTTLES
— - LAB - — CTR HIT POINTS
| PH-3 PH-3 - m
| RHMTT] “imputse  fiZ]RH - 10
— ]k — SENSOR PROBES
BREAANEE [ Ts]
1 SCANNER POWER CURVE
[oJo]1]3]5]9] | wArRP = 26
L WARP IMPULSE= 4
DAM. CON. APR = 0
SHIELD *4 [4faf2]2]0] AWR = _0
18 HEEEEEREEEEEEENED 18 TOTAL = 30
NOTES: 1. COMMAND CAPSULE MOYEMENT IS 1/5 WHEN SEPARATED EX. DAN. BATTERY = 3
1. : REF IMP = 2
2. SHIELDS ARE ON THE CAPSULE. :s
3. SHADED BOXES ARE THE REFIT. T 60”3Lf REILU?P25
4. SHADED PHASER- 23 ARE PHASER- 1s ON THE REFIT. N _
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 3
6. SENSORS ARE DESTROYED ON TORPEDD HITS.

SABOT CDHBAT TABLE TURN MODE D

WEAPON ARCS

[RANGE % 1 2-4
HIT, STD 1-5 - 2 5-8 FH

LS RS
HIT,OYERLOAD 1-6 1-5 1-4 NA NA 3 9-12 FA LA RF
DAMAGE, STD N 16 12 8 4 4 13-17
DMGE, OYERLDAD 28 24 20 NA NA g 18-24 L R
'SUCCESSIVE-YOLTEY-DAMAGE PERCENTAGES = 6 25+ U
YOLLEY Tst  2nd  3rd  4th+ LRM/RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET RH
REMAINING FIVE SHIELDS 75% 50% 25% 0% 3% 5-6] |
PHASER 1 PHASER-3

PHASER-2

Stedard 1722 34 4 5 6 6 7 8 8 9 1010
Fract. % 1y 2 2% 3y 4 a% sl s 6% 7% 8 8% 9k 10

1 12 12

14 14

16171

13 T3
10% 1) 12 12% 130 14 14% 155 16 16% 175 18 18% 19 20

15

8 18 1 19

0
20 20
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KREBIZ SYSTEM SHIP DATA TABLE

TYPE = SAMS
ACTIVITY MAINTENANCE STATION POINT VALUE = 38
SHIELDS = 1/2+1/2
LIFE SUPPORT =  1/2
SIZE CLASS = 4
REFERENCE  =RH-1.203
INTERNALS = 29/50
SHIELD *6 SHIELD *1 SHIELD #2
| l L | [ I PHASER-1s = +2
10 CREW UNITS
p——
F 3
- - 25|
10] [10]
BOARDING PARTIES
10
ARMOR-LF/L ARMOR-RF /R
SHUTTLES ONE BAY

CNTR HIT POINTS TYPE

OPTIONAL
MODULE

OPTIDNAL

EINRRRXE] PH-2 PH-3 SABOT
MODULE maeeS

2] 141 8]

=r 6 00 ¢

SCANNER POWER CURVE

2
360° ORGEE WARP = 0
DAM. CON. IMPULSE = 0
2121210 APR = 0
I l _I AWR = 5
TOTAL = 5
FE_DAN. BATTERY = 2

44|
NOTES:

1. SEE (C3.7) FOR ROTATION RATES.

2. AWR IS DESTROYED ON CENTER WARP
DAMAGE POINTS.

3. HULL BOXES ON ANY DOCKED MODULES

ARMOR-RA OR PODS ARE DESTROYED ON ANY HULL

SHIELD #*5 SHIELD *3

NN HITS.
— = 4. VARIOUS POD OR MODULE
COMBINATIONS MAY ADD YARIOUS
= SHIELD #4 [ SYSTEMS TO THE SAMS.
5. TWO DOCKING POSITIONS-#1 &* 4.

LI 11 1lo 6. THIS UNIT IS EQUIPPED WITH
POSITIONAL STABILIZERS; SEE (629.0)
FOR RULES.

7. SPECIAL SENSORS ARE DESTROYED ON
PHASER HITS.

8, ALL WEAPONS ARE 360°.

SABOT COMBAT TABLE — WEAPON ARCS

HIT,STD | NA - 1-
HIT, OVERLOAD 1-6 1

DAMAGE, STD NA 16 12 8
DMGE, OYERLOAD 28 24 20 NA

'SUCCESSIYE YOLLEY DAMAGEPERCENTAGES
YOLLEY tst  2nd  3rd  4th+ LRM/RR
ACTIYATED TARGET SHIELD 25% S0% 75% 100%
REMAINING FIVE SHIELDS 75% 50% 25% 0%

LF/T\RF

PHASER-1 PHASER-2 PHASER-3

g GE ' |
1 9 8 7 6 5 5 4 3 2 1 1 1 6 S 5 4 3 2 1 1 ‘1 4 4 4 3 | 1
2 8 7 6 55 4 3 2 1 1 - 2 6 5 4 4 2 1 1 - 2 4 4 4 2 1 -
3 7 55 4 4 4 3 1 - - - 3 6 4 4 4 1 | - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 54 431 - - -~ 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 543 3% - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - = 6 3 3 1 - - -
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KREBIZ ADVANCED STARBASE e e
| TYPE = SBX
POINT VALUE = 1000
SHIELDS = 245
SHIELD *6 90 SHIELD *2 LIFE SUPPORT = 3
SIZE CLASS = 1
- ARMOR — LF/L ARMOR — RF/R REFERENCE = RH-1.209
R SABOT - SEN  SABOT HHHHHHHHE INTERNALS = 621/729
; -l I A B A RA MODULE Fx{alB CID]Fx HHHHHHHHE
S B R B OPTION [T5] (D [c] MODULE 2 B8 B B B B B B B 1st GENERATION X-BASE
HHHHHHHH TRAN AUX _BATTERY BRDG SHTL OPTION HHHHHHHHE
HHHHHHHHG (1O 114acg HHHHHHHHZ CREW UNITS 310
AWR REPAIR C HULL m
T =
TRAN AUX _BATTERY BRDG SHTL
14
AWR REPAIR C HULL TRANSPORTER
ARMOR ARMOR
TRAC FLAG  EMER
11 HHHHHHHHNHZE HHIHHHHHHA
50l LAB 3 BATTERY 90
APR CENTER HULL
AWR AWR
BOARDING PARTIES so[T]
MODULE g ] MODULE
OPTION L OPTION
12 12
TRANSPORTER MINES
R[R[RIR[R[RID]D]o]0]p]D
AUX  PROBE RIR[R|R[R]RID]D]0]D]D]D
SHIELD #5 REPAIR 20 T2 20 REPAIR SHIELD #3
ARMOR 3 ARMOR SHUTTLES SIX BAYS
HHHHHHHHHZ HHEHHHHHHZ CNTR | HIT POINTS | TYPE
A
30 3 3 30 B
TRAN_AUX _BATTERY ' BDG SHTL REPAIR TRAN AUX _BATTERY BDG SHTL
(OO 01 TRAC .
LS __SABOT SEN L1 ] SEN SABOT LR
RETTIUY] [G) C HULL G RS D
6 30 6 £
TRAN AUX _BATTERY BDG SHTL
ARMOR - RA ARMOR - RA .
MODULE SABOT SEN SABOT MODULE HHHHHHHHE
H H HH HHHEES OPTION 0T [ [fr]™ ) OPTION HHHHHHHHE SENSOR
| BEEOEEO0HANE
— SHIELD #4 B — SCANNER
«HL— o[olofe [ T ]2]3]5]7]°
DAM. CON.
[ 5 BEERERLERAE
8l6]6]4]4]2]2]0
X-1 SABOT COMBAT TABLE ANT|1-DRONES NO RELOADS PHASER-P3 POWER CURVE EX. DAM.
TXTTAD o NOTES: m
; 1 WARP = 0
HIT, STD TR IR P B : RO LG GiE 1. SPECIAL SENSORS ARE DESTROYED ON PHASER HITS. SEE (624.0) FORRULES. | /uouise = o 50
HIT OVERLOAD  1-6 2 S B e B 2. AWR IS DESTROYED ON ANY WARP ENGINE HITS. APR = 40
: 26 _1-5 1-4 NA NA NA I D 1 3. SEE (R1.1D) FOR SPECIAL DAMAGE RULES; SEE (D4.12) FOR ARMOR. AWR - 60 PROBES
DAMAGE, STD NA 21 15 9 6 3 3 s la 2 j 2 ‘ 4. MODULES ADDED MAY ADD YARIOUS SYSTEMS TO THE STARBASE. ToTAL =700 " s
DMGE,OVERLOAD 30 27 24  NA NA NA ala 2 3 - - 5. SABOT FEEDBACK ONLY OCCURS AT A TRUE RANGE OF ZERD OR 1.SEE (DW-1.73). |putoeoy — 125 > —
SUCGESSIVE-YOLLEY DAMAGE PERCENTAGES - R s la 3 > - - 6. MAY FASTLOAD STANDARD LDAD X-SABOTS IN ONE TURN.
YOLLEY ' Tst ond o 3rde HT#* - 1-2 (-3 1-4 - e ls 3§ - 2 ° 7. X-1 BATTERIES HOLD 3 POWER EACH. H 3 10
ACTIVATED TARGET SHIELD 33.33% 66.67% 100% _ 8. ARMOR BOXES TAKE TWwO DAMAGE POINTS TO DESTRQY. 4 10
REMAINING FIVESHIELDS  66.67%  33.33% 0%
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KREBIZ INTERCEPTORS

SHIELD #6 SHIELD *1 SHIELD #2 SENSOR CREW ] SHIELD #6 SHIELD #1 SHIELD #2 SENSOR CREW
6
18 0
s::or 1 SCANNER
PH-1 E] PH-1 0
eu| ] srioe 3 FH 2
14 14
2] 1] b DAM CON
HULL == HULL B
C ] 1] WBP| SHIELD #3 [ IEL D ?
—CWARP o — _ — —
NN o S — -
[ N [ -
| | L] | |
0 0 [l e nliulls
SHIELD *4 B0 [ SHIELD *4 B [
1 I 6]
12 [ 1] 12 12 (1[4 12 '] 12 12 [ 1 [4]
SHIELD #6 SHIELD # 1 SHIELD *2 SENSOR CREW | SHIELD #6 SHIELD # 1 SHIELD #2 SENSOR CREW
] [ 6] []
E o] [ E o] [¥
| |
s::or 2 L s::or 4 SR L
PH-1 [’ﬂ PH-1 [ O] PH-1 E] PH- 0| -
1 2 4 E 1 2 S 6
” FH] f51 BRIDGE [=1 |FH 7 — ” FH] [57 BRIDGE [ — =
=1 M DAM CON L] T L DAM CON
ULL == HULL > HULL === HUL 2]
SHIELD #5 C | WBP1 SHIELD #3 E SHIELD *5 [WBP iED C ] 0
] —cwmzp - — — C waRP N
— - — N1 ini
H ] e u 6]
u ullln flin
SHIELD =4 BD SHIELD *4 BD
5 6]
12 | 11 12 12 [ | 12 11 ] 12 12 [ | 4
SABOT COMBAT TABLE INT DATA TABLE WEAPON ARCS
‘RANGE B L TYPE =  INT
HIT, STD NA 15 (-4 1-3 POINT VALUE = 79/50 FH
HIT,OYERLOAD 1-6 1-5 1-4  NA MOVEMENT = 1/5 LF AN RF
DAMAGE, STD NA 16 12 8 SHIELDS = 1+
DMGE, OYERLOAD 28 24 20 NA LIFE SUPPORT = 172 L R
SUCCESSIYE:YOLTEY -DAMAGE:PERCENTAGES 55 SIZE CLASS = S
Zgl'l::-VE:TEDTARGETSH]ELD 21;‘% 528; '?gqx 1433;5 REFERENCE ~RH-1.PFO RH PR
REMAINING FIVESHIELDS 75% 50% 25% 0% INTERNALS = 25
PHASER- 1 TURN MODE C POWER CURVE  PHASER-3
DEE ] RANGE:; 1 2-4 WARP = 4712 | [:DEEZTRANGE
ROLLY-0:015002 0 F i @ 150020 ] 2 5-9 IMPULSE = 2 ROLL:L:0:01 02000 8
1 9 8 7 6 5 5 4 3 2 1 1 3 10-14 APR = 0 1 4 4 4 3
2 {8 7 6 55 4 3 2 1 1 - 4 15-20 AWR = 0 2 |4 4 4 2 -
3|7 55 4 4 4 3 1 - - - TOTAL = 6/14 3 |4 4 4 1 - -
4 |6 4 4 4 4 3 2 - - - - 5 21-27 BATTERY = O 4 |la 4 3 - - -
s |5 4 4 4 3 3 1 - - - - 6 28+ 5 |4 3 2 - - -
6 |4 4 3 3 2 2 - - - - - 6 |z 3 1 - - -

1/5 WARP MOVEMENT CHART

SPEEI

Standard 1 1 1 1
Fract. ‘/5 2/5 3/5 %—)

1
1

2 2 23 2
11/5 12/5 1 /5 14/5

3 3 3 3 3 4 4 4 4 4

= :

2 5
2 2% 2% 2% 2% 3 3k 3% 3% YU 4 ak 4% 4% 4% s

6
5%

6 6
52/55375 5

6
% 6
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KREBIZ LIGHT BATTLE CONTROL SHIP SHIFDATA TADLE
TYPE = DNBL
POINT VALUE = 215/143
SHIELD #6 SHIELD 1 SHIELD #2 MOVEMENT = 1+1/3
SHIELDS = 142
36 LIFE SUPPORT = 1+1/2
SIZE CLASS = 2
T REFERENCE = RH-1.161
/- INTERNALS = 139/165
FH [1}2]3] AlB F4;5{6] FH
SHUTTLE REFIT = 12
=I=|=]= =|=]=]= Ww/0 CAPSULE = 70
=[=]= =|=]= CREW UNITS
=|= | BRIDGE [=] = %
HULL
. g .
50
BOARDING PARTIES
HEENENN
14
DECK CREWS
HEEEE
18
PH-2 LS TRAC BTTY AUXCON BTTY TRAN PH-2 RS [Bﬁ'mﬁ'ﬂliﬁ_#ﬁi]_n
SHIELD *5 Ig“OIIIIDIIIDIII SHIELD *3 RIRIRIRIR|RED]ID|D]D]|D]|D
ARMOR _ PRB AFT HULL _ EMER _ ARMOR SHUTTLES 3 BAYS + 2 TUBES
I CNTR HIT POINTS TYPE
ADD 10} BTTY
ri(s] [1] LAB O [EJrn
N p-3 [T 1 1] p-3 ’
RH[E] “mpuise  [E]RH
HEnE SENSOR PROBES
leTsTsTalzT0] T T T T5]
- = SCANNER POWER CURVE
[eTol IzTsI5] [ware =34
L WARP R WARP IMPULSE = 4
DAM. CON. APR =0
[6]4]4]2]2[0] |awR =_0
SHIELD =4 TOTAL =38
EX. DAM. BATTERY = 3
e L 2 = CITT 1A [rerie - 2
NOTES:
1. CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. ANTI-DRONES  DOUBLE RELOADS
2. THE SHIELDS ARE ON THE CAPSULE. T1T 1.1 1 1L 111 12
3. SHADED BOXES (Except Center Warp) ARE THE REFIT. -
4. SHADED PH-2s ARE PH- 13 ON THE REFIT; REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. %
5. SHADED WARP BOXES DO NOT FUNCTION WHEN CAPSULE IS ATTACHED.
6. THIS SHIP/CAPSULE COMBINATION DOES NOT GET A BREAKDOWN BONUS.
SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
'RANGE: " x: 50 1 2-4
HIT, STD NA 1-5 1-4 1-3  1-2 2 s5-8
HIT,OVERLOAD 1-6 1-5 1-4  NA  NA 3 9-12 — FA e (NN
DAMAGE, STD NA 16 12 8 4 a4 13-17
DMGE, OVERLOAD 28 24 20 NA NA 5 18-24 L R
SUCCESSIFE YOI EY DATAGE PERCENTAGE : 6 25+ \_/‘
VOLLEY Tst  2nd  3rd  dth+ LR\ RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% leiT BD RH
REMAINING FIVE SHIELDS 75% 50% 25% 0% 6% 3-6[]
PHASER-1 PHASER-2
T 19 8 7 6 5 54 3o T T¢ 55 a3 2 1 N A S
2|8 76 55 43 2 1 1 - 2 |65 442 1 1 - 2 |4 4 4 2 1 -
317 55 4 4 43 1 - - - 3 |6 4441 1 - - 3 |4 4 4 1 - -
4 l6 4 4 4 4 3 2 - - - - 4 |5 4 431 - - - 4 |4 4 3 - - -
sls 4 4 4a 33 1 - - - - 5 |s 433 - - - - 5 a3 2 - - -
6 |4 4 33 2 2 - - - - - 6 |5 33 3 - - - - 6 |3 3 1 - - -

1+1/3 WARP MOVEMENT CHART

Standard 2 34 6 7810 111214 15 16 18 1920 22 25 24 26 27 28 26 27 32 34 3536 38 39 40
Fract. 1 2% 4 Sk 6% 8 9% 10% 12 13% 14% 16 17% 18% 20 21)522% 24 25% 26% 28 29); 30%; 32 33); 34% 36 37) 38% 40
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SHIP DATA TABLE

KREBIZ LIGHT SPACE CONTROL SHIP o -
POINT VALUE = 222/146
SHIELD *6 SHIELD =1 SHIELD #*2 MOVEMENT = 1+1/3
SHIELDS = 1+2
36, LIFE SUPPORT = 1+1/2
N SIZE CLASS = 2
REFERENCE = RH-1.162
/ SABOT _ PH- 1\
INTERNALS = 1437169
e[ C12E3] (212 ZE5TE] )ru SEETT — 7
SHUTTLE =
==I=1 1 1 IE1=]= W/0 CAPSULE = 70
=] =|BRIDGE [=]= CREW UNITS
=[=|{ | |i=z]= *
== |MP ==
32 T T 32
Fl TraCc  |F
50|
ag? %?JT
BOARDING PARTIES
L C WARP R
falc] A [TITTT1T]
ARMOR T3 ARMOR 14
FH INC AN O3 05 48 FH
@ N2 N2 Ne 22 K DECK CREWS
SHTL PH-2 360° SHTL m |
7 e, Oz
PH-2 LS TRAC BTTY AUXCON BTTY TRAN PH-2 RS TRANSPORTER MINES
SHIELD =5 3o SHIELD #3 [RIRIRIRIRIRES]D o] 5] 5] 0]
ARMOR  PRB AFTHULL  EMER _ ARMOR SHUTTLES 3 BAYS + 4 TUBES
| | CNTR | HIT POINTS | TYPE
ADD 16] BTTY
rifs] [1] LAB O [slrm
PH-3 PH-3
] RAME] “impuise  [EJRH ]
1 B
SENSOR PROBES
- . [elels[<2Te] [ L1 Te]
L WARP R WARP SCANNER POWER CURVE
(o]of1]3]s]9] [warp =34
IMPULSE = 4
. DAM. CON. APR =0
SHIELD 4 [s]4[4]2[2]0] |awr =0
30| 30 30 TOTAL =38
NOTES L 111 EX. DAM. BATTERY = 3
: T T 22 |ReriMp = 2
1. CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED.
2. THE SHIELDS ARE ON THE CAPSULE. ANTI-DRONES _DOUBLE RELDADS
3. SHADED BOXES (Except Center Warp) ARE THE REFIT. i I Y P12
4. SHADED PH- 23 ARE PH- 1s ON THE REFIT; REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 3
S. SHADED WARP BOXES DO NOT FUNCTION WHEN CAPSULE IS ATTACHED. HI'T',' S S M
6. THIS SHIP/CAPSULE COMBINATION DOES NOT GET A BREAKDOWN BONUS.
SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
L 1 2-4
HIT, STD NA -5 1-4 1-3 1-2 2 5-8 FH
LS RS
HIT,OVERLOAD 1-6 1-5 1-4  NA NA 3 9-12 FA Lr R RF
DAMAGE, STD NA 16 12 8 4 4 13-17
DMGE, OVERLOAD 28 24 20 NA NA 5 18-24 L R
6 25+
VOLLEV TSt nd - 3rd i U LRM/RR
ACTIVATED TARGET SHIELD 25% 5S0% 75% 100% HgT BD RH
REMAINING FIVE SHIELDS 75% 50% 25% 0% 6% 3-6] |

FHAQER 1

PHASER-3

AU A KN -
DU O
AN
WADOO
CLhbhhUO
NWA NG
NWwwpaApO
1 = NXRWDH

I =N v

t =N

! I+I/3 WARP MOVEMENT CHART

Shndard 2 346 78 10
Fraet.

ll

IZ 14 15 16 18

19 20 22 23 24 26

27 28 26

27 %2 3 35 36 38
1) 2% 4 ¥ 6% 8 9l 10% 12 13 14%; 16 17/518% 20 21);22%4 24 25Y; 26% 28 29% 30% 32 33}, 34% 36 37); 38% 40

39 40
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KREBIZ MANDIBLE HEAVY CARRIER

SHIP DATA TABLE

SHIELD #6

SHIELD =1

36)

32

PH-2 LS TR

SHIELD #5 '7[8]

PH-1

Ran

w
o
[
3
'_W
™

i

[1]
]
\O

HULL

o
Q
13}
=X
o
-|x
c
—

o

AC

BTTY AUXCON BTTY TRAN PH-2 RS

PH-2360°

f9}10|

PRB

AFT HULL

ARMOR
|

EMER _ARMOR
|

ADD

10] BTTY

11
L WARP

[

PH-3

RH

RH

LAB O [

IMPULSE

11
R WARP

SHIELD #4

30

30

11111

NOTES:

SHIELD *#2

32)

SHIELD *#3

30

. CAPSULE MOYEMENT COST [S 1/2 WHEN SEPARATED.
. THE SHIELDS ARE ON THE CAPSULE.
. SHADED BOXES (Except Center Warp) ARE THE REFIT.

ROUNDS OF ADD AMMUNITION.

U DN —

. SHADED PH-2s ARE PH-1s ON THE REFIT; REFIT ADDED 6
. SHADED WARP BOXES DO NOT FUNCTION WHEN CAPSULE {S ATTACHED.
. THIS SHIP/CAPSULE COMBINATION DOES NOT GET A BREAKDOWN BONUS.

TYPE = DNVL
POINT VALUE = 234/152
MOVEMENT = 1+1/3
SHIELDS = 1s2
LIFE SUPPORT = 1+1/2
SIZE CLASS = 2
REFERENCE ~ =RH-1.163
INTERNALS = 161/172
REFIT = +12
W/0 CAPSULE = 70
CREW UNITS
%
50|
BOARDING PARTIES
1 HEEEN
14
DECK CREWS
36
TRANSPORTER MINES
RIR|RJR|R|RRD|D|D]D{jD|D
SHUTTLES 3 BAYS + 4 TUBES
CNTR HIT POINTS TYPE
SENSOR PROBES
I6|6|5|4|2|0| 1 S
SCANNER POWER CURVE
|0|0|1|3|5|9| WARP =34
IMPULSE = 4
DAM. CON. APR = 0
[6]4]4]2]2]0] [AwR =0
TOTAL =38
EX. DAM. BATTERY = 3
22] | REFIMP = 2
ANTI-DRONES DOUBLE RELOADS
1

1-4 -

@@%@

PHASER-3

SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
¥3 +30; 1 2-4

HIT, STD N 1-5 1-4 1-3 1-2 2 5-8

HIT,OVERLOAD  1-6 1-5 1-4  NA NA 3 g-12

DAMAGE, STD N 16 12 8 4 4 13-17

DMGE, OVERLOAD 28 24 20 NA NA 5 18-24
'SUCCESSIYE:YOLLEY:DAMAGE: PERCENTAGES: 6 25+

VOLLEY fst  2nd  3rd  4th+

ACTIVATED TARGET SHIELD 25% 50% 75% 100% HgT BD

REMAINING FIVESHIELDS 75% S0% 25% 0% 6% 3-6

PHASER-1 PHASER-2

B ANGE

RO

1 9 8 7 6 5 5 4 3 2 1 1 1 6 S 5 4 3 2 1 1
2 8 7 6 5 5 4 3 2 1 1 - 2 6 5 4 4 2 1 1 -
3 7 5 5 4 4 4 3 1 - - - 3 6 4 4 4 1 1 - -
4 6 4 4 4 4 3 2 - - - - 4 S 4 4 3 1| - - -
5 |5 4a 4 4 3 3 1 - - - s [5 433 - - - -
6 4 4 3 3 2 2 - - - - 6 5 3 3 3 - - - -

1 =N W
-
{

O‘U'Ibul’\)—-zb
WhAbDDDH
= NWDAAD

1+1/3 WARP MOVEMENT CHART

%6 57 32 34 35 36 38 39 40

Standard 2 4 6 7 10
Fract.

8
1% 2/3 4 5 6% 8 9/3102/31213/3142/3 16 17% 18%; 20

i2 14 15 16 18 19 20 22 23 24

26

27 28

21¥5 2% 24 25) 26% 28

29Y; 30% 32 33Y; 34% 36 37/ 38% 40
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KREBIZ BATTLE CONTROL BATTLESHIP

SHIELD *6&

SHIELD *1

36

32,

FH
PH-1 FH SABOT PH-1FH

123|A|B|456

SHTTL

BRIDGE

=
[ o
-
—
-
-H]C
=
o

-.1|

IMPULSE

SHIELD #2

32

SHIELD #3

30

SHIP DATA TABLE

TYPE = BBB
POINT VALUE = 265
MOVEMENT = 2
SHIELDS = 1+2
LIFE SUPPORT = 1+1/2
SIZE CLASS = 2
REFERENCE = RH-1.91
INTERNALS = 188/238
REFIT = +26
CREW UNITS 65[]
*
BOARDING PARTIES 22
DECK CREWS 18

TRANSPORTER MINES

[R]RJR[rJR]RYoJD]DfDJD]O]

SHUTTLES 3 BAYS +2 TUBES
CNTR HIT POINTS TYPE
SENSOR PROBES

Lelelefsl4]zl]o] [1
SCANNER 3
LoJofof1f3]sf7]9j
DAM. CON.  POWER CURVE
AAAL WARP = 66
IMPULSE = 8
4]212]0 APR = 0
AWR = 0
EX. DAM. TOTAL =74
BATTERY = 6
38| REFIMP = 4
ANTI-DRONES  DOUBLE RELOADS
B 12

WEAPON ARCS

FH LS RS
m FA LF RF
L R
U LRMYRR
RH

SABOT
E|R
[ Fra
ARMOR
PH-2 360°
SHUTTLE E72f8] SsHUTTLE FH
15 9310 15
PH- 2L$ BATTERY TRAC AUXCON TRAC _ TRANS PH-2 RS
ARMOR  TRANS AFT HULL BTTY _ ARMOR
SHIELD *5 |
16
PRB EMER
ol [0 CT1 141 T1Te [ [o
ADD PH-3  IMPULSE  PH-3 ADD
| m
o 20]rRH
24
L WARP
SHIELD *4
30 1111 30
NOTES: 1. COMMAND CAPSULE MOYEMENT COST IS 1/2 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED BOXES ARE THE REFIT.
4. SHADED PH-23 ARE PH- | ON THE REFIT.
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
SABOT COMBAT TABLE TURN MODE D
RANG 1 2-4
HIT, STD NA 1-5 1-4 1-3 1-2 2 5-8
HIT,OYERLOAD 1-6 1-5 1-4  NA NA 3 9-12
DAMAGE, STD NA 16 12 8 4 4 13-17
DMGE, OYERLOAD 28 24 20 NA N& 5 18-24
SUCCESSIYE-YOLLEY. DAMAGE:PERCENTAGES ; 6 25+
YOLLEY 1t 2nd 3rd  4th+
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET
REMAINING FIVESHIELDS 75% 50% 25% 0% 10 4-6] |
PHASER I PHASER 2
119 8 7 6 5 5 4 3 2 1 1 T |6 5 5 4 3
2 |ls8 2765 5 a3 2 1 1 - 2 e 5 4 4 2
3|7 55 4 4 4 3 1+ - - - 3 |6 4 4 41
4 |6 4 4 4 4 3 2 - - - - 4 |5 a4 4 3 1
s |s 4 4 4 3 3 1 - - - - 5 |5 4 3 3 -
6 |4 4 33 2 2 -~ - - - _ 6 |5 3 3 3 -
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KREBIZ SPACE CONTROL BATTLESHIP

SHIP DATA TABLE

SHIELD #6 SHIELD #1 SHIELD #2
36
FH
//PH-1 FH SABOT PH-1 FHN
112¢3{{ a8 Ids[s]
SHTTL
=l=l=] | | I=]l=
=|=]8RripcE [=] =
=|= |MP ==
32 32
Ao (1] T
F| TRAC F
SABOT
L]
FA| D]
ARMOR
PH-2360°
FH SHUTTLE E72¥8{ SHUTTLE
15 o410 15
PH-2 LS BATTERY TRAC AUXCON TRAC  TRANS PH-2 RS
i (1111001 O 1T belsks
ARMOR  TRANS AFT HULL BTTY  ARMOR
SHIELD =5 I SHIELD #3
16
PRB LAB EMER
11 I [Te] [ [o
IMPULS PH 3 ADD
RH
SHIELD #4
30 TT1 11 30} 30

NOTES:

1. COMMAND CAPSULE MOYEMENT COST IS 1/2 WHEN SEPARATED.

TYPE = BBS
POINT VALUE = 272
MOVEMENT = 2
SHIELDS = 1+2
LIFE SUPPORT = 1+1/2
SIZE CLASS = 2
REFERENCE = RH-1.92
INTERNALS = 192/242
REFIT +26
CREW UNITS 65[]
&
BOARDING PARTIES 22
| [ ERENENEENE
|
DECK CREWS 18
TRANSPORTER MINES
[RIRIR]R]RIRID]D|D]D]D]D]
SHUTTLES 3 BAYS +2 TUBES
CNTR | HIT POINTS | TYPE
SENSOR PROBES
lelslefs]al3ft]o] [1
SCANNER 5
LoJoofrf3]sf7]9]
DAM. CON. POWER CURVE
6le]a]4 WARP = 66
IMPULSE = 8
4121210 APR = 0
AWR = 0
EX._DAN. TOTAL =74
BATTERY = 6
38 REFIMP = 4
ANTI-DRONES _ DOUBLE RELDADS
y s Eii 12
HT® = 1-2 1.5 1-4 -

WEAPON ARCS

@

PHASER-3

2. SHIELDS ARE ON THE CAPSULE.
3. SHADED BOXES ARE THE REFIT.
4. SHADED PH-2s ARE PH- 1 ON THE REFIT.
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
SABOT CDHBAT TABLE TURN MODE D
[RANGE: ; 1 2-4
HIT, STD NA 1-5 1-4 1-3 2 5-8
HIT,OYERLOAD 1-6 1-5 1-4 NA 3 9-12
DAMAGE, STD NA 16 12 8 "4 13-17
DMGE, OVERLOAD 28 24 20 NA 5 18-24
SUCCESSIVEYOLLEY-DAMAGE:PERCENTAGES 6 25+
YOLLEY st 2nd  3rd  4ih+
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET
REMAINING FIVE SHIELDS 75% 50% 25% 0% [J10 4-6] |
PHASER-1 PHASER-2
-ROIL:
1 |9 8 7 6 5 S 4 3 2 1 1
2|8 7 6 55 43 2 1 1 -
3 {7 55 4 4 4 3 1 - -
4 |6 4 4 4 4 3 2 - - - -
5 |5 4 4 4 3 3 1 - - - -
6 |4 4 3 3 2 2 - - - - -

Wh MDA

WNophpapAn

~NOopAARN

[ T RN NP
'

AN H N -]
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KREBIZ CARRIER BATTLESHIP Pl DaTA TAMLE
TYPE =  BBY
POINT YALUE = 264
SHIELD #6 SHIELD #1 SHIELD #2 MOVEMENT = 2
SHIELDS = 142
36 LIFE SUPPORT = 1+1/2
SIZE CLASS = 2
FH REFERENCE = RH-1.93
[%E] INTERNALS =200/250
SHITL = REFIT = +26
=|=]=[=]|={=]= CREW UNITS 65[]
={=|=|=|=|= d
32 3 '.§.'.3_9'. 01 Y %
HOLL BRDE 1FP—THOLL BOARDING PARTIES 22
F F
SABOT
C WARP [E|R DECK EREWS 36
[ |Fa | HEENENNEEEEN
Ot
ARIMOR TRANSPORTER MINES
[RIR[R[R{R|RYD]D[DJD|D]D]
PH-2 360° SHUTTLES 3 BAYS +4 TUBES
SHUTTLE [STE] SHUTTLE FH CNTR | HIT POINTS | TYPE
15 sl [ ] ] i5
PH-2 LS BATTERY  TRAC AUXCON TRAC _ TRANS PH-2 RS
Bhotn] (1T 1 O 1 O CCIIO sk
ARMOR  TRANS AFT HULL BITY  ARMOR
SHIELD #5 | | SHIELD =3
16
PRB LAB EMER
i [ [1 IT)I [T Ts] [] [ SENSOR PROBES
. ADD PH-3 IMPULSE _P3 _ I6I6|6ISI4|3IIIDI l'
RH[i6] l SCANNER S
[ofofo]t[3]sf7]s]
DAM. CON.  POWER CURVE
6l6]4la WARP = 66
IMPULSE = 8
412]210 APR = 0
AWR = 0
EX_DARM. TOTAL =74
i BATTERY = 6
8} REFIMP = 4
SHIELD 4
30) BN 30 30 ANTI-DRONES _ DOUBLE RELOADS
5 12
NOTES: 1. COMMAND CAPSULE MOYEMENT COST IS 1/2 WHEN SEPARATED. 2 I e N 15
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED BOXES ARE THE REFIT.
4. SHADED PH-2s ARE PH- 1 ON THE REFIT.
S. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
-RANG 4 9: 630; 1 2-4
HIT, STD NA 1-5 1-4 1-3  1-2 2  5-8 FH
Ls RS
HIT,OVERLOAD  1-6 1-5 1-4  Na NA 3 9-12 FA LR RE
DAMAGE, STD N 16 12 8 4 4 13-17
DMGE, OVERLOAD 28 24 20 NA NA 5 18-24 L R
SUCCESSIVE VOLLEY DADACE PERCENTARES 6 25+ \_/
YOLLEY st 2nd 3rd  dth+ LRM/RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET BD RH
REMAINING FIVE SHIELDS 758 S0% 25% 0% lio 4-6[ ]
PHASER- 1 PHASER-2 PHASER-3
T 19 8 7 6 5 5 4 35 2 1 9 T 16 55 43 2 1 1 T 14 4 4 3 1 1
218 76 55 43 2 1 1 - 2 l6 5 442 1 1 - 2 la a 4 2 1 -
3|7 55 4 4 4 3 1 - - - 3 |6 4 441 t - - 3 la a a1 - -
4 |6 4 4 4 4 3 2 - - - - 4 |s 4 431 - - - 4 |4 4 3 - - -
S |5 4 44 3 3 1 - - - - s |s 433 - - - - s |43 2 - - -
6 |4 4 3 3 2 2 - - - - . 6 |53 33 - - - . 6 |3 3 1+ - - -
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KREBIZ PINCER
CARRIER ESCORT
SHII::_L_D"G SHIELD #1 SHIM)“Z
- LIT T T T T T PTTTITT fel |
: /PH_3BRIDGEPH_} :
FH FH [ |
[_ APR S_HT_L AE? -
u H S u
: HL TM: HL :
- \_D_j_/ |
i3 13
SHIrE_LI_D‘S SHIELD *3
] ]
| |
n u

H

SHIELD #4

HEEEEEEEED

NOTES- 1. CAPSULE MOYEMENT COST IS 1/5 WHEN SEPARATED.

2. THE SHIELDS ARE ON THE CAPSULE.
3. SHADED PH-23 ARE PH- 13 ON THE REFIT.

11

4. AS ACARRIER ESCORT, THIS SHIP CARRIES NO FIGHTERS OF ITS OWN.

SHIP DATA TABLE

TYPE CVE
POINT VALUE = 112/85
MOVEMENT = 1/3
SHIELDS = 1/2+1/2
LIFE SUPPORT = 1/2
SIZE CLASS = 4
REFERENCE  =RH-1.174
INTERNALS = 57/73
REFIT = +3
W/0 CAPSULE = 55
CREW UNITS
*

24
BOARDING PARTIES
HEEREEND
DECK CREWS

TRANSPORTER MINES

SHUTTLES THREE BAYS
CNTR | HIT POINTS | TYPE
SENSOR PROBES
Lelslafz]o] fa] | [ Is]
SCANNER POWER CURVE
Lolol I308] Tyme - 14
DAM. CON. IMPULSE = 4
APR = 4
(113 I3 1 R I
TOTAL = 22
EX. DA",; BATTERY = 2

SABOT COMBAT TABLE TURN MODE C WEAPON ARCS
i DA e SO et S 1 2-4
HIT, STD NA  1-5 1-4 1-3 2 5-9
- FH LS RS
HIT,OVERLOAD  1-6 1-5 1-4  NA 3 10-14 FA LEAN RF
DAMAGE , STD N 16 12 8 4 15-20
DMGE, OVERLOAD 28 24 20 NA 5 21-27 L R
'SUCCESSIVE:YOLLEY:DAMAGE-PERCENTAGES: 6 28+
VOLLEY Tst  2nd  3rd  4th+ LRN/RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HETZ BD |
REMAINING FIVE SHIELDS 758 50% 258 0% 1% e[ ]
PHASER-1 PHASER- PHASER-3
"DIE. | RANG DEE LR "DIE. JRANGE
3 2.5 ROL L. RO LL:]: b
1T ]9 8 7 6 5 5 4 3 2 1 1 1 |6 5 5 4 3 2 1 T |4 4 4 3 1 1
28 2 6 55 4 3 2 1 1 - 2 65 4 4 2 1 1 2 |4 4 4 2 1 -
3 |7 55 4 4 4 3 1 - - - 3 |6 4 441 1 - 3 |4 4 4 1 - -
4 |6 4 4 4 4 3 2 - - - 4 |5 4 431 - - 4 4 4 3 - -
s |s 4 4 4 3 3 1 - - - 5 |s 43 3 - - - 5 a3 2 - - -
6 14 4 3 3 2 2 - - - - - 6 |s 3 3 3 - - - 6 13 3 1 - -
1/3 WARP MOVEMENT CHART
25 8; 24252621 29:30
Standard | 1 2 2 2 2 3 3 3 4 4 4 5 5 5 6 6 9 9 10 10 10

Fract.

1/:1, 2/3 1 1’/3 12/3 2 21/3 22/3

3 3% 3% a4 a5 4% s sY

]

6
S 2/3

7% 8 8) 8% 9 9k 9% 10
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KREBIZ CLIPPER

SHIP DATA TABLE

TYPE = CVE-L
CARRIER ESCORT POINT VALUE = 87/60
MOVEMENT = 1/3
SHIELDS = 1/2+1/2
SHIELD #6 SHIELD #1 SHIELD *2 LIFE SUPPORT = 172
; HEEEENN ll]llTllﬂ | SIZE CLASS = 4
| [ | REFERENCE  =RH-1.184
. BRIDGE - INTERNALS = 48/58
N PH-3 PH- -
FH FH — REFIT = +3
|
u apR 2L app — W/0 CAPSULE 30
1= - CREW UNITS
u == N * [T11]
] bl B ] 20
B IMe B BOARDING PARTIES
H N [ T T 1T [el
B DECK CREWS
i3 T~ 13 EENERD
SHTL
TRANSPORTER MINES
Ls ] (1 my Rs
PH-3 BTY TRAC AUX TRAN LAB PH-3
SHIELD #5 SHIELD *3 SHUTTLES THREE BAYS
— P CNTR HIT POINTS TYPE
— -—
— — SENSOR PROBES
™~ u [efefl42o] [« | Is]
SCANNER _ POWER CURVE
SHIELD #4 Lofo]1d39] [ware - 10
1t I I I A I 1 DAM. CON. | 'MPULSE = 4
APR = 4
*NIMBLE SHIP BENEFITS (LOST IF CRIPPLED OR BROKE DOWN) 4l2]2f0] e - 0
REDUCED COST OF ERRATIC MANEUYERS - EQUAL TO 3 HEXES MOYEMENT (C10.12). EX. DAM. TOTAL = T8
CAN USE ERRATIC MANUYERS UNDER WILD WEASEL AT SPEED O OR 1 (C10.54, 5 BATTERY = 1
2 HET BONUSES (C6.521). C2.42,C10.12).
CAN MAKE MiD-TURN SPEED CHANGES EVERY 6 IMPULSES, 4 MAX/TURN (C12.31). NOTES: 1. THE CAPSULE MOVEMENT COST

-1 FROM DIE ROLL FOR: SMALL TARGET MODIFIERS(E1.7).

IS 1/5 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.

ASTEROID DAMAGE (P3.221)
RING DAMAGE (P2.223). RANGE____ECM BONUS 3. SHADED PH- 23 ARE PH- 13 ON
+1 ON SMALL MOON DIE ROLLS (P2.231). 1D-I;l NONE THE REFIT.
+17T0 DIE ROLL FOR QUICK REVERSE (C1.36). 5-2 i 4. CAN MAKE POWERED LANDINGS.
MOYES AFTER ALL NON- NIMBLE SHIPS HAVE (C1.313), L30* * 5. THIS SHIP DOES NOT CARRY ITS
OWN FIGHTERS.
SABOT COMBAT TABLE TURN MODE B WEAPON ARCS
o Y . SR e 1 2-6
HIT, STD NA  1-5 1-4 1-3 2 7-12
FH LS RS
HIT,OYERLOAD 1-6 1-5 1-4  NA 3 13-19 FA LF A RF
DAMAGE, STD NA 16 12 8 4 20-26
DMGE, OYERLOAD 28 24 20 NA 5 27+ L R
'SUCCESSIVE:YOLTEY-DAMAGE-PERGENTAGES:: X
YOLLEY st 2nd 3rd  4th+ H:'T"BLE SHIP LRNM/RR
ACTIVATED TARGET SHIELD 25% 5S0% 75% 100%
REMAINING FIVE SHIELDS 75% S0% 25% 0% [+]1% 6] |
PHASER-1 PHASER-2 PHASER 3
19 8 7.6 5 5 4 3 2.1 6 5 5 43 T 14 4 4 35 1
2 )8 7 6 5 5 4 3 2 1 1 2 |65 4 4 2 T 2 |44 4 2 1+ -
3|7 55 4 4 43 1 - - - 3 |6 4441 1 - 3 la 4 4 1 - -
4 |6 4 4 4 4 3 2 - - - - 4 |5 4431 - - - 4 |4 4 3 - - -
s |s 4 4 4 3 3 1 - - - - 5 |s 433 - - - 5 |4 3 2 - -
6 |4 4 3 3 2 2 - - - - 6 |s 33 3 - - - 6 |z 3 1 - -
1/3 WARP HOVEHENT CHART
“SPEED: STALE
Standard 1 1 2 2 2 2 3 3 3 4 4 4 5 55 6 6 6 7 7 7 8 8 8 9 9 9 10 10 10

Fract. I/3 2/3 1 11/3 12/3 2 2‘/3 22/3 3 31/3 32/3 4 41/3 42/3 S

wn
N

u‘N
o~

o

W 7% 8 8 8% 9 9k 9% 10
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KREBIZ SPACE CONTROL DREADNOUGHT

SHIP DATA TABLE
TYPE = SCS
POINT VALUE = 242/166
SHIELD #2 MOVEMENT = 1+1/2
SHIELDS = 1+2
LIFE SUPPORT = 1+1/2
SI1ZE CLASS = 2
REFERENCE = RH-1.152
INTERNALS = 145/175
REFIT = +13
w/0 CAPSULE = 90
CREW UNITS
%
32
54
BOARDING PARTIES
HEEEEEN
16
DECK CREWS
HEERN
18
TRANSPORTER HMINES
lRIRlRlRlRlRIDIDlDlDIDIjI
SHIELD #3 SHUTTLES 3 BAYS + 2 TUBES
CNTR HIT POINTS TYPE
SENSOR PROBES
[6]6l5f4]2]0]
SCANNER POWER CURVE
3[s]5] [warp - a8
IMPULSE = 4
DAM. CON. APR = 0
[6]4fa]2]2]0] [aWR =_0
T0TAL =52
EX. DAH. BATTERY = 4
30 | 11 | [ fe¢] |REFIMP = 2
ANTI-DRONES DOUBLE RELOADS
1 b 1 1 ‘, e - L 1 b 1121
12
HT* - 1-2 1-3 {-4 -

WEAPON ARCS

GoRet e

ER2,

SHIELD #6 SHIELD # |
36
FH
S/ PH-1 " SABOT _PH-1 N\
Fi faf51e] |em
SHTTL
=[=[=] ] | [=]=l=
={=]Brinct [=]=
=]= IMP ==
32 HOLL | ] ] HULT
F| Trac{F
C WARP
PH-2 360° SHTTL
8
PH-2 LS TRAC  BTTY AUXCON BTTY  TRAN PH-2RS
SHIELD #S lgimi I I I T Inhzl
ARMDR AFT HULL ARMOR
| PRB EMER ]
12
RHl | aDD LAB ApD | |
NGO I IT] 7]
PH-3 _ IMPULSE  PH-3
RHME] BT 1 Fl ARy
15 15
L WARP R WARP
SHIELD #4
30 | 30
NOTES: 1. COMMAND CAPSULE MOYEMENT COST IS 1/2 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED BOXES ARE THE REFIT.
4. SHADED PH-2s ARE PH- 1 ON THE REFIT.
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
SABOT COMBAT TABLE TURN MODE D
-RANGE 0% 4 1 2-4
HIT, STD 1-5 2 5-8
HIT, OYERLOAD 1-6 1-5 1-4 3 9-12
DAMAGE, STD NA 16 12 8 4 4 13-17
DMGE, OYERLOAD 28 24 20 NA NA 5  18-24
SUCCESSIYE.YOLLEYDAMAGE:PERCENTAGES 6 25+
YOLLEY Tst  2nd  3rd  4th+
ACTIVATED TARGET SHIELD 25% S0% 75% 100% HET, BD |
REMAINING FIVESHIELDS 758 50% 25% 0% 7% s-6][]
PHASER- | PHASER-2

WABMUTO
“Ghrophpaod

NWAMOO

N G A N N

PHAS

= NWWH
T =N W

(LRLRT I W
waADaaf
NOUhH DDOE

{
2
3
4
5
6

NN WDH DA

1= oWl

t 1 == nf
7 NN NN ¢
(RN NN J

= Nwh sl
Ll =MW

1
2
3
4
S
6

OVEMENT CHAR

P

2 3

Fract.

5

6

8 9 11 121415 17 18 20

21 23 24 26 27
1%, 34l 6 7 9 10% 1213%15 16}, 18 19Y% 2122}, 24 25), 27 284

29 30 32 33 35 36 38 39 41 42 44 45

30 31% 33 34}, 36 37%, 39 40}, 42 43}, 45
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KREBIZ DREADNOUGHT CARRIER Salr DATA TADLE
TYPE = DNV
POINT VALUE = 154/172
SHIELD #6 SHIELD #1 SHIELD #2 MOVEMENT = 1+1/2
SHIELDS = 142
36, LIFE SUPPORT = 1+1/2
- SIZE CLASS = 2
SABOT PR REFERENCE =RH-1.153
INTERNALS = 153/183
L REFIT = +13
=[=]|= w/0 CAPSULE = 90
i CREW UNITS
= =? %
iy e ey
32 32
U
F c4)
BOARDING PARTIES
IHENERNENR
16
DECK CREWS 36
| ANENENEENEN!
| INEEEEEEERE
-2 360° TRANSPORTER MINES
5 [RIRIRIRIr]F o]0 o o]o]o]
PH-2LS TRAC  BTTY AUXCON BTTY  TRAN PH-2 RS ) SHUTTLES 3 BAYS + 2 TUBES
SHIELD #5 SHIELD #3 CNTR | HIT POINTS | TYPE
ARMOR AFT HULL ARMOR
PRB EMER |
| z
RH|_ | abD LAB ADD
7] []
PH-3 IMPULSE PH-3 SENSOR PROBES
WENERRERED [eTsls]al2T0] T T [ 5]
SCANNER POWER CURVE
= = [oT oI T3T5T5] mAPleLSEzztg
L WARP R WARP DAM. CON. APR =0
j6]4]4]2]2]0] [AWR  =_0
TOTAL =52
SHIELD #4 EX. DAM. BATTERY = 4
2¢] | REFIMP = 2
30, [T T1L11 30 30
ANTI-DRONES DOUBLE RELOADS
NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. 838
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED BOXES ARE THE REFIT.
4. SHADED PH-2s ARE PH- 1 ON THE REFIT.
S. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION.
SABDT COMBAT TABLE TURN MODE D WEAPON ARCS
2 - 1 2-4
HIT, STD -5 1-4 2 5-8 FH
LS RS
HIT,OVERLOAD  1-6 1-5 1-4  NA 3 9-12 FA LrA RF
DAMAGE, STD N 16 12 8 4 4 13-17
DMGE, OVERLOAD 28 24 20 NA NA 5  18-24 L R
SUCCESSIVE VOLLEY DAMAGE PERCENTAGES, 6 25+ U
YOLLEY st 2nd 3rd  4th+ LR\ RR
ACTIVATED TARGET SHIELD 25% S0® 75% 100% HET RH
REMAINING FIYE SHIELDS 75% 50% 25% 0% [17% s5-6] |
PHASER l PHASERj_BS_
158 7 6 5 5 4 3 2 1 1 T 16 655 43 2 1 1 T 14 4 4 35 1 1
8 7 6 55 4 3 2 1 1 2 |65 442 1 1 - 2 la a a 2 1 -
7 55 4 4 4 3 1 - - 3 |6 4 441 1 - - 3 |la a a1 -
6 4 4 4 4 3 2 - - - - 4 |s 4a 431 - - - 4 |a 4 3 - - -
5 4 4 4 3 3 1 - - - - 5 |5 4 3 3 - - - s |a 3 2 -
4 4 3 3 2 2 - - - - - 6 |s 333 - - - - 6 |3 3 1 - -

1+1/2 WARP MOVEMENT CHART

" SPEED:

Standard 2

8 9 12 14 15

18 20 21 23 24 26 27

30 52 33 35 36 38 39 41 42 44 45

35 6 T 17 29
Fraot. 1, 34l 6 7 910% 1213%15 16l, 1819 2122}, 24 25}, 27 28%, 30 31l 33 34}, 36 37 39 40), 42 43), 45
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KREBIZ FAST PATROL SHIP VARIANTS

SHIELD #6 SHIELD #1 SHIELD #2 SENSOR SHIELD *6 SHIELD #1 SHIELD #2 SENSOR
| 6
14 0] 5
24 2
0
SCANNER = SCANNER
0
14 uL BEREE Ly 14 E PH-3 | 1]2] PH- 3
FHE1] BRIDGE }3{FH
CARGO 5
4 5
20) HULL HULL 20|
DAM CON IMPULSE DAM CON
n N 4
SHIELD #5 24 SHIELD *3 |5 SHIELD #5 SHIELD #3 &
| IMPULSE ] || [ ]
[ | [ | Expam \ECI:WI%PD/ EX DAM
- = 8
- || IHzETI HET
SHIELD *4 8D SHIELD *4 BD
6
12 111 12 12 |is 18 18 3
PF DATA TABLE CREW PF DATA TABLE CREW
TYPE = PFC Lel 1 14 TYPE = PFE LIl T 11 1 [8]
POINT VALUE = 55/18 BP POINT VALUE = 113/67 BP
MOVEMENT = 1/5 MOVEMENT = 1/5 [ ] 4]
SHIELDS = 141 POWER CURVE SHIELDS = 1+1 POWER CURVE
_ WARP = 0/8 LIFE SUPPORT = 172 WARP = 4/12
LIFE SUPPORT = 1/2 IMPULSE = 2 IMPULSE = 4
_ = SIZE CLASS = 5 =
SIZE CLASS = 5 APR = 0 _ APR = 0
REFERENCE  =RH-1.PF4| |awrR = 0 REFERENCE  =RH-1.PFS| {,p - o
INTERNALS - 37 TOTAL = 2/10 INTERNALS = 32 TOTAL = 8716
BATTERY = 0 ANTI-DRONES DOUBLE RELOADS | BATTERY = 0
4;, L 1 1 1 B | 1 1 I :Iz
NOTES: 1. WITHOUT PACKS, THIS iS A SUBLIGHT UNIT 1 1
SABOT COMBAT TABLE __ (for reference only) TURN MODE C TURN MODE D WEAPON ARCS
"RANGE:. 0T A B SISEHES 1 2-4 1 2-4
HIT, STD N (-5 1-4 1-3 -2 2 5-9 2 s5-8 -
HIT, OYERLDAD 1-6 1-5 1-4 NA NA 3 10-14 3 9-12 LE RF
DAMAGE, STD N 16 12 8 4 4 15-20 4 13-17 /—\
DMGE, OYERLOAD 28 24 20 NA NA 5 21-27 5 18-24 L R
‘ 6 28+ 6 25+
VOLLEY 1st  2nd  3rd  4th+ LRY/RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET BD | |HET 8D RH
REMAINING FIYE SHIELDS 75% 508 25% 0% SEE CAPSULES ABOVE| | SEE CAPSULES ABOVE
-1 NOTES: 1. CAPSULE TURN MODE IS D w/0 PACKS.

PHASER

2. THESE UNITS ARE NOT TRUE PFs. THEY  [:Di
MUST PAY FOR SHIELDS, LIFE SUPPORT, F-ROLIL
FIRE CONTROL AND EW. 1

. THESE UNITS ARE NOT NIMBLE. 2

. PACKS CANONLY BE MOUNTED IN PAIRS.| 3

. THESE UNITS ARE NOT AFFECTED BY 4

S
6

(3200 N7
I =N W
—_

1

_ (K1.63).
4 3 - - - - - 6. ESCORT PF ALWAYS HAD ADD- 123 WITH
DOUBLE RELOADS.

NhNDMDDDA
=N WA DA-A

30
6

Stndard 1 111 T2 2 2 2 2 3 3 3 3 4 4 4 45 5 6§ 5 5 6 6 5 ¢
Fract. W % %% v 1% 1YY 2 2 2% 2% 2% 3 3k 3% 3 3 4 al 4% 4% aY s sks% s sk e
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KREBIZ FAST PATROL SHIP VARIANTS

SHIELD #6 SHIELD *1 SHIELD #2 SENSOR SHIELD *6 SHIELD *1 SHIELD *2 SENSOR
| 6]
o i 0]
20
PH-1-FH
fuLL EI.E] HuL) SCANNER 4 {BRIDGE | N SCANNER
BRIDGE g 14 FRET] [l [Z]FH 14 2
e SHTL SHTL m MINES
BARRACKS 11213141516
DAM CON 718]9fiol11fi2 DAM CON
4 13]14]15]16]17]18 4
- wBpP| TRAN TRAN |wBp -
SHIELD =5 SHIELR S5 TI'g HULL SHTL HULL 0
T CARGO 1 Ej
[ | [ | ExDbaM |"PULSE EX DAM
D:D [ | SHIELD *5 SHIELD #3
il (1]
SHIELD *4 BD SHIELD *4 BD
6
14 | 14 14 3 12 12 12 E
PF DATA TABLE CREW PF DATA TABLE CREW
TYPE =  PFG % TYPE =  PFM Ll 1 14]
POINT VALUE = 104/62 16 POINT VALUE = 71/54 BP
MOVEMENT = 1/5 BP MOVEMENT = 1/5 EE'
SHIELDS = 1+ Hw]HWico[co SHIELDS = 1+1
LIFE SUPPORT = 1/2 LIFE SUPPORT = 1/2
SIZE CLASS = 5 24 SIZE CLASS = 5 POWER CURVE
REFERENCE =RH-1.PF7 6CVs II] IZ] REFERENCE = RH-1.PF8 WARP = 4/12
INTERNALS = 36 INTERNALS = 35 IMPULSE = 4
A = 0
SHUTTLES TWO BAYS POWER CURVE SHUTTLES ONE BAY m’:ﬁa = 0
CNTR | HIT POINTS | TYPE WARP = 0/8 CNTR | HIT POINTS | TYPE TOTAL = 8716
IMPULSE = 3 MSS BATTERY = O
HTS APR = 0 S
2SS AWR = 0
GAS TOTAL = 3711
GAS BATTERY = 0
SABOT COMBAT TABLE (for reference only) TURN MODE C WEAPON ARCS
RANGE 01224 58 Bs T6-30] 1 2-4
:IIIST[E) NA 1-5 1-4 1-3 1-2 2 5-9 N
IT,OYERLOAD 1-6 1-5 1-4 NA NA 3 10-14 LA RE
DAMAGE, STD NA 16 12 8 4 4 15-20
DMGE, OVERLOAD 28 24 20 NA NA 5 21-27 L R
SUCCESSIYE-VOL'LEY-DAMAGE-PERGENTAGES:: 6 28+ U
YOLLEY fst 2nd  3rd  4th+ LR\/RR
ACTIYATED TARGET SHIELD 25% 50% 75% 100% HET BD RH
REMAINING FIVE SHIELDS 758 50% 25% 0% SEE CAPSULES ABOVE
PHASER-1 NOTES: 1. THESE UNITS ARE NOT TRUE PFs. THEY PHASER-3
2 T i MUST PAY FOR SHIELDS, LIFE SUPPORT, NG
e Y s AT VP AR LR AN D P R S P PO DAL FIRECONTRULAND Ew'
T T s 2. THESE UNITS ARE NOT NIMBLE.
>ls 7 6 5 5 4 3 2 1 1 3. PACKS CAN ONLY BE MOUNTED IN PAIRS.
i l?2 5 5 4 a4 43 1 - - _ 4. THESE UNITS ARE NOT AFFECTED BY
4 |6 4 4 4 4 3 2 - - - - (K1.63).
s |s 4 4 4 3 3 1 - - - S. WITHOUT PACKS THESE ARE SUBLIGHT
6 |4 4 3 3 2 2 - - - - UNITS.

1/5 WARP MOVEMENT CHART

SPEED B

3 3 3 3 4 4 4 4 45 5 5

1T 12 2 2.2 2 5 5 6 6 6 6
fract. o % %% 1 1% %% 2 el 2% o% oY 3 sk 3% 3% 3% 4 alk % 4% 4% 5 sls%s%h sk e

Standard 1 1
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KREBIZ FAST PATROL SHIP VARIANTS

SHIELD #6 SHIELD *1 SHIELD #2 SENSOR
5
2
] 18 0
o SCANNER
14 PH-1 SABOT PH-] ” g
FH
0 [ E =
SHTL BRDG SHTL
=l= =l= DAM CON
=|= =|= 4
SHIELD #5 il SHIELD 3
1 HULL HULL - 0
: ] ExpamM
C WARP —
] ] E
[ [ HET
SHIELD #4 BD ] 1 O n 1 O ]
0o OB o 0 6 o 0B o o OB O
12 111 12 12
PF DATA TABLE CREW DELETE THESE A KRILL-E COULD REPLACE
BOXES FOR THE ONE OF THE OTHER KRILLS.
TYPE = PFF lBFI, ] T T 111s] KRILL-S FIGHTER.
POINT VALUE = 92/56 KRILL FIGHTERS (RH-1.F)
MOVEHENT = 1/5 POWER CURVE FIGHTER: KRILL-S KRILL-F KRILL-E
SHIELDS = 1+ R POINT YALUE = 8 10 12 )
LIFE SUPPORT = 172 WARP - ! PH-3 = 1xFA 2xFA 1xFA a—
IMPULSE = 2 Ftr SABOT FA = 2 2 0 E
REFERENCE =RH-1.PF6 AWR = 0 CRIPPLED = 6 7 7 || 10]
INTERNALS - 31 TOTAL = 4/12 SPEED = 12 15 15 o 00 o
BATTERY = 0 FIGHTER SABOT CHART
RANGE 0-1 2-4 5-8 1USESUCCESSIVE VOLLEY
NOTES: 1. TWO BAYS DECK CREWS HIT 1-5 1-4 (-3 | DAMAGE PERCENTAGES
FOUND ON THE STANDARD
LTI T T T T T T2l [oamacer 72 8 a4 | shBoT coMBAT TABLE.

SABOT COMBAT TABLE  (for reference o TURN MODE C TURN MODE D WEAPON ARCS
Z Sl 630 1 2-4 1 2-4
HI.Tr,STD NA 1-5 1-4 1-3 2 5_9 2 5-8 FH
HIT, OYERLOAD {-6 1-5 1-4 NA 3 10-14 3 9-12 LF RF
DAMAGE, STD NA 16 12 8 4 4 15-20 4 13-17
DMGE, OVERLOAD 28 24 20 NA . NA 5 21-27 5 18-24 L R
6 28+ 6 25+ U
VOLLEY st 2nd  3rd  dth+ LRA\/RR
ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET BD HET BD RH
REMAINING FIVE SHIELDS 75% 50% 25% 0% SEE CAPSULE ABOVE SEE CAPSULE ABOVE

ER-1 PHASER-3

PHAS
o NOTES: 1. CAPSULE TURN MODE IS D w/o PACKS.

ROL

; 2. THIS UNIT IS NOT A TRUE PF. IT MUST s

A IR R S m PAY FOR SHIELDS, LIFE SUPPORT, FIRE ~ femmmici st i
CONTROL AND EW.

2 |8 7 6 55 43 2 1 1 - 2 |44 4 2 1 -
sl s 2243 7 1 1 °C 3. THIS UNIT IS NOT NIMBLE. slaa a1 - °
ale 224 435 5 o - I ° 4. PACKSCANONLY BE MOUNTED INPAIRS. | = |0 & 5 . — T
s ls 4244337 - - - = 5. THIS UNIT IS NOT AFFECTEDBY (K1.63).1 & |4 5 5 - - .
6 |4 4 33 2 2 - - - - - 6 |3 3 1 - - -

1/5 WARP MOVEMENT CHART

Stndard 1T 111 12‘222332313'3 5 3 4 4 4 4 45 5 5 5 5 6 6 6 6
Pract. W % % v 0% Y% 2 2l 2% 2% 2% 3 3V 3% 3% Y 4 4l 4% 4% 4% 5 sks% 5% 5% 6
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KREBIZ ADVANCED BATTLESTATION

BASE DATA TABLE

TYPE = BTX
POINT VALUE = 330
SHIELD *6 SHIELD *1 SHIELD *2 SHIELDS = 1+3
LIFE SUPPORT = 1+1/2
40 SIZE CLASS = 2
REFERENCE  =RH-1.208
INTERNALS = 220
ARMOR-LF ARMOR-RF/R
MOR_LFL 1st GENERATION X-BASE
REPAIR
CREW UNITS 140
L 2
40 40
21 21
18
BOARDING PARTIES 24
SABOT TRAN SHTL [AB_ TRAN SABOT HH ENEEENNEEE
MODULE MODULE LL1] Ll
opPTION | | 350 3e0°| | OPTION
TRANSPORTER MINES
[RIR[RERJRIRID|D|D]IDYO]D]
SHUTTLES ONE BaY
CNTR HIT POINTS TYPE
SENSOR PROBES
65420||||||5|
SCANNER
jofol1]3]5]s]
DAM. CON. POWER CURVE
SHIELD *5 SHIELD *3
6]4]4]2]12]0] [arrn - 36
EX. DAM. AWR = 16
TOTAL = 52
MODULE BATTERY= 18
OPTION 20
ARMOR-RA
ANTI1-DRONES NO RELOADS
HNNEEENEEEEEEEEEEEERE 1
SHIELD #4
49 40 40 30| HIT# - 1-2 1-3 1-4 -
X-1 SABOT COMBAT TABLE ':OTsE:éor EEDBACK ONLY GOCURS AT 4 WEAPON ARCS
: 0.31-40] !
:G’“;TD N Toeiea ?_3 ‘1'_':0'311 TRUE RANGE OF ZERO OR 1 (DW-1.73).
’ 2. AWRs ARE DAMAGED ON ANY "WARP" LS RS
HIT,OVERLOAD  1-6 1-5 1-4  NA NA NA HITS. FX trA RE
DAMAGE, STD NA 21 15 9 6 3 3. ARMOR INSIDE CENTRAL SPOKES IS
DMGE, OYERLOAD 30 27 24 NA NA NA 360° L R
SUCCESSIVE VOLLEY DAMAGE PERCENTAGES . Toog] 4 MAY FASTLOAD STANDARD LOAD
TS s o e X~SABOTS IN ONE TURN. LR\/RR
5. X-1 BATTERIES HOLD 3 POWER EACH. RA
ACTIYATED TARGET SHIELD 333I% 66.67% {00%
REMAJINING FIVE SHIELDS 66.67% 33.33% 0% 6. ARMOR BOXES TAKES TWO
. - DAMAGE POINTS TO DESTROY.
PHAS PHASER-2

AUl o o o]
N N N7, IR ]
(S N N ) B RN

1
2
3
4
5
6

(S I SN . NG, )

oo h s aaf
SRR NN 8
I = N N AP

=N W
]
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‘K‘R'EBIZ CLAW SHIP DATA TABLE
TYPE =  BCX
X-1 BATTLECRUISER POINT VALUE = 275
MOVEMENT = 1
SHIELD #6 SHIELD *1 SHIELD #2 SHIELDS = 1+1+1/2
FTTTI111 1111 29 LIFE SUPPORT = 1
VAANAAN A SIZECLASS = 3
REFERENCE  =RH-1.221
INTERNALS = 114/174
Z /j 1ST GENERATION X-SHIP
CREW UNITS
% % %
% %
% HULL v
7 7,
% [ | % 50
X% u A2
BOARDING PARTIES
26
TRANSPORTER MINES
-+ RIR[R|R[R]|RED]|D]|D]D]D]D]
PH-1LS TRAC AUX _ BATTERY  AUX TRAN PH-1RS SESTTRT -E(?“T e wgg:vs
O O 111 0]
AFT HULL
SENSOR PROBES
SHIELD #5 IMPULSE  PH-1 SHIELD *3 [eTeTsT+T2Tol T T 1151
v CLI1] RH % SCANNER POWER CURVE
/] % (0ol 1]2]5]9] [warp =42
2 2 IMPULSE =
7 /j DAH. CON. A
7 z [4]4]4f2]2]o] [awr =0
% meul'9 nwsm‘g // EX._DAM. foraL =30
C1 11 >3] | BATTERY = 15
SHIELD #4 A_TNTI—DRl' NES DOUBLE RFL0A1DZS
A“/ //// _é o 4 T T ) i W 1 1 1 1 T
20 20) 20 el
X-1 SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
RANGE 054525 R s 31240 1 2-4
HIT, STD N 1-5 1-4 1-3 (-2 1 2 5-8 FH FA
HIT,OVERLOAD 1-6 1-5 -4 NA  NA  NA 3 9-12 e ool
DAMAGE, STD N 21 15 9 6 3 4 13-17 /_\
DMGE, OYERLOAD 30 27 24 NA NA NA 5 18-24 L R
[SUCCESSIVE YOLLEY P ERCH 5 6 25+ U
VOLLEY Tst 2nd 3rd+ LRM/RR
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% HET BD RH
REMAINING FIVE SHIELDS ~ 66.67%  33.33% 0% 5 5-6[ |
N NOTES: 1. COMMAND CAPSULE MOVEMENT COST _
PHASER_1 IS 175 WHEN SEPARATED. PHASER S
ZDIE:§ RANG] 2. SHADED SHIELDS ARE ON THE CRUISER
ROLL (1/2). NON-SHADED SHIELDS ARE ON
1 ]9 87 6 55 4 3 2 1 |1 THE CAPSULE (1+1). !
2 |8 7 6 5 5 4 3 2 | r - 3. X-1 BATTERIES HOLD 3 POWER EACH. 1
3|7 55 4 4 43 1 - - - 4. MAY FASTLOAD STANDARD LOAD -
4 |6 4 4 4 4 3 2 - - - - X-SABOTs IN ONE TURN. -
5|s 444331 - - - - 5. ARMOR BOXES TAKE TWO DAMAGE -
6 |4 4 33 2 2 - - - - _ POINTS TO DESTROY. H| -
Copyright © 1997 Compenion Games Krebiz-4, Page 41




KREBIZ MANDIBLE SHIP DATA TABLE
TYPE = CCLX
X-1 LIGHT COMMAND CRUISER POINT VALUE = 200
MOVEMENT = 2/3
SHIELD #6 SHIELD #1 SHIELD #2 EIHFIEEI;SI:JSPPORT : '”:”2
4 4 VvV, 81 >8 SIZE CLASS = 3
LGALG ALY, REFERENCE  =RH-1.222
INTERNALS = 97/149
/) PH-1 m PH-1 % 1ST GENERATION X-SHIP
% FHET] BROG FLAG [ 3]FH [/ CREW UNITS
% 41 % *
Z HULL HULL 7
% Y
% L/ 46
] % BOARDING PARTIES
2461 8424 HEREN
18
TRANSPORTER MINES
[RTRTRTRIR[RIoT0] o]0 0]0]
PH-1 360° SHUTTLES TWO BAYS
HID CNTR | HIT POINTS | TYPE
PH-1LS SHTL  TRAC AUXCON TRAN  SHTL PH-1RS
EEl 1 OO0 OB
ARMOR  PRB AFTHULL _ EMER _ARMOR
Li : H M
i1:] ADD 10| BTTY SENSOR PROBES
Rzl [] LAB [eIel<Tz]o] [
SHIELD *5 R:ﬁjl EIEESIE] Pﬁz'RH SHIELD *3 SCANNER POWER CURVE
> ~ -1 3|:| WARP = 36
> [1TT] v IMPULSE = 6
/ DAM. CON. AR T3
7 [4]4]2]2]0] |awr - 0
/] V) EX. DAM. TOTAL = 42
£ Z ANTI-DRONES  DOUBLE RELOADS
= S 2
SHIELD *4 .
20 VAV VA A6 2o 20
X-1 SABOT COMBAT TABLE TURN MODE D WEAPON ARCS
155165303 31240; 1 2-4
HIT, STD NA 1-5 1-4 (-3  1-2 1 2 5-8 -
HIT,OVERLOAD 1-6 1-5 1-4  NA NA NA 3 9-12
DAMAGE, STD NA 21 15 9 6 3 a4 13-17 m
DMGE, OVERLOAD 30 27 24  NA NA NA 5  18-24
'SUCCESSIVE:-VOL1-EY:-DAMAGE-P.ERCENTAGES: 6 25+ K—/
VOLLEY 13t 2nd 3rd+ —— ——— — LRM/RR
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% -
REMAINING FIVESHIELDS  66.67%  33.33% 0% [ 13% 6]
-1 _ NOTES: 1. COMMAND CAPSULE MOYEMENT COST

PHASER

IS 1/5 WHEN SEPARATED.

2. SHADED SHIELDS ARE ON THE CRUISER
(1/2). NON-SHADED SHIELDS ARE ON
THE CAPSULE (1+1).

3. X-1 BATTERIES HOLD 3 POWER EACH.

4. MAY FASTLOAD STANDARD LOAD

X-SABOTs [N ONE TURN.
. ARMOR BOXES TAKE TwO0 DAMAGE
POINTS TO DESTROY.

[ =N W

WhARNO -
whahpOO
N OA AU U
NWOA AN
A ADAN =
CWhDAAAD
—~NWhAADN
| S T TS TS PN Py

!
]
n

2/3 WARP MOVEMENT CHART

SPEED R 2LV A N S ENE N B N9 200277222 3::2 4251216772228
Stndard 172 2 3 4 4 5 6 6 1 8 8 5 1010 ff 12 12 13 14 16 16 17 18 18 19 20 20
Fract. % 15 2 2% 3l 4 4% sk 6 6% 1 8 8% oY 1010% 11)51212% 13)5 14 14% 1505 16 162 17% 18 18% 19); 20
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KREBIZ MANDIBLE SHIF DATA TABLE
TYPE = PBCLX
X-1 LIGHT BATTLECRUISER POINT VALUE = 245
MOVEMENT = 2/3
SHIELDS = 1+1+1/2
SHIELD *6 SHIELD #1 SHIELD =2
LIFE SUPPORT = 1
- oy V. V.Y /8' 28 SIZE CLASS = 3
VAN XA REFERENCE  =RH-1.225
SABOT PR INTERNALS = 100/152
%z 7 1ST GENERATION X-SHIP
:// /] CREW UNITS
] 7 *
7 %
4 A
% 7
/ 7 56
2481 8424 BOARDING PARTIES
24
TRANSPORTER MINES
(RIR[RIR|RIR]D|D]|D]DfD]D]
SHUTTLES TWO BAYS
PH-1L1S SHTL TRAC AUXCON TRAN  SHTL PH-1RS CNTR | HIT POINTS | TYPE
EfE (O O 0 O B
ARMOR  PRB AFTHULL _ EMER _ARMOR
HH B 10] BrTY [:]:
RH[1] LAB SENSOR PROBES
pi-t [T T 1] PH-1 [elels[lz[0] LT T 113
SHIELD #5 Y 0 T 7 SHIELD #3
v (LTI % SCANNER POWER CURVE
7 7 [eTol I3IsI5] [ware =36
K5 i DAM. CON IMPULSE = 8
2 4 : : APR =0
7 V [4]4]2]2]0] [awr =0
% Z EX. DAM. TOTAL =44
& '/
< L WARP R WARP
ANTI-DRONES DOUBLE RELOADS
SHIELD #4 T T T 111 Iz
20 UV A A A A4 120 .
%¥-1 SABOT COMBAT TABL TURN MODE D
RANGE: QA2 A DB 1 2-4
HIT, STD N 1-5 1-4 2 5.8
HIT,OVERLOAD 1-6 1-5 1-4 3 9-12 RS
DAMAGE, STD NA 21 15 9 6 3 4 13-17
OMGE, OYERLOAD 30 27 24 NA NA NA 5 18-24
'SUCCESSIVE-YOLLEY-DAMAGE:PERCENTAGES: 6 25+
VOLLEY Tst 2nd Trd+ s ——
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% -
REMAINING FIVESHIELDS  66.67%  33.33% 0% . [ 13% e[ ]
PHASER-1 NOTES: 1. COMMAND CAPSULE MOYEMENT C0ST PHASER-3
DEE T RANGE:: 65 IS 1/5 WHEN SEPARATED. IANGE:
CROEL ‘ 2. SHADED SHIELDS ARE ON THE CRUISER [-ROL:
T 19 8 7 6 5 5 4 3 2 1 1 (1/2). NON-SHADED SHIELDS ARE ON 1 14 4 4 3 | 1
2 |ls8 7 6 55 4 3 2 1 1 - THE CAPSULE (1+1). 2 |44 4 2 1 -
3 )7 s 5 4 4 4 3 1 - - - 3. X-1 BATTERIES HOLD 3 POWER EACH. 3 14 4 4 1 - -
4 6 4 4 4 4 3 2 - - _ - 4, MAY FASTLOAD STANDARD LOAD 4 4 4 3 - - -
5 5 4 4 4 3 3 - - - - X~SABOTs IN ONE TURN. 5 4 3 2 -
6 la a 33 2 2 - - - - . 5. ARMOR BOXES TAKE TWO DAMAGE 6 |z 3 1 - -

POINTS TO DESTROY.

L 2/3 WARP MOVEMENT CHART

A T5. 16 26 272k

Standard 1 2 2 3 4 4 5 6 6 7 B 8 9 1010 11 12 12 13 14 14 {g' Te 16 17 18 18 19 20 20
Fract. % 1Yy 2 2% 3y 4 a% sl 6 6% 7% 8 8% olz 10 10% 11l 1212251305 1414% 1503 16 16%17/518 18%19/5 20
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Fract.

KREBIZ CLIPPER SHIP DATA TABLE
TYPE =  DDX
X-1 DESTROYER POINT VALUE = 137
MOVEMENT = 1/3
SHIELDS =1/2+41/241/2
SHIELD #6 SHIELD #1 SHIELD #2 LIFE SUPPORT = 172
7 L1ITITT1 Hi [ 11114 Y SIZE CLASS = 4
% VAN A % REFERENCE  =RH-1.225
g ;/ INTERNALS = 53/73
“ 4 T GENERATION X-SHIP
7 FH 7 1ST GENE X
/ PH-1 SABOT PH-1 % CREW UNITS
*
| E BRIDGE |
- HULLEIMDHULL - 30
B 1] H BOARDING PARTIES
| | 10
o ol TRANSPORTER MINES
— R 560 — [RIR[R]R] [Djo|DfD]
_ STL PH-1 STL
w\ CLETE O B O RS SHUTTLES TWO BAYS
PH-1BTY TRAC AUX TRAN LAB PH- 1 cNTR | _miTpornts T TYPE
SHIELD #5 AOOOO0OOogOe SHIELD #3
LS PRB AFT HULL EMER RS
] B SENSOR PROBES
6]6]4]2]|0 1
- - [eTe[+T2Ts]
L > SCANNER POWER CURVE
4 7 LololiI318] [wae = 18
7 2 SHIELD *4 X 7 DAM._CON. L’;:ULSEj g
160 [ LI TP LLT e ZIE [a]2]2]2]0] |awr - o
TOTAL = 22
EX. DAM. BATTERY = 3
12
X-1 SABOT COMBAT TABLE TURN MODE C_ WEAPON ARCS

[RARGE 0T 2A 50 5 T6 30, 3140} 1 2-4

HIT, STD NA 1-5 1-4 1-3  1-2 1 2 5-9 FA
HIT,OVERLOAD  1-6 1-5 1-4 NA  NA  NA 3 10-14 EANRE LS RS
DAMAGE,STD  NA 21 15 9 6 3 4 15-20

DMGE,OVERLOAD 30 27 24  NA NA NA 5 21-27 L R
[SUCCESSIYE YOLLEY DAMAGE:-PERGENTAGES. R 6 28+

YOLLEY 15t 2nd 3rd+ LRAY/RR
ACTIVATED TARGET SHIELD ~ 33.33%  66.67%  100% HET | BD

REMAINING FIVESHIELDS _ 66.67% _ 33.33% 0% 1% e[ 1
PHASER—1 : NOTES: 1. COMMAND CAPSULE MOVEMENT cosT ~ PHASER-3
il : IS 1/5 WHEN SEPARATED. DE »
ROELE: 5 )i 2. SHADED SHIELDS ARE ON THE CRUISER

T 19 8 7 6 5 5 4 3 T 1 (1/2). NON-SHADED SHIELDS ARE ON

2|8 76 55 43 21 1 - THE CAPSULE (1/2+1/2).

317 55 4 443 1 - - - 3. X-1 BATTERIES HOLD 3 POWER EACH.

4 |6 4 4 4 4 3 2 - - - - 4. MAY FASTLOAD STANDARD LOAD

s |s 4 4 a 3 3 1 - - %-SABOTs IN ONE TURN, ,

6 |4 4 33 2 2 - - - 5. ARMOR BOXES TAKE TWO DAMAGE

1/3 WARP MOVEMENT_CHART POINTS TO DESTROY.

2 344'4'55
1/31/322‘/3 2% 3 3% 3

S!andard 1 1 2 2 2 3 3
1

ks %

3% 4 afy 4% s sk

5 6 “é 7 7 7 8
W 7% 8 8l 8% 9 9k

52/3 6 6 6% 7

10
9% 10

8 8 9 9 9 10 10
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WYN INTERNED
PINCER DESTROYER

SHIP DATA TABLE

SHIELD #6 SHIELD #1
] LI T TP T T PR TP PTTT0 e
=
— FA
- Slnofs
-
B
AFT HULL
SHIELD *5 ENENED
- IMPULSE
=
SHIELD #4
12 HEEEEEREERRER

SHi

m

EHENEEENEEENER

LD #2

SHIELD #3

HEEEEE

N

TYPE = DD-W
POINT VALUE = 106/80
MOVEMENT = 1/3
SHIELDS = 1/72+1/2
LIFE SUPPDRT = 1/2
SIZE CLASS = 4
REFERENCE = RH-1.79
INTERNALS 54/70
REFIT = +3
W/0 CAPSULE = 55
C_P'Etw UNITS
*
26
BOARDING PARTIES
[T1 TITTTTo
TRANSPORTER MINES
SHUTTLES TWO BAYS
CNTR HIT POINTS TYPE
SENSOR PROBES
|6| 6|4 2]o0 1 5
SCANNER PODWER CURVE
3 WARP = 14
DAM. CON. IMPULSE = 5
APR = 2
j4]2]2]0] aWR = 0
TOTAL = 21
EX, DA"I’U BATTERY = 2
NOTES: 1. THE CAPSULE MOYEMENT COSTV

IS 1/5 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED PH-2s ARE PH-13 ON
THE REFIT.
. THIS SHIP CANNOT DOUBLE ITS
ENGINES.

TURN MODE C

WEAPON ARCS

TRANGE. 730] 1 2-4

HIT, STD NA 1-5 1-4  1-3  1-2 2 5-9
! FH LS RS |
HIT,OYERLOAD 1-6 1-5 1-4  NA NA 3 10-14 FA Lf A RF

DAMAGE, STD N 16 12 8 4 4 15-20

DMGE, OYERLOAD 28 24 20 NA NA 5 21-27 L R

SUCGESSIVE YOLLEY DAMAGE PERCENTAGES 6 28+

VOLLEY st 2nd  3rd LR\/RR

ACTIVATED TARGET SHIELD 25% 5S0% 75% 100% HET2 BD

REMAINING FIVE SHIELDS 75% 50% 25% 0% 1% 6

PHASER-1 PHASER-3

(RO RO 1 RO

1 19 8 7 6 5 5 4 3 2 1 1 1 [ 6 5 5 4 3 2 1 1 T |4 4 4 3 1 1
218 76 5 5 4 3 2 1 1 - 2 6 5442 1 1 - 2 |4 4 4 2 1
317 55 4 4 4 3 1 - - - 316 4441 1 - - 3 |4 4 4 1 -
4 |6 4 4 4 4 3 2 - - 4 |5 4 431 - - 4 4 4 3 - - -
s |s 4 4 4 3 3 1 - - 5 |s 433 - - - - 5 |4 3 2 - - -
6 |4 4 3 3 2 2 - - 6 |5 3 3 3 - - - 6 [3 3 1 -

1/3 WARP MOVEMENT CHART

TSPEE R YRRER T26.27..20..29.30]
Stadard 1 1 2 2 2 2 3 3 3 4 4 4 5 5 5 6 6 6 7 7 7 8 8 8.9 9 9 10 10
Fract. Vo % 1 g 1% 2 2)s 2% 3 3l 3% 4 a¥y 4% s sk 5% e ek 6% 7 s 7% 8 8k 8% 9 9k 9% 10
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WYN INTERNED
CLIPPER FRIGATE

SHIP DATA TABLE
TYPE

POINT VALUE
MOVEMENT

FF-W
81/55
1/3

i

SHIE

SHIELD *1

SHIE

-
U
N

LIT T T TPV TP Pl TT e

Lﬂll—llllllllllg

w
=
m
m
o

%
W

IENEEEER

SHIELD *4

12 L1

HEEEEEEREB

[TTTTITTTITTTIS

—
(&)

1/2+1/2
172
4
RH-1.89
45/55
+3
30

SHIELDS

LIFE SUPPORT
SIZE CLASS
REFERENCE
INTERNALS

REFIT
W/0 CAPSULE
CREW UNITS
%* [
22

1

BOARDING PARTIES
HEEERERDO
TRANSPORTER MINES

SHUTTLES
CNTR HIT POINTS

TWO BAYS
TYPE

SENSOR
[e]lef4]2]0]

SCANNER
[olo[ T5T5]

DAM. CON.
[4]2]2]0]

EX. DAM.
9

THE CAPSULE MOYEMENT COST

1S 1/5 WHEN SEPARATED.

2. SHIELDS ARE ON THE CAPSULE.

3. SHADED PH-23 ARE PH- 13 ON
THE REFIT.

4. THIS SHIP CANNOT DOUBLE ITS

ENGINES.

PROBES
pl 11 1s]

POWER CURVE

WARP
IMPULSE
APR
AWR
TOTAL
BATTERY

Howonononou
|o~mo

—_
—~d

NOTES: 1.

SABOT COMBAT TABLE

TURN MODE €

WEAPON ARCS

[RANGE-

Trsrres30] [ 1

HIT, STD NA 1
HIT,OYERLOAD 1-6 1~

1-3

DAMAGE, STD NA 16 12
DMGE,OYERLOAD 28 24 20

8 4

2
NA NA 3
4
NA NA 5

VOLLEY 13( 2nd
ACTIVATED TARGET SHIELD 25% S0%
REMAINING FIVE SHIELDS  75% SO0®R

4th+

2-4
5-9
10-14
15-20
21-27
28+

3rd
5%
25%

100%
0%

BD
s[T'

PHASER 3

PHASER 1

- N W
P = oif

RN
uaaamo\:{
N WA DG Al
NWWA XU

1 9
2 |8
3 |7
4 16
5 |5
6 |4

1 0 = nf
1

MOVEMENT CHART

Standard R 7 2 3 3
Fract. W % 1 ks 1% 2 2% 2%

34 4 4 5 5
4% s

3 3% 3% 4 4l

5 6 6 6 7
s% 5% 6 sk

8 9 9 O ‘10 010
Ws 1% 8 8l 8% 9 9% 9% 10
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KREBIZ PINCER
PIRATE DESTROYER

SHIP DATA TABLE
TYPE

POINT VALUE
MOVEMENT

DD-P
105/80
1/3

SHIELD #6 SHIELD *1

20,

FA

OPTION

Ejum

ENEEN

SHIELD #S

SHIELD *4

16 ANEENNEEEENEEREED

SHIELD #2

RN

SHIEL

<
L]
(%]

111

1/72+1/2
1/2
4
RH-1.78

SHIELDS

LIFE SUPPORT
SIZE CLASS
REFERENCE
INTERNALS S55/71

REFIT +3
W/0 CAPSULE = 55

CREW UNITS
* |
24|

BOARDING PARTIES
HEEEEEENED
TRANSPORTER MINES

[RIR] [oTo]
SHUTTLES TWO BAYS
CNTR HIT POINTS TYPE

SENSOR PROBES
Lelel4f2fo] [l T 1 Is]

SCANNER POWER CURVE
o[ol 1 1315] [ryner

DAM. CON. IMPULSE
APR
[az[2l0] (4%

TOTAL
EX DAI‘:.O BATTERY

NOTES: 1. THE CAPSULE MOYEMENT COST
IS 1/5 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED PH-2s ARE PH-13 ON
THE REFIT.
4, THIS SHIP CANNOT DOUBLE ITS
ENGINES.

Nl -
volocoo

SABOT COMBAT TABLE TURN MODE C

WEAPON ARCS

RANGE: -‘ Toaeaessn] [ 1 2-a
HIT, STD NA 2 5-9
HIT,OVERLOAD  1-6 3 10-14
DAMAGE, STD NA 16 12 8 4 4 15-20
DMGE,OVERLOAD 28 24 20  NA NA 5 21-27

[SUCCESSIVE YOLLEY DAMAGE PERCENTAGES 6 28+

YOLLEY 1st 2nd  3rd  4th+
ACTIVATED TARGET SHIELD 25® S0® 75%® 100% HET

BD
REMAINING FIVESHIELDS _75% 50% 258 0% | [ 1% 6] ]

PHASER-1 PHASER-2

I/} WARP MOVEMENT CHART

Standard t t 2 2 2 2 3 3

Fract. Yo % 1 W 1% 2 2l 2% 3 3V 3% a4 4l 4% s sk 5% 6 6k

N
6% 7 7% 7% 8 8l 8% 9 9k 9% 10
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KREBIZ CLIPPER SHIP DATA TABLE
TYPE = FF-P
PIRATE FRIGATE POINT VALUE = B0/SS
MOVEMENT = 1/3
SHIELDS = 1/2+1/2
SHIELD #*6 SHIELD #1 SHIELD #2 LIFE SUPPORT = 1/72
HEENEA HEEEN SIZE CLASS = 4
20 REFERENCE = RH-1.88
INTERNALS = 46/56
REFIT = +3
wW/0 CAPSULE = 30
c CREW UNITS
OPT?ON ] = L1 1]
| H PH-1 ng PH-1 FH | 20
| E] ] BOARDING PARTIES
- - L1111 1s]
m — TRANSPORTER MINES
c =
SHUTTLES TWO BAYS
CNTR | HIT POINTS | TYPE
LS SENSOR PROBES
[eT6]a]2]0] LGTTTT5]
SCANNER POWER CURVE
[ofof1]s]s] WARP = 10
SHIELD *5 SHIELD #3 DAM. CON IMPULSE = 6
3 ’ APR = 0
: ] nﬂam AWR = 0
— ToTAL = 16
- — EX. DA";, BATTERY = 1
e}
NOTES: 1. THE CAPSULE MOYEMENT COST
IS 1/5 WHEN SEPARATED.
2. SHIELDS ARE ON THE CAPSULE.
3. SHADED PH- 2s ARE PH- 13 ON
THE REFIT.
SHIELD ©4 4. THIS SHIP CANNOT DOUBLE ITS
16 AN EREEERRERNET 16 ENGINES.
SABOT COMBAT TABLE » TURN MODE C WEAPON ARCS

2-4

HIT, STD NA 5-9

1-5 -
FH

HIT,OYERLOAD 16 1-5 1- NA NA 10-14 FA LFARRF LS RS

DAMAGE,STD  Na 16 12 8 4 15-20 /’\

DMGE,OVERLOAD 28 24 20  NA NA 21-27 L R

SUCCESSIVE . VOLLEY DAMAGE PERCENTAGES = -] 28+

YOLLEY TSt 2nd 3rd  4ths LRM/RR

ACTIVATED TARGET SHIELD 25% 50% 75% 100% HETZ BD
REMAINING FIVE SHIELDS 75% 508 25% 0% 1% 6] ]

QUNAWUN=—

PHASER- | PHASER-2 PHASER-3

g ANG ANG DEE FRANGE
19 8 7 s s e e e [ O T O U S S R 12 4 4 35 11
2 ls 7 ¢ 3 2 1 1 - 2 le s aa2 1 1 - 2 la a4 2 1 -
3 |7 5 s 3 01 - - - 5064441 1 - - 3 |a 4 a1 - -
a |le a 4 2 - - - - 4 |5 4431 - - - a |laa s - - -
5 |5 4 4 - - - - 5 |s 433 - - - - s |la 3 2 - - -
6 |4 4 3 - - - - - 6 |53 33 - - - - 6 |3 3 1 - - -

173 WARP MO ART

TSPEED. ' ' N2 A3 AT o . 30
Standard 11 21 2 2 2 2 3 3 4 6 6 6 7 7 7 8 8 8 9 9 9 10 10 10
Fract. Yo % 1 1 1% 2 2¥5 2% 3 3k 3 5k 5% 6 6% 6% 7 7 7% 8 8k 8% 9 9k 9% 10
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SHIELD *6 SHIELD * SHIELD #2 SHIELD #6 SHIELD * SHIELD #2
18 18
14 14 14 14
SHIELD #5S SHIELD #3 SHIELD *5 SHIELD #3
SHIELD *4 SHIELD *4
12 12 12 12 12 12
POWER CURVE CREW HET 1 POWER CURVE CREW HET 1
ware = o LB LT Isf I 1 Jof I | I WARP = 4 %* 10
IMPULSE = 2 IMPULSE = 2
APR = 0 APR = 0
AWR = 0| BOARDING PARTIES BD-6 AWR = 0| BOARDING PARTIES BD-6
TOTAL = 6 TOTAL = §
BATTERY = O BATTERY = O
SHIP DATA TABLE NSOR SHIP DATA TABLE SENSOR
TYPE = C-LX TYPE = C-sK
OINT VALUE = 92/6 P = 112752
POINT = 8 CANNER OINT VALUE = 11 SCANNER
MOVEMENT = 1/5 MOVEMENT = 1/5
SHIELDS = 1+ SHIELDS = 1+
LIFE SUPPORT = 1/2 AM. CON. LIFE SUPPORT = 1/2 DAM. CON.
SIZECLASS = 5 SIZECLASS = 5 2] 0]
REFERENCE =RH-2.218 REFERENCE =RH-2.219
INTERNALS = 17 D'EII)A"" INTERNALS = 18 ﬁ““-
1ST GENERATION X-SHIP 1ST GENERATION X-SHIP
e TURN MODE € WEAPON ARCS
B 63031 1 2-4
HIT, STD NA 1-5 1-4 1-3 1-2 1 2 5-9
HIT, OYERLOAD 1-6 1-5 1-4 NA NA NA 3 10-14
DAMAGE, STD N 21 15 9 6 3 4 15-20
DMGE,OVERLOAD 30 27 24  NA NA NA 5 21-27
" 6 28+
VOLLEY 1st 2nd 3rd+
ACTIVATED TARGET SHIELD  33.33%  66.67%  100% HET 8D
REMAINING FIVE SHIELDS  66.67%  33.33% 0% SEE CAPSULES ABOVE
PHASER-1
TOTE TRANG NOTES:
- : 1. THESE CAPSULES DID NOT CARRY TRANSPORTER ; A
1" MiNgs. R0t o e
2. THESE CAPSULES CAN LAND ON PLANETS. 2 4 2 1 _
3. THESE CAPSULES CANNOT BE PLACED ON NON-X 3 4 1 - _
CRUISERS;; SEE (XRER-1.5). ; s - - =
4. SENSORS ON C-SX ARE DESTROYED ON TORPEDQ 5 2 - - _
HITS; SEE (624.0) FOR RULES ON SENSORS. 5 T L
£ 10 21 LSBT 1:22:::23::24°:25:726::21: 30
Standard 1 1 1 1 1 2 2 2 2 2 3 3 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6
Fract. W % %% v 1% %% 2 2l 2% oM 2% 3 sk 3% 3% 3% a4 el 4% 4 a5 sks%hsH 5% s
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