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INCLUDES - THE FOLLOWING: 

CAPITALIST MOVEMENT - A CAMPAIGN GAME 
A band in the Krebiz Capitalist Alliance wasn't making the profits that the bosses desired, 

so they ventured on a risker but faster capital raising venue: Dealing with pirates. 
This mini-campaign recreates their efforts. 

7 SCENARIOS FOR CAPITALIST MOVEMENT 

ALSO INCLUDED: 42 COMPANION SSDS 

MORE X-I StllPS (CRUISERS, CAPSULES & COMBINATION UNITS) 
AN ADVANCED STARBASE AND BATTLESTATION 

KREBIZ CARRIER AND CONTROL StllPS 
KREBIZ UNITS OPERATED BY OTtiER RACES 

BATTLEStllP VARIANTS 

The material contained in this product is expansion material for use with the game STAR FLEET BA TILES 
(the starship combat game created by Amarillo Design Bureau and published by Task Force Games). This 
product is not sponsored by, or affiliated with Paramount Pictures, Amarillo Design Bureau or Task Force 
Games. This is an independent product created solely by Companion Games. You must have STAR 
FLEET BATILES Captain's Basic Set to use this product. 
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KREBIZ-4 
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 
OW Direct-fire Weapon Rule PR Power Rule 
ER Equipment Rule RH Race History 
FR Fighter Rule SW 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. 

PHOTOCOPIES 
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 
OTHER PRODUCTS 
RULES INDEX 
CAMPAIGN: CAPITALIST MOVEMENT 
X-1 CRUISERS (without capsules) 
MORE KREBIZ SSDs: 
ADVANCED ST ARBASE CENTERFOLD 
KREBIZ CARRIER AND CONTROL SHIPS 
X-1 KREBIZ SHIPS 
UNITS OPERATED BY OTHER RACES 
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1 
1 
2 
3 
9 

13 
24 
27 
41 
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INTRODUCTION 
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-Coming 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.O. 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 
8ULE DESCRIPTION 
CR-1 Leopan Armor System 

MR-1 Argonian Hull Rotation 
MR-2 Argonian Impulse Movement 

PR-1 Bolaar Phaser Capacitors 
PR-2 Electromnetic Field 
PR-3 Power Distribution Nodes 

DW-1 Sabot Heavy Weapon 
DW-2 Energy Flux Heavy Weapon 
DW-3 Argonian Plasma Phasers 
DW-4 Mid-Range Phasers 
DW-5 Short-Range Phasers 
DW-6 Multi-Purpose Phasers 
DW-7 Long Range Phasers 
DW-8 Trans Warp Missiles 
DW-9 Distortion Cannon Heavy Weapon 
DW-10 Subspace Whips 
DW-11 Parasite Torpedoes 
DW-12 Hyperspace Detonator 
DW-13 Phaser Degenerators 
DW-14 Thunderbolt Devistatior 
DW-15 Shield Penetration Device 

SW-1 Bi-Tritium Boomerang Torpedoes 
SW-2 Fuser Mechanisms 
SW-2.8 Direct Fire Fuser 
SW-3 Boomerang Racks 
SW-4 Fighter Boomerangs 
SW-5 Tri-Tritium (X-1) Boomerangs 
SW-6 Variable Plasma 
SW-7 Plasma Streams 

ER-1 Krebiz Special Rules 
ER-2 Strobe Defense System 
ER-3 Legendary Personnel (Spies) 
ER-4 Vektrean Repulsion Beams 
ER-5 Indirigan Special Rules 
ER-6 DeflectionfT ransfer Device 
ER-7 Far Side Option Mounts 
ER-8 Krebiz Capitalist Alliance Rules 
ER-9 Warp Field Destabilization Gun 
ER-10 Mechad Special Rules 
ER-11 Filarian Special Rules 
ER-12 Phaser Magnifier 
ER-13 Phaser Resonator 
ER-14 Leopan Raiding Party Rules 
ER-15 Mine Deployment Systems 

FR-1 Krebiz Fighter Rules 
FR-2 Argonian Fighter Rules 
FR-3 Indirigan Fighter Rules 

TR-1 Argonian Nebula 
TR-2 Medically Infectious Zones 
TR-3 Tuforeous Dead ZonelWarp Funnel 
TR-4 Warp Field Displacement Zones 
TR-5 Shield Parasites 

RH-1 Krebiz Capitalist Alliance 
RH-1A The Krebiz 
RH-2 Argonian First Republic 
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LOCATIOtli 
Leopan-1 

Argonians-1 
Argonians-1 

FS-1IMechad-1 
Mechad-1 
Mechad-1 

Krebiz-1 
Argonians-1 
Argonians-1 
Indirigans-1 
Indirigans-1 
Indirigans-1 
Indirigans-1 
Mechad-1 
Mechad-1 
Mechad-1 
FarSide-2 
Scorpead-1 
Leopan-1 
Tufor-1 
P.O.T.-1 

Indirigans-1 
Indirigans-1 
FarSide-1 
Indirigans-1 
Indirigans-2 
Indirigans-2 
FarSide-1 
P.O.T.-1 

Krebiz-1 
Argonians-1 
Vektreans-1 
Vektreans-1 
Indirigans-1 
FarSide-1 
FarSide-1 
FarSide-1 
FarSide-1 
Mechad-1 
FarSide-3 
Scorpead-1 
Leopan-1 
Leopan-1 
Tufor-1 

Krebiz-2 
Argonians-2 
Indirigans-2 

Argonians-1 
Argonians-1 
FarSide-1 
FarSide-2 
FarSide-2 

Krebiz-4 
Krebiz-1 ,2,3 
Arg-2,3 

KREBIZ-4 

RULES INDEX 
RH-2A The Argonian Republic Argonians-1,2,3 
RH-3 Indirigan Nomads Indirigans-1,2 
RH-4 Vektrean Mercenaries Vektreans-1 
RH-5 Bolaar Pirates FarSide-1 
RH-6 Corporate Aggressors FarSide-1 
RH-6B Corporate Pirates FarSide-1 
RH-7 Clydon Empire Clydon-1 
RH-8 Mechad Holdfast Mechad-1 
RH-9 The Filarian Infestation FarSide-3 
RH-10 Scorpead Dominion Scorpead-1 
RH-11 Tufor Protectorate Tufor-1 
RH-12 Leopan Conquistadors Leopans-1 
RH-13 Plasma Occupied Territory P.O.T.-1 

RM-1 Phaser Eels FarSide-3 
RM-2 Planet Gouge FarSide-3 
RM-3 Vymezies Particle, Matter & Blaze FarSide-3 

XR-1 Krebiz X-1 Rules Krebiz-3 
XR-2 Argonian X-1 Rules Argonians-3 
XR-3 Indirigan X-1 Rules Indirigans-2 

Also available from Companion Games Inc. 
Galactic Empires - The trading card game 

Galactic Empires, the first science-fiction collectable 
card game on the market, takes the battle on the Far Side to a 
whole new level. Two or more players may each take command 
of one of over 30 empires in their attempts to dominate a sector 
of space. Galactic Empires is a highly interactive multi-player 
game which is constantly expanding. 

PLEASE NOTE: Some of the rules mentioned at left have not 
been published yet (see page one for a list of current 
products). Some rule numbers were changed from the index 
published in Krebiz 1-3, Argonians 1-2 & Indirigans-1. This 
index takes precedence over those. There are some additional 
expansion rules which already exist but are not listed here to 
prevent confusion. They will appear with future races that are 
not as yet defined. This index will be expanded and revised as 
products are added to our SFB support line. A complete list of 
scenarios is presented on page 2 of Indirigans-1. 

~"' ... , ... , ... , ... ' .. "" ...... ' ... ' ...... ' ... ' ....... ' ..... " .... " ........ ''' ... ' ....... ' ...... ' ' .............. " ........................ , ...... , .................. , .................. , ........................................................................... ,'""""" ....... " ...... ' ...... ' ... " ...... "~ 

~ SPECIAL OFFER ~ 
§ ~ 

~ INTRODUCTORY GALACTIC EMPIRES ~ 
I STARTER SET FOR ONLY $20.00 I 
I (that's 44% off the retail price!) I 
§ ~ 
§ § 

~ Starter Set Includes: 2 Universe Edition Starter Decks and ~ 
~ 4 Universe Edition booster packs ~ 
§ § 
~ ~ 

~ Choose two of the following starter decks: ~ 
~ Argonian, Corporate, Krebiz, Mechad, Space Dragon, ~ 
~ Clydon, POT., Scorpead, Tufor or Vektrean ~ 
§ § 
§ § 
§ § 

~ Just call Companion Games at 1-607-652-9038 ~ 
~ and mention this ad to take advantage ~ 
~ of this introductory offer. ~ 
'$..., ............ , ......... , ......... " .............................. , ...... , .................. , ............................................. ,' ............ " ...... ,", ... " ...... , ......... ,"""""""""""""""""""""',""""' ............ ~ 
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KREBIZ-4 

(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 following ships 
and capsules to choose from: 
Ships: 2 Claw CAs, 4 Mandible CLs, 4 Pincer ~Os, 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). 

Edge Of Galaxy ---~~ 

CAMPAIGN - CAPITALIST MOVEMENT 
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 shuttles/fighters 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 
decod3d and ships are fully functional after being 
crewed. 
(HC-7.224) Repairs can be made under (09.7) 
(Continuous Damage Repair). The restriction on the 
number of systems repairable under (09.7) applies for 
each ship along its entire route. (014) (Emergency 
Damage Repair) may also be used between scenarios. 
(H C -7 . 2 2 5) Cargo may be redistributed among ships 
on that route. 
( H C -7 . 2 26) 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. 

Kreblz Capitalist ~Ulance 

Clydon 

Tuforeous 
Dead Zone 

Unexplored 
Space 

Unexplored 
Space 

Scorpeads 
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CAMPAIGN - CAPITALIST MOVEMENT 

(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 ~ot used for any routE!. 

CA 
DO 

20 points 
10 points 

CL 
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), 
, each bulk container takes up 10 cargo box spaces. 
, (H C-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 
'. r' 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. 
(H C-7 . 3 24) 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 hislorical 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 cel,ebration 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. 
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<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 sC(me 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. 
(H C -7.41 ) Commander's Option Items may be 
redistributed among the ships of anyone route before 
the first scenario and in between scenarios. 

(HC-7S-1) SHaWlS 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 For E, speed max, WS-ili. 
Nagarid ni: CL in 2025 facing B, FM in 2026 facing B 
and FS in 2027 facing B. Speed on previous turn was O. 
All ships at WS-1I1. 
Argonians: CVSL in 2301 facing D with 12 Wind 
fighters, EE in 2203 facing 0 and EE in 2203 facing D, 
speed max, all ships at WS-ili. 

(HC-7S-1.3) LENGTH OF SCENARIO: 
The scenario continues until all forces belonging 

to one side have been destroyed, captured or have 
disengaged. 

(HC-7S-1.4) SPECIAL RULES: 
(HC-7S-1.41) MAP: Use a fixed map. The Krebiz 
can only disengage by moving off map hex row 01 xx. 
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. 

Copyright @ 1997 Companion Games Inc. 



KREBIZ-4 
(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 Items. 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 (09.7) 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-7S-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-7S-1. 7) BALANCE: 
(HC-7S-1.71) Change the Argonian CVSL to a CVL 
with 12 Gust fighters. 
(HC-7S-1.72) Change one Argonian EEtoaDDE. 

(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-7S-2.1) NUMBER OF PLAYERS: 
2; the Vektrean and the Krebiz. 
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(HC-7S-2.2) INITIAL SET UP: 
Krebiz: Ships from (HC-7S-1), within 1 hex of 
4102, heading E, speed max, WS-ili. 
Vektrean: CL in 0123, heading B, speed max, WS-ili. 

FF in 0822, heading B, speed max, WS-ili. 

(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-7S-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 eligible ship (J8.5) could 
purchase an MRS as a Commander's Option (if used). 
There are no WBPs for shuttles. 
(HC-7S-2.43) 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). Vektrean ships may select 
up to 20% of their BPV in Commander's Option Items. 
See (S3.2) for details. 
(HC-7S-2.44) REFITS: All ships have refits. "c 

(HC-7S-2.45) DELIVERY: The Krebiz player mU$t J'~', 
move off the map with 20 cargo. He will only be paid for a 
maximum of 20 cargo (thus a maximum of 20 victory """ 
points from the delivery). Any extra are lost. 
(HC-7S-2.46) DISENGAGE: The Krebiz can only", 
disengage by moving off the map through hexes 012Q ' 
through 0130. Any other direction and they are. ;~ , 
considered destroyed. The Krebiz cannot disettgageby 
any other method. 
(HC-7S-2.47) BETWEEN SCENARIOS: Keep 
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 .I 

scenario (HC-7S-3). 

(HC-7S-2.S) VICTORY CONDITIONS: 
See (HC-7.3) for campaign victory conditions. 

Otherwise use standard victory conditions. 

(HC-7S-2.6) VARIATIONS: 
Substitute a near side CA and DO for the 

Vektreans. 

(HC-75-2.7) BALANCE: 
(HC-7S-2.71) ChangetheVektrean FFtoaDD. 
(HC-7S-2.72) Change the Vektrean CL to a CA. 
(HC-7S-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. 

PageS 

,,,"' . 

; ~; 

>" 

", '>"\ 

. ". ,').'" 

r , 

, 
~, ,'. 



CAMPAIGN - CAPITALIST MOVEMENT 

(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 
patrol had been informed about the delivery which had 
previously been made (HC-7S-2) and moved in to collect 
the tariffs due. 

(HC-7S-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-1. 
Argonian: Pol in 0101, heading C, speed max, WS-ili. 

PolCLin 1501, heading D, speed max, WS-ili. 

(HC-7S-3.3) LENGTH OF SCENARIO: 
The scenario continues until 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 Items 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: All ships 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 PoICL. 
(HC-7S-3.72) Add an Argonian Pol. 

I 
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(HC-7S-3.8) TACTICS: Basic tactics for both 
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 a,t the border 
could not allow that and set out in an attempt to block 
delivery. 

(HC-7S-4.1) NUMBER OF PLAYERS: 2 or 
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-ili. 
Local Krebiz: CC in 0501, heading D, map a, speed 
max, WS-III, CM in 0301, heading D, map a, speed max, 
WS-III, CL in 0401, heading D, map a, speed max, WS-III, 
NCL in 0201, heading D, map a, speed max, WS-III, DDA 
in 0601, heading D, map a, speed max, WS-III, and SCA 
in 0101, heading D, map a, speed max, WS-ili. 
Ghost: Ghostlord DN in 4205, heading F, map b, speed 
max, WS-ili. 

(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 01 xx 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 pilot 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 Items. See 
(S3.2) for details. 
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(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 (Le. 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-4.4S) REFITS: All ships have refits. 

(HC-7S-4.S) VICTORY CONDITIONS: See 
(HC-7.3) for campaign victory conditions. Otherwise use 
standard victory conditions. 

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

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

(HC-7S-4.8) TACTICS: Basic tactics for the 
Krebiz apply. Make a choice about what type of plan 
looks best (Le. 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-S.1) NUMBER OF PLAYERS: 2 or 
3; the Krebiz/Corporation and the Mechad. Another 
player could play the Corporation. 

(HC-7S-S.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-III, and CL in 
4001, heading E, speed max, WS-III, 
Corporation: CLoP in 2229, heading A, speed max, 
WS-III, FAS in 2130, heading A, speed max, WS-III, and 
FAS in 2330, heading A, speed max, WS-ili. 

(HC-7S-S.3) LENGTH OF SCENARIO: The 
scenario continues until all forces belonging to one side 
have been destroyed, captured or have disengaged. 

(HC-7S-S.4) SPECIAL RULES: 
(HC-7S-S.41) MAP: Use a fixed map. Any unit that 
moves off the map is considered disengaged. 
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(HC-7S-S.42) SHUTTLES AND PFs: There may 
be fighters in this scenario. Any eligible ship (J8.S) could 
purchase an MRS as a Commander's Option (if used). 
There are no WBPs for shuttles. 
(HC-7S-S.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 Items. See (S3.2) for details. 
(HC-7S-S.44) DELIVERY: Victory points will be 
given for up to 40 total cargo boxes delivered. 
(HC-7S-S.4S) REFITS: All ships have refits. 

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

(HC-7S-S.6) VARIATIONS: 
(H C-7S-S .61) Substitute some pirates for the 
Corporation. 
(HC-7S-S.62) Substitute any empire for the Mechad. 

(HC-7S-S.7) BALANCE: 
(HC-7S-S. 71) Change the Corporation CL to a CA. 
(HC-7S-S.72) Delete the Mechad DDT. 

(HC-7S-S.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-7S-6.1) NUMBER OF PLAYERS: 
2 ; the Krebiz and the Insipid Indirigans. 

(HC-7S-6.2) INITIAL SET UP: 
Krebiz: All ships within 1 hex of 0302, heading C, 
speed max, WS-ili. 
Insipid: DN-, FF, FM, and FS within 1 hex of 4102, 
heading E, speed max, WS-1I1. 

(HC-7S-6.3) LENGTH OF SCENARIO: 
The scenario continues until all forces belonging to one 
side have been destroyed, captured or have 
disengaged. 
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(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-7S-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-7S-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 Items. 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) VARIATIONS: 
(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 Carnivores 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. 
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(HC-7S-7.2) INITIAL SET UP: 
Krebiz: All ships from (HC-7S-6) within 1 hex of 0302, 
heading C, speed max, WS-1I1. 
Carnivores: BC, CM, and 2 x DO within 1 hex of 4102, 
heading E, speed max, WS-ili. 
Bolaar: SR within 4129, heading F, speed max, WS-III, 
3 x Cargo Exp in 4130, heading F, speed max, WS-ili. 
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 Items. 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 t9 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 DO. 
(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 delive will decide the severit of the en agement. 
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Krebiz- 4, Page 9 



SHI~ #6 

I-

r-
r-
r-
r-
r-
B -

SHI~ "'5 

l-
I-
l-

I-

7 
'--

KREBIZ MANDIBLE 
X-1 LIGHT CRUISER 

SA 
BOT 

FHII 

SHIELD "'1 

I I I I I I I 181 

I
~R~OR 

: : BTT PH-l 3600 

: 1:4 0 EiTI] 
PH-l LS SHTL TRAC BRIDGE TRAN 

Em] [TI rn IT] rn 

SA 
BOT 

m~A 
ARI~O~H 

BHY : : o : 1:4 

SHTL PH-l RS 
[TIl]]]] 

ARMOR PRB CENTER HULL EMER ARMOR 

t I i W 9 I I I I 1101 ~y W iF ~ 
RH 1:2 OJ LAB 0 1:2 RH 

""-- PH- 1 I I I I I PH- 1 - / 

I "-.RHEi] IMPULSE mRH / r 
I-t-""T""""I r"- I I I I I ~..,. r-'T"""i--f 

16 16 
L WARP RWARP 

SHIELD "'4 

SHIFJ:P "'2 

l-
I-

l­

I-
r-
r-

~ .... 

SHI~"'3 

l-
I-

l­

I-

~ 
'--

SHIP DATA TABLE 

TYPE = 
POINT VALUE = 

CL-X 
10'S 
2/3 
1/2 

MOVEMENT = 
SHIELDS = 
L I FE SUPPORT = 1 
SIZE CLASS 
REFERENCE 
INTERNALS 

= 3 
= RH-1.212 
= 76/126 

1 ST GENERATION X-SHIP 

rn iTI 11*ll.Ill 
BOARDING PARTIES 
I I I I I I I I I 1101 

TRANSPORTER MINES 

SHUTTLES TWO BAYS 
eNIR HIT POINTS TYPE 

SENSOR 
161614101 

SCANNER 
101011\91 

DAM. CON. 
141212101 

EX. DAM. 
I I I 1151 

ANTI-DRONES 

PROBES 
II I I I 151 

POWER CURVE 
WARP = 32 
IMPULSE = 4 
APR = 0 
AWR = 0 
TOTAL = 36 
BATTERY = 9 

DOUBLE RELOADS 
1 I I 112 

·:::I.l~f\iG (·;·::·:-.::O:.-:\\I';:·::;:"\ ... ·t·>:·::·>:·::·:~:·:·:::-:::·:·~+.:·::· 
HIT'" _ 1-2 1-3 1-4 _ 

X-I SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
·:RA'NG f/>:::·::·:·;····: ... :·:··::O·::.:1·>:··:?:-~::4\·:· .. ;5:·::.;8:\·:· .. ;··:9:S·:t5·:·::··:f6:~··3·(i:·~ 3 f:f':40:: 1 

2 
3 
4 

2-4 
5-6 
9-12 

HIT,STD 
HIT, OVERLOAD 

DAMAGE,STD 
DMGE, OVERLOAD 

NA 
1-6 

NA 
30 

1-5 
1-5 

21 
27 

1-4 
1-4 

15 
24 

1-3 
NA 

9 
NA 

1-2 
NA 

6 
NA 

NA 

3 
NA 

13-17 
16-24 

·StiCC·E·SS i.¥.·E;:VO ~l[Y.;'DA MAG E·:~P.tRt·ENTAGtS·::;·(·/;·:·,,;~··::,;:.i:·:;·V·:··~'/··>;':'. 
5 
6 25+ 

VOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ELD 33.33% 66.67% 100% 
REMAINING FIVE SHIELDS 66.67% 33.33% 0% 

PHASER-l 

~':J:f(~: :~;~~;~~~·;:{~:;~~::;~:::~:~~~<?~:~:::::·~~i:{l~·t}~tt::::~:~W~::~~>: 
NOTES; 

198765543211 
28765543211-
375544431- --
46444432 -- --
55444331 -- --
6443322- -- --

2/3 WARP MOVEMENT CHART 

I. X-I BATTERIES HOLD 3 POWER EACH. 
2. MAY FASTLOAD STANDARD LOAD 

X-SABOTS IN I TURN. 
3. ARMOR BOXES TAKES TWO OJ 

DAMAGE POINTS TO DESTROY. : 

PHASER-3 

;::~{E: ~·~~:~:f.:~M::i:}@~::;~j1:@1{4j). 
144431 I 
244421 -
34441- -
4443-- -
5432-- -
6331-- -

·~~p.:~~.~:;::.J:·.::·::::·:~:·:·;·::.3::·:::)f;-/·.:~·:·;··:··::.~··/·::::t··:·(· .. ;Q···:·:·;.:: ~:·.:·):!l./}.1.:·J::::·:1·?·:·:·:j.:·~·>?J··~::)·.~/··):~;;.;,;·.1:;t/f8.:·./-.1i~<·:· .. ;z:q··>::·Z':1;··::-::·~·~~:·::·)2.3.:·./2.~·.:·;.2·.5;·/-·t~::·::~l·/··~·.~:···;·~·:·;·z:~·~·:::·~q··. 
Shndard 1 2 2 3 4 4 5 6 6 7 8 8 9 10 10 II 12 12 13 14 14 15 16 16 17 18 18 19 20 20 
Fract. % 1Y3 22%3Y3 44%5Y3 6 6% 7Y3 882/3 9Y31010%IIY31212%13Y31414%ISY31616%17Y31818%19Y320 
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KREBIZ PINCER SHIP DATA TABLE 

X-1 DESTROYER 
TYPE = DD-X 
POINT VALUE = 83 
MOVEMENT = 1/3 
SHIELDS = 1/2 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 

SHI~'6 SHIElD'1 SHlliP "'2 
REFERENCE = RH-1.213 

I I I I I 161 
INTERNALS = 48/80 

r- r- 1ST GENERATION X-SHIP 
r- r-
r- r- CREW UNITS 
r- r- W I 1 1 1 1*1 I 1 1 1 ~ ~ .... .... 

SBaT, SBaT BOARDING PARTIES 

FAm mFA 1 1 1 1 1 1 171 
ARMOR ARMOR 

TRANSPORTER MINES 

I I IRIRIRIRI 1 D 1 DI DI D I lS : : - : : RS 
: : SHTTL: PH-136ao SHTTl : : 

: 1:6 CIJ ~il~£3/] CIJ : 1:6 SHUTTLES TWO BAVS 

~TTV T~ BROO T~' ~ 
eMTR HIT POINTS TYPE 

4 [IJOCDO[D 5 

l~f91~Ei~ 
SENSOR PROBES 

16 14 12 101 11 1 1 I lSi 
SHI ElD "'5 l WARP RWARP SHIELD "'3 

SCANNER POWER CURVE 

~ ~ 10 11 13 191 WARP . 18 

SHIELD #4 DAM. CON. IMPULSE = 2 

I I 1 141 14 12 1210 1 
APR = 0 
AWR = 0 

EX. DAM. TOTAL = 20 

1 I I 1101 
BATTERY = 9 

X-I SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
·:RA·iG[··/··:··:>:::·;·:/:'::·>::O·~·::-'I:{::t~::4/:·.~S:~8:·\··:·,,;··:9,-;··t·S··/·:f6·::.j·3li/ 3 1:;?i4(i:: I 2-4 
HIT, STD NA 1-5 1-4 1-3 1-2 I 2 5-9 FA 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA NA 3 10-14 ~ 

~ 
DAMAGE, STD NA 21 15 9 6 3 4 15-20 ft DMGE, OVERLOAD 30 27 24 NA NA NA 5 21-27 l t R 

:SLiC1iE·SS i·VE·':VO a.:t:[Y-;·DA MAGf)?.f.RC·ENT:"IiG.ES,,:~·,,;·/:·:·,,;·;/:··::~,~:·->::·:·.:,'/.;:.;. 6 28+ LR~RR VOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ElD 33.33% 66.67% 100% HET BD 
REMAI NI NG FIVE SHI ElDS 66.67% 33.33% 0% Inl% 6rr 

PHASER-I PHASER-3 

:::':JlD :;~t:r~~~·:'f.~JK~:::::~~:f$#~:~~:.~~}':1:~·g~i\~~::::~~~:~:~~~ 
NOTES: 

~:~':i;: ~~:~:::~Ni::~:~11}::$tt:;~{~~ff~ 1. X-I BATTERIES HOLD 3 POWER EACH. 

1 9 8 7 6 5 5 4 3 2 I 1 
2. MAY FASTLOAD STANDARD lOAD 1 4 4 4 3 1 1 X-SA80TS IN 1 TURN. 

2 6 7 6 5 5 4 3 2 1 1 - 3. ARMOR BOXES TAKES TWO 2 4 4 4 2 1 -
3 7 5 5 4 4 4 3 1 - - - DAMAGE POI NTS TO DESTROY. m 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 3 3 1 - - -

1/3 WARP MOVEMENT CHART 
"SP':f;~·~::·::·A/{::.a·,,/:~·::·::~4:~:~·:·::·::~·i,··:·/;.~.:·;/ .. ;l/·::~·~$"··}:·:~::··:·J'·!i}:).tJ·:··;:l··i:·!"';~.::·:{I:j4::·~l··.!P.·:YJ:fj·,,\·~··I;:7;/I:e/;"I;~··j):·~:Q··:·:·:~·:I~~"':·~~~·::'·/2.3.:/~.ifi·:·;~.S::·}.~~:·~;~~.~·:'UI>/·;i,~:~:3.~; 
Standard 1 1 2 2 2 2 3 3 3 4 4 4 5 5 5 6 6 6 7 7 7 8 B 8 9 9 9 10 10 10 
Fract. Y3 % 1 lY3 1% 2 2Y3 2% 3 3Y3 3% 4 4~ 4% 5 5~ 5% 6 6Y3 62/3 7 7Y3 70/3 8 8Y3 8% 9 9Y3 9% 10 
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KR£BIZ CLIPP£R SHIP DATA TABLE 

TYPE = FF-X 
X-1 FRIGATE POINT VALUE = 45 

MOVEMENT = 1/3 

SHI~#6 SHIELD #1 SHI~#2 SHIELDS = 1/2 

I 1 1 1 1 16 1 LIFE SUPPORT = 1/2 
f- f- SIZE CLASS = 4 
f- f- REFERENCE =RH-L214 .... - INTERNALS = 36/56 
f- -
6 6' 

1 ST GENERATION X-SHIP 

- SA 
FA) ~T 

- CREW UNITS 
BOT fA 

1 I I I I 1 1 1:1 
1 I 1 I 

[[I m 
ARMOR ARMOR 3600 

~ STL PH-I STL ~ LS D [ill] D RS BOARDING PARTIES 

~ BTY me BOG TRAN LAB PH- 1 I I I I 151 

qls QB 0 E~t DEM~ ~ TRANSPORTER MINES 

IRIRIRIRI I DI DI DI D I WP-l;1 I Iyj IMPULSE 

OJ SHUTTLES TWO BAYS 
eMTR HIT POINTS TYPE 7 7 

l WARP RWARP I I I I I 
SHI ElD #5 SHIELD #3 I I I I I 

~ SHIELD -4 ~ I I I 141 
SENSOR PROBES 

*NIMBLE SHIP BENEFITS (LOST IF CRIPPLED OR BROKE DOWN) 16 14 12 10 1 Iq I 1 151 

REDUCED COST OF ERRATIC MANEUVERS - EQUAL TO 3 HEXES MOVEMENT (C 10.12). SCANNER POWER CURVE 
CAN USE ERRATIC MANUVERS UNDER WILD WEASEL AT SPEED 0 OR 1 (Cl0.54, 10lq31 9 1 
2 HET BONUSES (C6.521). C2.42, C 10.12). WARP = 14 
CAN MAKE MID-TURN SPEED CHANGES EVERY 6 IMPULSES, 4 MAX/TURN (C 12.31). DAM. CON. IMPULSE = 2 
-1 FROM DIE ROll FOR: SMAll TARGET MODlfIERS(EI7). 14 12 12 10 I APR = 0 

ASTEROID DAMAGE (P3.221) AWR = 0 
RI NG DAMAGE (P2.223). 

RANGE ECM BONUS TOTAL = 16 
0-14 NONE EX. DAM. 

+ 1 ON SMALL MOON DI E ROLLS (P2.231). 
I I I 18 1 

BATTERY = 3 
+ 1 TO DI E ROLL FOR QUICK REVERSE (C 1.36). 15-29 +2 

MOVES AFTER ALL NON- NI MBLE SHI PS HAVE (C 1.313). 30+ +4 

X-I SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
:Ri\·IiGE:~· .. }:::';;;·";':··::·V·>::o··"-::··I?:.··:t~::.t}· .. ;s:~;a:·V·>;':9::;··f5··/··:f6·:'-i·30:$: 3 i:,:!:i4o:: 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 ~ 

~ 
DAMAGE,STD NA 21 15 9 6 3 4 15-20 ~ DMGE, OVERLOAD 30 27 24 NA NA NA 5 21-27 L t R 
·SliC.'-E·SS i.Y:E,:VO(b[y::·DA t1fiGE·~·P..tRC·Elil.~G.ES,,;;··:.··:··::··:·,,::~·(·:·::,'·:,··:'::":'.:',// .. :'. 6 2B+ LR~ RR VOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHIELD 33.33" 66.67" 100" HET 

6IT REMAINING FIVE SHI ELDS 66.67" 33.33" 0" 4';,1% 

PHASER-l PHASER-3 

~~·~:t;· ~·~1:~~~):jm:f:~::::::?::~W:~~:~~~~~~:~NfJ{:~~~~~~:~;i 
NOTES: 

:~:Jf{::: ~~~:~:M~}~;,:::~:::·i):::J.!;::::g::l~:{~ 1. X-I BATTERIES HOLD 3 POWER EACH. 

1 9 8 7 6 5 5 4 3 2 1 1 
2. MAY FASrLOAD STANDARD LOAD 

1 4 4 4 3 1 1 X-SABOTS IN 1 TURN. 
2 8 7 6 5 5 4 3 2 1 1 - 3. ARMOR BOXES TAKES TWO 2 4 4 4 2 1 -
3 7 5 S 4 4 4 3 1 - - - DAMAGE POI NTS TO DESTROY. OJ 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 4 4 3 - - -
S 5 4 4 4 3 3 1 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 3 3 1 - - -

1/3 WARP MOVEMENT CHART 
·:~P'·f;~·O>? .. J:·~·:~:·~}{;.3/;A/·:·;;·~r;,·/·::J!f·:·~·:·;;1;·~·~·:~(f·:·/ -i.::··:·::"·:~:.:··:·:·:J.:·J-/~l··i:·;'··f~~·:·:/J·:~:'·:l··.$:'·::·:):·~:·::·~:::.1;::7/:(8.:·,:·;'1;;:·/.:·:·::·~Q·.:·;;~j;{;·i·~·::·::·/i..3.:.?24;·:·;.2·.5;·,:·;;·~:§::~i·~}·i·.i;I:·:·;:·;:·2.:~::·;:'~(f· 
Sbnd.lrd 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 10 
Fl'act. Y3 % 1 113 1% 2 2Y3 2% 3 3Y3 3% 4 413 4% s sY3 5% 6 6Y3 6% 7 1Y3 7% 8 813 8% 9 9Y3 9% 10 
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SHIELD "'6 

20 

SHI ELD "'5 

KREBIZ PINCER 
X-1 SCOUT CRUISER 

SHIELD "'1 

SHIELD "'4 

I I I I I 

NOTE: SENSORS ARE DESTROYED ON 
TORPEDO HITS; SEE (G24.0) 
FOR SENSOR RULES. 

SHIELD "'z 

SHIELD "'3 

SHIP DATA TABLE 

TYPE = SCX 
POINT VALUE = 195/135 
MOVEMENT = 1/2 
SHIELDS = 1+1+112 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 
REFERENCE = RH-1.226 
INTERNALS = 66/98 

1 ST GENERATION X-SHIP 

rn ITi II -llll,1 
BOARDING PARTIES 
I I I I I I I / I I 11Z1 

SHUTTLES TWO BAYS 
CNTR HIT POINTS TYPE 

SENSOR 
1616/41z101 

SCANNER 
10101113191 

DAM. CON. 
141412/2101 

EX. DAM. 
I I I I 1121 

PRODES 
11 I / I ,5, 

POWER CURVE 

WARP • 22 
IMPULSE = 4 
APR 0 
AWR 0 
TOTAL 26 
BATTERY = 9 

X-1 SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
·:R;\·NG £:·:·:·::··>::·:·,';:·,'::··.::·.:o::::·t·:·:::t~:"f·;·,'::S:·::';8:>:::··;9:~ :fS·:;:':f6S 3'(i:.~ 31:e"io:: 
HIT,STD NA 1-5 1-4 1-3 1-2 1 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA NA 

DAMAGE,STD NA 21 15 9 6 3 
DMGE, OVERLOAD 30 27 24 NA NA NA 

:S LiCC·E·SS i~·t·:YO(·tEY;·DIi MAGE·)·tRI!·ENtIiG.E:·S';·;·(/·:·'::':'::;·:~;.o::·~:/i-·';·>::·;'. 
VOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ElD 33.33% 66.67% 100% 
REMAINING FIVE SHI ELDS 66.67% 33.33% 0% 

2 
3 
4 
5 
6 

2-4 
5-9 

10-14 
15-20 
21-27 

28+ 

DD 

PHASER-1 NOTES: 1. COMMAND CAPSULE MOVEMENT COST r:oP~H~A~S!iE~R!!"-~3=~~...,."..~~'!'","lI 

;:':~'~:L .::·~~:1:~~~/i::}{:~{%:~~~~;{~;~~~:}:~1.:{~~:i:;};$W~~~t;:~:~~;; 2. ~S~~~t~~~LSD~::~1E: THE CRUISER ::Jt:m ~~:~:~i~;t(ii;$iI.~~~?l~~~ 
1 9 8 7 6 5 5 4 3 2 1 ( 1 12). NON-SHADED SHI ELDS ARE ON 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 1 THE CAPSULE (1 + 1). 2 4 4 4 2 1 
3 7 5 5 4 4 4 3 1 3. X-I BATTERIES I«>LD 3 POWER EACH. 3 4 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 1 X-SABOTs IN ONE TURN. 5 4 3 2 -
6 4 4 3 3 2 2 5. ARMOR BOXES TAKE TWO DAMAGE OJ 6 3 3 1 

1/2 WARP MOVEMENT CHART POINTS TO DESTROY. : ...... ;....~....;;.--.;.----..... 

(~P."f; ~·~)::·;':·:·;··':::·;~,'::·?::.3~··:'AX:·:/'ii:~··:"::·.~··/;.>:.1i/;·/~···/·:·:';::··:):Q::··:·:·:j.:··.t:·::·:1··~.:·:·\t,:-~:·:·:·~.:.l·:~~:""!;>}J:~~/.l;~:':f,·l·:8;\\.l:;~·:·~.:·.f,·~(f,,,;~··:i;-::.f,·~~'· .. ;.:~"2.3/Zj!(,·'·'.2·.5;/.~~:·~~: ,::~'~>;~'.~~:~;~~ :. 
Standard 1 1 2 2 3 3 4 4 5 5 6 6 7 7 8 8 9 9 1 0 1 0 11 1 1 1 2 1 2 1 3 1 3 1 4 1 4 1 5 1 5 
Fract. Y2 1 lY2 2 2Y2 3 3Y2 4 4Y2 5 5Y2 6 6Y2 7 7Y2 B 8Y2 9 9Y2 10 10Y2 11 l1Y2 12 12Y2 13 13Y2 14 14~ 15 
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SHIELD #6 

SHIELD #5 

KREBIZ CLIPPER 
X-1 SCOUT 

SHIELD #1 

~ SHIHD#4 ~ 
11111113 

NOTE: SENSORS ARE DESTROYED ON 
TORPEDO HITS; SEE (G24.0) 
FOR SENSOR RULES. 

SHIELD #2 

SHI ELD #3 

SHIP DATA TABLE 

TVPE = SClX 
POINT VALUE = 157/97 
MOVEMENT = 1/3 
SH I ElDS = 112+112+1/2 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 
REFERENCE = RH-l.227 
INTERNALS = 54/74 

1 ST GENERATION X-SHIP 

rn rill 1*1 II II 
BOARDING PARTIES 

I I I I I I I I I 1101 

SHUTTLES TWO BAVS 
eNTR HIT POINTS TYPE 

I I J I I 
I I I I I 

PROBES SENSOR 
16161412101 I" I I 151 
SCANNER 
10101113191 

DAM. CON. 
141212101 

EX. DAM. 

I I I 1101 

POWER CURVE 

WARP = 18 
IMPULSE = 4 
APR = 0 
AWR = 0 
TOTAL = 22 
BATTERV = 3 

X-I SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
:RA'NGt~} .. ::·}::··>;\\·:· .. ~O··~··li/·:t-i:~>;\S:~1i·;·}"~··:9:';·lS··:·..::·:f6·:S·3"O\ 31:~.tiO:: 
HIT,STD NA 1-5 1-4 1-3 1-2 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA NA 

DAMAGE, STD NA 21 15 9 6 3 
DNGE, OVERLOAD 30 27 24 NA NA NA 

:SliCtiE.Ssi.tE~YO .. t:~;1SA"'AGE:~P.tRG·ENT:IiG.E-S .. ;{;,../.:·.~·~i:·;·:;:i:·;· .. \· .. ;.>/::·.> 
VOLlEV 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ELD 33.33% 66.67% 100% 
REMAINING FIVE SHIELDS 66.67% 33.33% 0% 

1 2-4 
2 5-9 
3 10-14 
4 15-20 
5 21-27 

6 26+ 

BD 

PHASER-l NOTES: 1. COMMAND CAPSULE MOVEMENT COST 

~~rfi ~~l~J.!.~;W~·@~:~::@~2[~~j:{l~T:~~\1/~~it:~1~f~ 2. ~SH~b~D~~~~L~~~~~ 6~ THE CRUISER 
1 9 8 7 6 5 5 4 3 2 1 1 (1/2). NON-SHADEDSHIELDSAREON 
2 8 7 6 5 5 4 3 2 1 1 THE CAPSULE (112+1/2). 
3 7 5 5 4 4 4 3 1 3. X-I BATTERI ES HOLD 3 POWER EACH. 
4 6 4 4 4 4 3 2 4. MAY FASTLOAD STANDARD LOAD 
5 5 4 4 4 3 3 1 X-SABOTs I N ONE TURN. 
6 4 4 3 3 2 2 - 5. ARMOR BOXES TAKE TWO DAMAGE OJ 

1/3 WARP MOVEMENT CHART POI NTS TO DESTROY. • 

PHASER-3 

::::Wlt:: ·:·~~:{:r::~:;::~i:}i;:::·ii:::{~jt::;:)?~~X:: 
1 4 4 4 3 1 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 -
6 3 3 1 

·:SP'·f;~·I)··!"'..J·· .. ;<· :·:·:~·.:3::··~:·;iJX::·::::~:·~··~:':::~·;·.~~ .. :.1::··:·,,;:· .. ;If·:·/~\)·:o:::<\fJ·>;;l··~·:-i;'';;·~,:·:':{l·:~;··:l·.~:·:·::··;;J::fi·:·~·:~·1:~t·::~·(8;.:·;;·.i::;:·.:;::):~:Q··:·:'::·~··:1/::·~·~;·,,::·/i..3.:.:ii.~:·:·;.2.5::··X~~~:;~i·~·:;·~·.":·:·\/"i,:;t;~~: 
st~nurd 1 1 2 2 2 2 3 3 3 4 4 4 5 5 5 6 6 6 7 7 7 8 8 B 9 9 9 10 10 10 
Fract. Y3 % 1 lY3 1% 2 2Y3 2% 3 3Y3 32/3 4 4Y3 41'3 5 sY3 5% 6 6Y3 6% 7 7Y3 7% 8 8Y3 8% 9 9Y3 92,1, 10 
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KREBIZ PINCER 
DEf'SAT MAINTENANCE CRUISER 

SHIELD "6 SHIELD"1 SHIElD#Z 

I 1 1 1 I 

13 13 

SHIELD #5 SHIELD #3 

SHIELD "4 
11 I I I I I 11 

SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
:RA'NG r:;':'::»>"::>::':O'~:1?\2:'~::4>:':'::5':"::8:'/':":::9:~·t5,:··:::f6'+3·O:', 
HIT,STD NA 1-51-4 1-3 1-2 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

'SliCeE'55 j,Y, E'·, YO l:t:E;Y.'·DA MAG (,:i>.E:RG,E NT:AG,ES .. ;:-/:,:·:>:,::,:', 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ElD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 

PHASER-1 

.. ~Jr~:: ·::,~'1:~J,}~:{",:·:~,::::~~::~;', .... )~~;::?::~;·:i~{:lt~~>·:~M'~1~;:'; 
198765543211 
2876554321 
375544431 
4 644 4 4 3 2 
5 544 4 3 3 1 
6 443 3 Z Z 

1/3 WARP MOVEMENT CHART 

1 2-4 
2 5-9 
3 10-14 
4 15-20 
5 21-27 
6 20+ 

HET BD 
11% 6rT 
PHASER-2 

::3J:·f(::: :r;M~~::~·::;i·:,:·;f~t}~t>r:~::~)~6(t#~~J:~}\: 
165543211 
265442 1 
36444 1 
4 5 4 4 3 1 
55433 -
65333 -

SHIP DATA TABLE 

TVPE = DSMA 
POINT VALUE = 90 
MOVEMENT = 1/3 
SHIELDS = 112+112 
LIFE SUPPORT = 112 
SIZE CLASS = 4 
REFERENCE = RH-L 150 
INTERNALS ::: 61/77 

REFIT = +3 
WIO CAPSULE ::: 55 

CREW UNITS ru 1"1 1 1 1 1 1 1 1 1 

BOARDING PARTIES 
I I I I I I I 181 

TRANSPORTER MINES 
[]TIl [ill] 
SHUTTLES TWO BAYS 

eNTR HIT POINTS TYPE 

I I I I I 
J I I L I 

PROBES SENSOR 
16161412101 111 I 1 151 

SCANNER 
10101113191 

POWER CURVE 

DAM. CON. 
141212101 

EX. DAM. 
1 I 1 191 

WARP = 
IMPULSE = 
APR = 
AWR '" 
TOTAL = 
BATTERY = 

14 
6 
0 
0 

20 
Z 

NOTES: 1, THE CAPSULE MOVEMENT COST 
IS 115 WHEN SEPARATED. 

Z. SHI ELDS ARE ON THE CAPSULE. 
3, SHADED PH- Zs ARE PH-l sON 

THE REFIT. 

::.~ 
PHASER-3 

:~jlf::: ~i~:m~::~;i~~:::·~,<i::%::jl:i~;:{::~i:;:; 
1 4 4 4 3 1 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 Z 
6 3 3 1 

.,:'~ p.'t;~'~:·:':):;·':'0::i~,/·:::,3;·:\4/-'::'·:'~%,·):,.~,,/,::,7:'>:{::~"'::;':C ':::,.:::,f!):.:,:j:'"i;-,:':·::·:l·,?,:::J;, ~,/,t,l:ii::·~l ... ~/)::!i,:,;'·::::·l;i:,/1:'8.:,:;;··l::;:'::-;::,,::'Z:q.,:'%·zj;·>::·~·~·:'>:',/2.3;)2.4.:,:';.2,.5::·X~:~/~,l.,>l~"in/·Z:~·~':~~l'r 
Standard 1 1 Z Z Z Z 3 3 3 4 4 4 5 5 5 6 6 6 7 7 7 8 8 8 9 9 9 1 0 1 0 1 0 

Fract. Y3 % 1 lY3 1% Z zY3 Z% 3 3Y3 3% 4 4Y3 4% 5 5Y3 5% 6 6Y3 62! 7 7Y3 72! S SY3 S% 9 9Y3 9% 10 
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KREBIZ CLIPPER SHIP DATA TABLE 

TYPE = DSML DErSAT MAINTENANCE CRUISER POINT VALUE = 65 
MOVEMENT = 1/3 
SHIELDS = 112+112 

SHIUP "'6 SHIELD #1 SHIE~ #Z LIFE SUPPORT = 1/2 
[1 I I 1 [I 1 1 1 1 1 1 I 1 1161 

I- SIZE CLASS = 4 '-

l- I- REFERENCE = RH-1. 159 
,.- 4'H-ZrnPH) I- INTERNALS = 52/62 

..- FH m III FH I- REFIT = +3 

-

'§\~IS 
I- WIO CAPSULE :;;;: 30 

- I-
CREW UNITS - - I I I 1*1 1 1 1 1 1221 

1 1 - '-

- , TR~ IMP TAA'~ '-

- B~~ FA ~. Fti D FA ~~T r- BOARDING PARTIES 

- '- I I I I I 16 1 - II] m 
13 ~ ARMOR 360' 

ARMOR 

ffij (fE3 -- TRANSPORTER MINES SHTL PH'Z SHTL [ill] ITTIJ LS DfW4,lD RS 

PH-3 BTY TRAC AUX TRAN LAB PH-3 SHUTTLES TWO BAYS 
SHIWl #5 ~DDDDD~ SHIE!£. #3 eNTR HIT POINTS TYPE 

LS ~FT HUL~' RS 
J J J - §:3 IIIII rn r-

I I I I I - IMPULSE -- OJ - SENSOR PROBES - - 1616141zI 0 1 II I I I 151 - - L WARP RWARP r---
- - ~ - SCANNER POWER CURVE 

SHIELD #4 1010lq 3 19 1 - 11 1 I I I I I I I I 1101 
~11 WARP = 10 

-- L-._ DAM. CON. IMPULSE = 6 

"NIMBLE SHIP BENEFITS (LOST IF CRIPPLED OR BROKE DOWN) 141zIzi 0 1 
APR = 0 
AWR = 0 

REDUCED COST OF ERRATIC MANEUVERS - EQUAL TO 3 HEXES MOVEMENT (C 1 O.IZ). 
EX. DAM. TOTAL = 16 

CAN USE ERRATIC MANUVERS UNDER WILD WEASEL AT SPEED 0 OR 1 (C10.54, 
I I I 171 

BATTERY = 1 
2 HET BONUSES (C6.521) C2.42, C 10.12). 
CAN MAKE 1"11 D- TURN SPEED CHANGES EVERY 6 IMPULSES, 4 MAX/TURN (C1Z.31). 
- I FROM DI E ROLL FOR SMALL TARGET MODIFIERS(EI.7). NOTES: 1. THE CAPSULE MOVEMENT COST 

ASTEROI D DAMAGE (P3221) RANGE ECM BONUS 
IS 1/5 WHEN SEPARATED. 

RING DAMAGE (P2223). 2. SHI ELDS ARE ON THE CAPSULE. 
+ 1 ON SMALL MOON DI E ROLLS (PZ.Z31) 0-14 NONE 3. SHADED PH- Z3 ARE PH- 13 ON 
+ 1 TO 01 E ROLL FOR QUICK REYERSE (C 1.36) 15-29 +2 THE REFIT . 
MOVES AFTER ALL NON- NI MBLE SHI PS HAVE (C 1.313). 30+ +4 4. CAN MAKE POWERED LANDI NGS. 

SABOT COMBAT TABLE TURN MODE B WEAPON ARCS 
·:Ri\·NG E'>::':','i>:::"/,'::/'>::O"::':' I::'~':':2:'~::4>::>:: 5:::'::8:'>::';:9 :sfs>:::f6':S--3'0:'· 1 2-6 
HIT, STD NA 1-5 1-4 1-3 I-Z 2 7-12 

.$~ 
HIT, OVERLOAD 1 -6 1-5 1-4 NA NA 3 13-19 (i) DAMAGE , STD NA 16 lZ 8 4 4 20-26 
DMGE, OVERLOAD 28 Z4 ZO NA NA 5 27+ 

:SliCC·E·SS i.y.E'YO (·trY:·DA MAG ['j>.f:.ilt-E NT:AGE'S':'>":~"'" NIMBLE SHIP LR~RR VOLLEY Znd 3rd 4th+ ht 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% HET BD 
REMAINING FIVE SHI ELDS 75% 50% Z5% 0% ml% 6r! 

PHASER-I PHASER-2 PHASER-3 

:~':J:fC ::·~t::~:~.~·::~k:·{:::.~~·:?·~;::::};:~i}::::.:~~~:::::i~·:?:~~~t·::·:~ij;;':~:~\::· :::JI8 :;::~tri\:~·::;¥:::::::;~:W~~:::l;AJ~:M~~J:}·~~&::::::·:: ::::JIb: :;~1:r:Mi::;:~~:::,'g:'~::~::X:i!::;~:}:r~::::: 
I 9 8 7 6 5 5 4 3 Z 1 I 1 6 5 5 4 3 Z 1 1 1 4 4 4 3 1 I 
Z 8 7 6 5 5 4 3 Z I I - Z 6 5 4 4 Z I 1 - Z 4 4 4 Z I -
3 7 5 5 4 4 4 3 I - - - 3 6 4 4 4 1 1 - - 3 4 4 4 I - -
4 6 4 4 4 4 3 Z - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 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 
~';; 'p.t; ~.~::::·.;'J:;:·:-:t-:·;.:;.3:::::·;4/ ·:::·: f>:·;·:·:::-'4/·::.7:::.\:~' .. :::.:: '):::::.I:~>:::j.: ·t::·::-: 1·Z·:·:·:j.:· ~:·:·;·.::.I·:~:'··:1··.~:·:·::··:;J:-'fj·:::·/·1::·~.:;'::·i-:8.:·.::'::·.l::;:··:-;;;:::·z:q.·::·::Z··:l/· : ~'~;': ::.::.:'i" 3;··/i.;~f;.2·.5:'/;·Z:~ :.:; ~j. ./.~ .. ~:.:.;.~.:::z: ;{.::.~ Q.: 
Stand~rd 1 1 Z 2 2 Z 3 3 3 4 4 4 5 5 5 6 6 6 7 7 7 8 8 8 9 9 9 10 10 10 
Fract. Y3 % 1 IY3 12!~ ZY3 Z% 3 3Y3 3% 4 4Y3 4% 5 5Y3 5% 6 6Y3 6% 7 7Y3 7% B 8Y3 8% 9 9Y3 9% 10 
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KREBIZ B]"TTLE CONTROL DRE]"DNOUGHT "HIP DATA TABLE 

TYPE = DNB 
POINT VALUE = 235/163 

SHIELD "6 SHIELD "'1 SHIELD "'2 MOVEMENT = 1+1/2 

I I I 1 1 I I 1 I 1 1 I 1 1 I I 1 1361 

SHIELDS = 1+2 
LIFE SUPPORT = 1+1/2 
SIZE CLASS = 2 FH 

L PH-l SABOT PH-l "' REFERENCE == RH-1.151 

FH llIllil rIm LililiJ fH INTERNALS = 141/171 
-" SHUTTLE REFIT = +13 

1= = = =1 1= = = =1 WIO CAPSULE = 90 

= = =1 1 = = = CREW UNITS 

~ir 
BRI DGE 

iThtt HJ]] I I I I I I CD 
-.g )EEl'ED' §:3\ L-.g 

TRAC 
I I I I 

SABOT C WARP 
SABOT BOARDING PARTIES 

fH:£] l J [£HA ELI 116fI 
I I I I rn 

ARMOR ARMOR 

~ ~ 
OECK CREWS 

EI 1 I I 1181 
I I I I I I 

SHTL PH-2360' SHTL 

D ~ D TRANSPORTER MINES 
[ Rlil R I R I R 1 R I D I D I D I D I D I D I 

PH- 2 LS TRAC BTTY AUX CON BTTY TRAN PH-2 RS 
S;lliEj2 #5 E2lI2) CD CD IT] IT] IT] mEl! SHI~;'3 SHUTTLES 3 BAYS + 2 TUBES 

CNTR HIT POINTS TYPE 
I-- - ARMOR AFT HULL ARMOR - I--

~DIIIIIII2I'D'~ I- - - l-
I-- - - I--
I-- - \ RH ADD lAB ADD RH I - I--IiH_l ' LU, 1 JH-~ • I-- r- - I-

SENSOR PROBES 
I-- r-

,,':~ "':1 1 1::IJ1!.R~ " 
- >-

[61615]4121:0.] 111 I I 151 I-- I-- - -
I-- I-- - - SCANNER POWER CURVE 

I-- r- - - ralol 11 3 15 19 1 WARP = 48 
.... I-- r- - IMPULSE = 4 

DAM. CON. APR = 0 - I-- l WARP RWARP r- - 16141412121~ AWR = 0 
=52 - I-- I-- - TOTAL 

- I-- I-- - EX. DAM" BATTERY = 4 

I I I I I 1 I SHI ELD "'4 

1 I I 1 I 1301 
I 1 I ] I~ REF IMP = 2 - ~ I I I I I I-- 30 

-'- '-- ANTI-DRONES DOUBLE RELOADS 
11 6 <';':1 I 12 

NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 112 WHEN SEPARATED" 2 6 -:.;.: 
2, SHIELDS ARE ON THE CAPSULE. 
3" SHADED BOXES ARE THE REfiT ":;:~~ ~G(\\:O/\\I}/::'{;t/\("t!"'\,(~*-.,~ 
4. SHADED PH- 2s ARE PH-ION THE REfiT" HIT .. - 1-2 1-3 1-4 -
5" THE REfIT ADDED 6 ROUNOS OF ADD AMMUNITION" 

SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
~RANG £"":"::"".:.;::/'>\i:O"'"-;"'l::/-:t~:4:; :S"-;8:>:i/9:'+(5"">\f6\30:"" I 2-4 
HIT, STD NA 1-5 1-4 1- 3 1-2 2 5-8 

~$ft 
HIT, OVERLOAD 1- 6 1-5 1-4 NA NA 3 9-12 

Ci DAMAGE, srD NA 16 12 8 4 4 13-17 
DMGE, OVE~lOAD 28 24 20 NA NA 5 18-24 W · l ~ R S uce' [55 i-it:vo IifE"v.iDA MAG ["- i>.ERCE NT:'AG.ES::"/">;~:>:-: 6 25<-
VOllEY 1 st 2nd 3rd 4th+ lR RR 

ACTIVATED TARGET SHI ElD 25% 50% 75% 100% fir BD RH 
REMAINING fiVE SHIELDS 75% 50% 25% 0% 7Y2 5-6n=-

PHASER-l PHASER-2 PHASER-3 

:~":jf[; ':~t~~'~t~'i};~t{:'~ti:i~'-'-~)-'f~~{?~\t')~M!:~";~;" :~':J:'~:(.:: :;:;:~t;i~:~':~:::' '~:?~tt~:f~:}~k6~"}'~1~\{: :~":J"~h :·~~::~M"~:~:;:;f~@;:::;;:;;:Kfi:;{: 
1 9 8 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 2 1 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 -
3 7 5 5 4 4 4 3 1 - - - 3 .5 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

1+1/2 WARP MOVEMENT CHART 
):':;;'P.f H)::": .:: .. :.~:-.:: :»/·\::?/'~·;.3/·\~" ;si:({:·.;:'(":\:lf/'.':~::""::.1:0: iii .:·.\?/J:~'/·:"):ii;'J,~; ·~:'·~·:-:j;t))j./::.i;~/:'/'Z·o zj ";~~ i)~ 3;"/iA-:2"5 '>?f.;/~'l/ ?Jr:::-/z~:-:":":~ (I; :<.~.~: .. ::.~.~.: 

Standard 2 3 5 6 8 9 11 12 14 15 17 18 20 21 23 24 26 27 29 30 32 33 35 36 38 39 41 42 44 45 
Fract" lY2 3 4Y2 6 7Y2 9 lOY2 1213Y2 15 16Yz 18 19Y2 2122Y2 24 25Yz 27 28Y2 30 31 Y2 33 34Y2 36 37Yz 39 40Yz 42 43Y2 45 
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KREBIZ HEAVY CAPSULES 

HEAVY SCOUT CAPSULE SPY CAPSULE 

SHillQ ... :"6 SHIELD "'I SH~~2 SHillQ..'" 6 SHIELD"'1 SHlIl-~2 

1 I I I I I I I 1181 
1 I I I I I I I I I I I 1241 

- - I- - - - - -
- - I-- - - - -
- - I- - - - SABOT FH - -
- - I-- PH-l [TII] PH-l - - BRI DGE r- -

FH[H rnFH CD BRI DGE - 14 PH-l PH-l r- 14 EB FH[]] [l]FH -- SENSORS ....... -
ZO HULL HULL 20 

HULL BiB HULL 

f9 f9 ~ ~ 
IMPULSE 

3 4 IT] 
IMPULSE 

S,!!!?1P #5 CD SHI~~3 SHI ELD "'5 TRAC SENSOR TRAC SHI ELD #3 

1&1 rn 1&1 r- r- C WARP r- r- CWARP 
I I I r- r- r- r- I I I r- r-r- r-

SHIELD #4 r- I- SHIELD "'4 r- r-
r- r;z I I I I I 11z1 

- r- I I I I I I I I 1181 1 lZ 18 18 .............. _ ....... 
POWER CURVE POWER CURVE 

WARP = 3 CREW HET WARP = 4 CREW HET 
IMPULSE = 2 I 1*1 I I 16 1 III IMPULSE = 2 I 1*1 I I I I 18 1 III 
APR = 0 APR = 0 
AWR = 0 BOARDING PARTIES BD-6 AWR = 0 BOARDING PARTIES BD-6 
TOTAL = 5 [IT] CD TOTAL = 6" I I I I I 161 CD 
BATTERY = 0 BATTERY = 0 

SHIP DATA TABLE SENSOR SHIP DATA TABLE SENSOR 

TYPE ;:;: C-SCA 161210 1 TYPE = C-Spy 16 1S1 z 10 I 
POINT VALUE = 60/40 SCANNER POINT VALUE = 1 10/90 SCANNER 
MOVEMENT ;:;: 1/5 10 1319 1 MOVEMENT = 1/5 10 13 15 19 1 
SHIELDS ;:;: 1 + 1 SHIELDS = 1+1 
LIFE SUPPORT ;:;: 1/2 DAM. CON. LIFE SUPPORT = 1/2 DAM. CON. 

SIZE CLASS = 5 [ill] SIZE CLASS = 5 [ill] 
REFERENCE = RH-1. 139 EX. DAM. REFERENCE = RH-I.140 EX. DAM. 
INTERNALS = 19 [IT] INTERNALS = 24 mJ 

SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
·:RA'NG E:·:?·::··:·'·:·;//O·::':··I:·>::2:·~:'f::·>::5:·::'::8:··>::·:·';:9::;··f5·/~f6·::;··3·ci:·· NOTES, 

1 2-4 1 THESE CAPSULES 
HIT, STD NA 1-5 1-4 1-3 1- Z DI D NOT CARRY 2 S-B FH 
HIT, OVERLOAD 1 - 6 1-5 1-4 NA NA TRANSPORTER BOMBS. 3 9-12 

'$)' ~ 
DAMAGE, STD NA 16 12 8 4 2. THESE CAPSULES CAN 4 13-17 
DMGE, OVERLOAD 28 24 20 NA NA LAND ON PLANETS. S 18-24 L t R 

:5 LieGE·s5 i.Y.·E~:VO ll[Y~:·DIi MAG EJ'[RC·ENTAGE·S·::··:··:·;:··:·\·::':·· 6 2S+ LR~RR VOLLEY 1st Znd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25% SO% 7S% 100% HET BD RH 
REMAINING FIVE SHI ELDS 75% 50% 2S% 0% SEE CAPSULES ABOVE 

PHASER-l PHASER-2 PHASER-3 

:::&J'f.f ::~M:;:~:;:.:·f~:·:;>rg::·:f.i~:::::,:~:~?'::::·:::~j:(~~{···~t~r:::·~M··::~~\:< :::6~:f,· }~t::\1~:r:i::·%:~·~::.::lf.&f·~:::;:;~6~<~m:? .:&J{L. ~~M:t:j}::~::·M;'i/}::jt:::::j.)1-4}{:: 
1 9 8 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 Z 1 1 1 4 4 4 3 1 1 
2 8 7 6 S 5 4 3 2 1 1 - 2 6 5 4 4 2 1 1 - 2 4 4 4 Z 1 -
3 7 S 5 4 4 4 3 1 - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - S 5 4 3 3 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

l/S WARP MOVEMENT CHART 
,~·~p.:E~·~:·:·;A::·;·):·:~·:~;·:·:'.3~·:·:·;;4:~;··/{~·;;,:·:::i:".//.1:./.:·::~·.::;·:~::::·I·:!t:··:··:j.:··f·:·::··:l··~·:·:·;··t ~i·:{.1·,~::·;1··.$:~::'::J::fj·:·;"/·1:~:/"":8:/1;;:./::::·i.:q·,~'::·i.j;·::~·~;·:::·/2.3.:)'2.:~:·.:·)~·.5;·.:·:~.~~:·:·;~i·:·:·;·~·.iJ::·;·:>:i.;:·;>:·~q·: 
Standard 1 , 1 1 1 2 2 2 2 2 3 3 3 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 
Fract. Ys % % ts 1 ,YS '% l%lts 2 zYs Z%2% zts 3 3YS 3%3% 3ts 4 4YS 4% 4% 4ts 5 5YS 5% 5% 5ts 6 
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KREBIZ CL.AW HEAVY SCOUT CRUISER 

SHI ELD "'6 SHIELD "'I SHIELD "'2 

1 1 I 1 1 

14 14 

SHI ElD "'5 SHIELD #3 

SHIELD "'4 

1 I 1 1 I 12 

NOTES: 
1. COMMAND CAPSULE MOVEMENT IS 1/5 WHEN SEPARATED. 
2. SHI ElDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE THE REFIT. 
4. SHADED PHASER- 2s ARE PHASER-ls 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 
:RANGE:··:··;··: .. ;·/·>?·;·>::··>::O··;:'::·l/·::··:·t~:"f";·:·/5:·;';8:·:· .. \ .. ;':9:+i5·/·:f:6:~·3li:·. 1 2-4 
HIT,STD NA 1-51-4 1-3 1-2 2 5-8 

SHIP DATA TA8LE 

TYPE = SCA 
POINT VALUE = 162/142 
MOVEMENT = 1 
SHIELDS = 1/2+112 
LIFE SUPPORT = 1 
SIZE CLASS = 3 
REFERENCE =RH-L 155 
INTERNALS = 97/127 

REFIT = -1-13 
WID CAPSULE = 90 

rn trr 11111I1 

BOARDING PARTIES 
I I I I 1 I I I I 1101 

TRANSPORTER MINES 
IRIRIRIRII ~D~I~DI~D~ID-I 

SHUTTLES TWO BAYS 
CNTR HIT POINTS TYPE 

I I I I I 
I I I I I 

SENSOR 
1616141210/ 
SCANNER 
10101113191 
DAM. CON. 
14141212101 
EX. DAM. 
I I 1 / 1181 

PROBES 
111 I I /sl 

POWER CURVE 
WARP • 33 
IMPULSE. 4 
APR 0 
AWR 0 
TOTAL 37 
BATTERY = 4 
REF IMP = 2 

ANTI-DRONES DOUBLE RELOADS 
1 I I to Em;!. I I I 112 

2 I I 6 Emili I I I 

·;·:~~~Ii~\::·:··::O;·/:··:~:l;·~~:.:~~.:~~·:~~:.:::·:~:\~:.~*.~ 
HIT # - 1-2 1-3 1-4 -

HIT,OYER"LOAD 1-6 1-5 1-4 NA NA 

DAMAGE,STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:SUCc"E·SS iY:E\yo(ft(DIir1AGCPE:.RCEN"(AG.E-S .. ;;-'·::·,:''';-':'/'::'':·' 
VOLLEY 1 st 2nd 3rd 4th+ 

FH 

::.~ 
3 9-12 

~$L:: 4 13-17 
5 18-24 
6 25+ 

ACTIVATED TARGET SHI ELD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 

PHASER-l 

;::J~L ·::·:t::jY:~:{~:::?{~·)~:::~ig~}:::~::~~;'::::~:~:}~\t:?~ij~:;.~:~\i 
198765543211 
28765543211 
375544431 
46444432 
5 544 4 3 3 1 
6443322 

Copyright © 1997 Companion Games 

HET 80 RH 

PHASER-2 

?fJ{::t.:: g~:)::j~::(\~Ww.;~::::~t.:ff~:~t~~~:~~~~~f.::::: 
165543211 
26544211 
3644411 
45443 1 
55433 -
65333 -

PHASER-3 

f:~t::i:::: ~~~f;:}~:~~~~~tHtt~~;,~{~ 
1444311 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 -
5 4 3 2 -
6 3 3 1 
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KREBIZ MANDIBLE MEDIUM SCOUT SHIP DATA TABLE 

TYPE = SCM 

SHIELD #6 SHIELD #1 

I I I I I 
SHIELD #2 POINT VALUE = 1421122 

MOVEMENT = 213 
SHIELDS = 1/2+1/2 
LIFE SUPPORT = 1 
SIZE CLASS = 3 
REFERENCE =RH-1.165 
INTERNALS = 63/109 

REFIT = +13 
WID CAPSULE = 70 

I rn l=rr 111111,,1 
14 BOARDING PARTIES 

SHIELD #5 

IMPULSE 

1::m:1 I l:mO 

SHIELD #4 
12 I I I I I I I I I I 1121 

NOTES: 1. COMMAND CAPSULE MOVEMENT IS liS WHEN SEPARATED. 
2. SHI ELDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE THE REFIT. 
4. SHADED PHASER-2s ARE PHASER-ls ON THE REFIT. 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 
6. SENSORS ARE DESTROYED ON TORPEDO HITS. 

SA80T COM8AT TA8LE TURN MODE D 
1·:Ri\·MGE:··,,,:\:,;;:~,,:~;:.'/··:·'::O·~:·I::~'::··:2:~:4>:~·;:S:~~>:·/·:9:~·1·5··/-':t:iti·'·o:· 1 2 - 4 
HIT,STD NIt 1-5 1-4 1-3 1-2 2 5-8 
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 3 9-12 
DAMAGE, STD NIt 16 12 8 4 4 13-17 
DMGE, OVERLOAD 28 24 20 NA NA 5 18-24 
:sticIiEssi.tE~YO Iil:.tY~DIi I'iAG[:p.tRt·ENtIiGtS .. ~~· .. ~~~:··>;~ .. ~·:·. 6 25+ 
VOLLEY hi 2nd 3rd 41h+ 
ACTIVATED TARGET SHI ELD 25~ 50~ 75~ 1 OO~ 
REMAINING FIVE SHIELDS 75~ 50~ 25~ O~ 

PHASER-l 

'~':~li; :~~~~~~f.~·~iC~·::;:}f*:W~f~*~1;:~:~~:~t:~Jit{~~j.::fi~1i; 
1987655432 
2876554321 
37554443 I 
4 644 4 4 3 2 
5 544 4 3 3 I 
6443322-

2/3 WARP MOVEMENT CHART 

I 
2 
3 
4 
5 
6 

8D 

SHIELD #3 

12 

WEAPON ARCS 

4 3 
4 2 
4 1 
3 1 
3 -
3 -

I I I I I I I 181 

SHUTTLES TWO BAYS 
CNTR HIT POINTS TYPE 

I I J I I 
I I I I I 

PROBES SENSOR 
16161412101 II I I I 151 
SCANNER POWER CURVE 
10101113191 
DAM. CON. 
14141212101 
EX. DAM. 
I I I I 1181 

WARP ~ 

IMPULSE ~ 

APR ~ 

AWR ~ 

TOTAL ~ 

BATTERY = 
REF IMP = 

25 
4 
0 
0 

29 
3 
2 

ANTI-DRONES DOUBLE RELOADS 
1 I I 6 in;;" I 12 
:..:.~~~~ (.:·:'::·.iJ::·:·;·::':\I.:·:).):·'1/:).:<·:·~.::\·:::i!I·:io.:-;· 

HIT # - 1-2 1-3 1-4 -

PHASER-3 

·~":j{f::: ::~~:,~M!::::::·~?:·;:::~·~::·:·:::{jt::w}~~m 
1 4 4 4 :3 1 1 
2 4 4 4 2 I 
3 4 4 4 I 
4 4 4 3 
5 4 3 2 
6 3 3 1 

.. t:t :·/·.W;::· .... ~~·\.:3::··:·:.;;4.:::·.~;:.~5:::·;· .... ~·}}:.'1.:·./:· .. ;~··:·;~·:··~:::··~;1".P.~·>\ :" :,:·SI·.2.:-%-J3.:·:::·;::I:iiJ,::;1·, :.:\',1:' :::·.-:::·.I:~:):·I·:"8.:·./.1;·t·/·::~:Q/·zj/·::~·~:::/2.3.:/2.:4.:·.:-;'2·.5::··/tt1:·::~l.·/'~·.":·:·/';-ii~:~·::·~(f 
Syrut.rd I 2 2 3 4 4 5 6 6 7 8 8 9 10 I 0 II I 2 12 13 I 4 1 4 1 5 16 1 6 1 7 1 8 1 8 1 9 20 20 
Fraot. % lY3 22%3Y3 4 4%5Y3 6 62;3 7~ 8 8 2;3 9~1010%11Y31212%13Y314142/315Y31616%17Y31818%19Y320 
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KREBIZ CLAW' Spy CRUISER 

SHI ELD "'6 SHIELD "'1 SHI ELD "'2 

I I 1 1 1 124 

SABOT FH 
PH-l lIm PH-l 

fHH) BRIDGE fEfH 

HULL EE HULL 

tglrnEtg 

TRAC SENSOR TRAC 
1;][mJ1;] 

20 20 

PH-2 360 0 

f$.tM 
BHY AUX CON BHY 

CD CD CIJ 

SHI ELD "'5 SHIELD #3 

SHIELD -4 

NOTES: 
1. COMMAND CAPSULE MOVEMENT IS 1/5 WHEN SEPARATED. 
2. SHIELDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE THE REFIT. 
4. SHADED PHASER- 23 ARE PHASER-ls ON THE REFIT. 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 
6. SENSORS ARE DESTROYED ON PHASER HITS. 

SABOT COMBAT TABLE 
·:RA·NGE:··:·",:·:··/~··>/,::·->::·:·.)j·+::·1?::··:t1::4/·>::5:·l.;8>:·~·.}9::?t5·.:.::·:f6·::;··3·0:·· 

HIT, STD' NA 1 - 5 1 - 4 1- 3 1- 2 
HIT,OVERLOAD 1-61-51-4 NA NA 

DAMAGE, STD NA 16 1 2 a 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:SOCG'Essh~E<YO Ii-fE.V.::··DA MAGE?P..E.RCENT:t\GtS) .. ::·;~:··:.-:::/·:·. 
VOLLEY 1 st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% 
REMAINING FIVE SHI ELDS 75% 50% 25% 0% 

PHASER-1 

!:':J:'~:h :~~1::~r~{~}~?::~:~&:~r?~i:~~;::~j~/·~;~·M~~t:::::-:~~~::::~.~~!: 
198765543211 
28765543211 
375544431 
4 644 4 432 
5 5 444 3 3 1 
6443322-

Copyright @ 1997 Compenion Gemes 

TURN MODE D WEAPON ARCS 
1 2-4 
2 5-6 
3 9-12 
4 13-17 
5 16-24 
6 25+ 

PHASER-2 

::":J{ig }~:t::(i~j:@:::;~;'~~lP:::;:~~:ftft~Qt~::~~~~:{ 
1655432 
2654421 
3644411 
45443 1 
5 543 3 -
65333 -

SHIP DATA TABLE 
TYPE = SPYA 
POINT VALUE =200/180 
MOVEMENT = 1 
SHIELDS = 1 + 1 
LIFE SUPPORT = 1 
SIZE ClASS = 3 
REFERENCE =RH-L154 
INTERNALS =102/132 

REFIT = +13 
MRS = +6 ell. 
Wlo CAPSULE = 90 

rn l:nJ IIIIII 
BOARDING PARTIES 

~ 1 I I I I I I 
14 

TRANSPORTER MINES 
IRIRIRIRI ~ID~I~DI~D~I~DI 
SHUTTLES TWO BAYS 

eNTR HIT POINTS TYPE 

I III I 
I I I I L 

MRS SHUTTLES I CTR I .,T POINTS I 
: : I I 1 1 1 1 1 1 I: ~: 
SENSOR PROBES 
1616151412101 111 I I 151 

SCANNER POWER CURVE 
I 0 I 0 I 11 315191 WARP • 34 

DAM. CON. 
14141212101 

EX. DAM. 
I 1 I I 1211 

IMPULSE. 4 
APR • 0 
AWR .-.Q. 
TOTAL = 38 
BATTERY = 4 
REF IMP = 2 

ANTI-DRONES DOUBLE RELOADS 
I I 6 Ili;!!I I I 12 

21 1 1 & "';!iII 1 1 1 

::.:{i~f!i~(~·/:t(:::::·:.:~I~:::':·:':/·~~·:·2~;~:·3:\:;.·i!t~:·! 
HIT _ _ 1-2 1-3 1-4 .;. 

PHASER-3 

?fQ~:'i~ ~~:~ff.~~i{i{?i:·f$;?i.t:~%i~~~~: 
1 444311 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 -
5 4 3 2 -
6 3 3 1 
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KREBIZ MANDIBLE SPY CRUISER 

SHIELD #6 SHIELD #1 SHIELD #2 

I I I I I 

SABOT FH 
PH-l []TI] PH-l 

FHB) BRIDGE ffiFH 

HUll 83 HUll 

tgl[[jEtg 

TRAC SENSOR TRAC 

IdJrmJldJ 
20 

SHI ElD #5 SHIELD #3 

IMPULSE 

Im~!1 I Im!!!1 

SHIELD #4 

I I I I I I I I I I I I I I I 1181 18 

NOTES: 1. COMMAND CAPSULE MOVEMENT is 115 WHEN SEPARATED. 
2. SHI ElDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE HiE REFIT. 
4. SHADED PHASER- 2s ARE PHASER-Is ON THE REFIT. 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 
6. SENSORS ARE DESTROVED ON TORPEDO HITS. 

SABOT COMBAT TABLE TURN MODE D 
1 2-4 
2 5-8 
3 9-12 
4 13-17 
5 18-24 

WEAPON ARCS 
f:OMGE"··:,:;':·,::··>::··:,,;,:·.·;,/··:..::O·:;';··I;-':·::··:2>:4:t .. ::5.·~;6>·:··:;':9:S"1:5·:;;-:f6:S··30:·. 
HIT,STD NA 1-51-4 1-3 1-2 
HlT,OVERlOAD 1-61-51-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:SliCI"E·ssi.tE·,:Ylilt~;-oAt1AGf?P..f:.RC·ENtl\ii;ts;:~·,,;·-/··: ... ;.:.}. 
VOllEY 1 s1 2nd 3rd 41h+ 
ACTIVATED TARGET SHI ElD 25% 50% 75% 100% 
REMAINING FIVE SHI ElDS 75% 50% 25% 0% 

PHASER-l 

:::A:ft :~~~~~t·:~[i::y::~::~~:w.~J~i~t:::~t.::i::~~t~t~{~w.~:~$~1; 
1987655432 
2876554321 
375544431 
46444432 
55444331 
6 443 3 2 2 

2/3 WARP MOVEMENT CHART 

6 25+ 

1 
2 
3 
4 
5 
6 

6 5 5 4 3 
6 5 4 4 2 
6 4 4 4 1 
5 4 4 3 1 
5 4 3 3 
5 3 3 3 

2 
1 
1 

SHIP DATA TABLE 

TYPE = SPVl 
POINT VALUE = 180/160 
MOVEMENT = 2/3 
SHIELDS = 1+1 
LIFE SUPPORT = 1 
SIZE CLASS = 3 
REFERENCE =RH-L 164 
INTERNALS = 88/114 

REFIT = +12 
MRS = +8 e8. 

WIO CAPSULE = 70 

OJ l:rr IIIIIII 
BOARDING PARTIES 
I I I 1 I I I 1 I I 1121 
TRANSPORTER MINES 
IRIRIRIRI ~ID~I~DIr-DTI~DI 
SHUTTLES TWO BAYS 

eNTR HIT POINTS TYPE 

I I II I 
I I I I I 

MRS SHUTTLES 
eTR 

SENSOR 
1616151412101 111 I I 151 
SCANNER POWER CURVE 
I 0 I 0 I q315191 WARP = 26 

IMPULSE = 4 
APR '" 0 
AWR '" 0 
TOTAL = 30 

EX. DAM. BATTERY'" 3 
I I I 1 1171 REF IMP'" 2 
ANTI-DRONES DOUBLE RHOADS 
1 6 !,!,!, 12 

;.~~ ~~ t·:·::·:·::l)~/·\~.IY··:/·:·~···"'·~~·:·Y:'$/;;/l:~¥'·:·::· 
HIT# - 1-2 1-3 1-4 -

PHASER-3 

}:~ff:~ ;~~~f:~Yifl::'£@:j!;g:r,~t:r: 
1 4 4 4 3 1 
2 4 4 4 2 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

.~' r.J~.Q>\ .. J:'~,:·~~/:;.3::·}:~~:··>\~~··/.~·:{·::·:.=f.:·:X::~··/:·:~!'··:·)·:AX·:j:·..i.{·::':l··~/'.'.:·~·>::·~J·j4::·;~"'~/·>':·fi·:·;;:::·1;~.\·(8:·Xl::~·//:~q.·/:Z"·:1;·/·~'~'·:·;{2.3.:··/2.:4,:·\2·.5;/·~~:·~~j.·/,?~}::::·~:~/~ If 
Standard 1 2 2 3 4 4 5 6 6 7 8 8 9 10 10 11 12 12 13 14 14 15 16 16 17 18 18 19 20 20 
Fract. % lY3 22%3Y3 4 4%5Y3 6 6% 7Y3 8 8% 9Y31010%IIY31212%13~1414%15Y31616%17Y31818%19Y320 
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KREf3IZ SYSTEM 
ACTIVITY MAINTENANCE STATION 

SHIELD #6 SHIELD #1 SHI ELD #2 

I [QI 
10 

ARMOR-RA 

R SHIELD "'4 ~ 
I I I I I JO 

SABOT COMBAT TABLE 
·:R;\·NG E:··:-;i·"::··>::··:·";:·"/·::··>::O··~:·l;:-::·:t~ )4.:·!:·:·";S:;;';8:·~ .. ::·/··:9 :~··l:5·::.::··:f6:'i·3·O~. 
HIT,STD, NA 1-51-4 1-3 1-2 
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

·SUCCESS i.Y.·E··:Y(i (fE·YiDA MAG E·:~P..f.RC·EIliT:AG.E-S"::·:··::···::·:·,,::~,,,,:·· 
VOLLEV 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 

PHASER-1 

::::j:fi; :::·§~~~:.1.;~·::~r.~:w::!~·;::;~:;~~g~j;}:~i:~~:l~r:~;~?~ijt.:~w~ti: 
198765543211 
28765543211 
375544431 
4 644 4 4 3 2 
5 544 4 3 3 1 
6443322 

Cop\lright ® 1997 Compenion Gemes 

PHASER-2 

?:J'~f;:: :~:::;;~:ll~;:·::i#~~~::::~~;Vj$:~::~~fi~~<~W::::} 
16554321 
26544211 
3644411 
45443 1 
554 3 3 -
65333-

SHIP DATA TABLE 

TYPE = SANS 
POINT VALUE = 36 
SHiElDS = 1/2+1/2 
LIFE SUPPORT = 112 
SIZE CLASS = 4 
REFERENCE = RH-1.203 
INTERNALS = 29/50 

PHASER-l s = +2 

CREW UNITS 

U 11"111111111 
25 

BOARDING PARTIES 
I I I I I I I I I 1101 

SHUTTLES 
eNTR HIT POINTS 

I I I I I 
I I I I I 

SENSOR 
161512101 

ONE BAY 
TYPE 

SCANNER 
101215191 

POWER CURVE 

DAM. CON. 
121212101 

EX. DAM. 
I I I 14+1 
NOTES: 

WARP 0 
IMPULSE = 0 
APR s 0 
AWR 5 
TOTAL 5 
BATTERY 2 

1. SEE (C37) FOR ROTATION RATES. 
2. AWR IS DESTROYED ON CENTER WARP 

DAMAGE POINTS. 
3. HULL BOXES ON ANY DOCKED MODULES 

OR PODS ARE DESTROYED ON ANY HULL 
HITS. 

4. VARIOUS POD OR MODULE 
COMBI NATIONS MAY ADD VARIOUS 
SVSTEMS TO THE SAMS. 

5. TWO DOCKING PoSITIONS-"'1 &"'4. 
6. THIS UNIT IS EQUI PPED WITH 

POSITIONAL STABI LlZERS; SEE (G29.0) 
FOR RULES. 

7. SPECIAL SENSORS ARE DESTROYED ON 
PHASER HITS. 

8, ALL WEAPONS ARE 360°. 

WEAPON ARCS 

PHASER-3 

::::Jfi~: ~tt::~:Mi};i:(:n~t::::~!:jf.}}~~~):~: 
'1 4 4 4 3 1 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 -
5 4 3 2 
6 3 3 1 
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KREBIZ ADVANCED STARBASE 

SHIELD #6 1IIIIIIIIIllTIIIIIII B SHI ElD #2 

ARMOR - LF/L 

III! I! I! I! I II I 11111 

90 

MODULE ;AWR 

OPTION 

L..-_---j 12 

I 

SHIELD #5 

MODULE 
OPTION 

ARMOR 

Illllll1l1lllllllll2101 

APR 

40 

MODULE 
OPTION 

lAB 

J 

SEN rn 

CARGO 

48 

EB rrnf

, 

ADD 
1112131 

I 

MODULE 
OPTION 

CENTER HULL 

40 

MODULE 

1 OPTION 

I 

ARMOR - RF/R 

I III 111!lllllllllll 

;

AWR MODULE 

OPTION 

12 t-------' 

ARMOR - RA 

90 

SHIELD *3 

90 
SHIELD *4 ~ 

111111111111111111111 B~ 
90 

X-I SABOT COMBAT TABLE 

HIT,STD NA 1-5 1-4 1-3 
HIT,OVERLOAD 1-6 1-5 1-4 NA 

1- 2 
NA 

1 
NA 

DAMAGE, STD NA 21 15 9 6 3 
DMGE, OVERLOAD 30 27 24 NA NA NA 

:slicc·[.ssi.v.t":YOffE\(DAt1~lif\P.tRCENT:AG.f:.S.?<:·::,::·::}/'.:':::';.::::;./: .. 
VOLLEY 1 st 2nd 3rd+ 
ACTIVATED TARGET SHI flD 33.33% 66.67% 100% 
REMAINING FIVE SHIELDS 66.67% 33.33% 0% 

Page 24, Krebiz- 4 

ANTI-DRONES NO RELOADS 

)~~ 1Ii~ E;>.:/·.i:I::·>::;:;·;·.I;:):;·/·'I.'i.·:·::·>:::·:~.4::::::~·~·::. 
HIT tit - 1-2 1-3 1-4 -

PHASER-P3 
NOTES: 
,. SPECIAL SENSORS ARE DESTROYED ON PHASER HITS. SEE (G240) FOR RULES. 
2. AWR IS DESTROYED ON ANY WARP ENGI NE HITS. 
3. SEE (R 1.1 D) FOR SPECIAL DAMAGE RULES; SEE (D4. 12) FOR ARMOR. 
4. MODULES ADDED MAY ADD VARIOUS SYSTEMS TO THE STARBASE. 
5. SABOT FEEDBACK ONLY OCCURS AT A TRUE RANGE OF ZERO OR 1. SEE (DW-1.73). 
6. MAY FASTLOAD STANDARD LOAD X-SABOTS I N ONE TURN. 
7. X-I BATTERI ES HOLD 3 POWER EACH. r;"1 
8. ARMOR BOXES TAKE TWO DAMAGE POINTS TO DESTROY. L..U 

::':J:&:::: ::·~~~~f:~~.}~::~::/~i;~::tjj{::~:.::t4::~::: 
1 4 4 4 3 1 I 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

Copyright ® 1997 Companion Games Copyright ® 1997 Companion Games 

POWER CURVE 
WARP 0 
IMPULSE = 0 
APR = 40 
AWR = 60 
TOTAL = 10'0 
BATTERY = 132 

BASE DATA TABLE 

TYPE = SBX 
POINT VALUE = 1000 
SHIELDS = 2+5 
LI FE SUPPORT = 3 
SIZE CLASS = 1 
REFERENCE 
INTERNALS 

= RH-I.209 
= 621/729 

1 st GENERATION X-BASE 

CREW UNITS 310 

• 

SHUTTLES SIX BAYS 
eNTR HIT POINTS TYPE 

SENSOR 
1616161615151414131211101 
SCANNER 

PROBES 
1 10 

2 10 

3 10 

4 10 
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KREBIZ INTERCEPTORS 
SHIELD #6 SHIELD #1 SHIELD #2 SENSOR CREW SHI ElD #6 SHIElD#1 SHI ElD #2 

I I I I I I I I 11s1 rn * II I I I I I I 11s1 
Sf~r CREW 

SCANNER SCANNER 

rn 6 rn 
14 14 

DAM CON DAM CON 

SHI ELD #5 mo SHI ELD "'3 [£] SHI ElD #5 mo SHI ElD #3 [£] 

Efir l;r 

i ~ 12 12 i ~ 
SHIELD #6 

I I I I I I I I 11s1 

SHiElD #2 SENSOR CREW 

rn SHIELD '. ; ; ; rrn 1 ;,,1 SHIELD '2 Slir CR:W 
SHIELD #1 

SCANNER 

rn 
14 

SHIELD #5 

DAmoCON 

SHI ElD #3 []] SHI ElD #5 

EXr:r 
HET 

[JJ 
BD 

12 ~ 
SABOT COMBAT TABLE 
:RA'NCf';':':\:/::' i(f:';'l::',>::',:t~:4>::'>::5:::';8,,>::-'>::':9o:.'f5>:1-:6:+3'0:'· 

HIT,STD NA 1-5 1-4 1-3 1-2 

HIT,OVERlOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

's lieeE·S5 i.~t-,:vd tt:['('DA MAGE:·:'P.E-RC,E NT:AiGtS--::'~',::"/':"::':'--::":" 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ElD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 

BP 

~ 12 

INT DATA TABLE 
TVPE 

= 

INT 
79/50 

1/5 
POINT VALUE = 
MOVEMENT 
SHIELDS = 1+1 
LIFE SUPPORT 
SIZE CLASS 
REFERENCE 
INTERNALS 

= 1/2 
= 5 
= RH-l.PFO 
= 25 

PHASER-1 TURN MODE C POWER CURVE 

:::J1h ~·M~~:~~~,:~?~::>::,~@,4:::::::':~:~:~:'::'::~;~::if.~-r:"~~~~i·:~M:::~,~f:::: 
1 987655432 1 
2876554321 
375544431 
4 644 4 432 
5 544 4 3 3 1 
6443322 

1/5 WARP MOVEMENT CHART 

1 
2 
3 
4 
5 
6 

2-4 WARP = 4/12 

5-9 IMPULSE = 2 

10-14 
15-20 

APR = 0 
AWR = 0 
TOTAL = 6/14 

21-27 BATTERY = 0 
28+ 

SCANNER 

rn 6 

DAmoCON 

SHI ElD #3 []] 

l;]M 
HET 
[JJ 
BD 

12 ~ 
WEAPON ARCS 

.$), 
RH 

PHASER-3 

~:j1t;:~ ;~::~M~:::::::~:::~}?f:W:~}::::~~:{l~t:{ 
1 4 4 4 3 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

~'~P',~~Q:':'::"):':';':' .. ::':Z,:'-;:::,3::,,::''';;4/:>',:'~;;':'::',4',/,::7::::::Q'··:'::'J:;':'::,l':~f,,:':j,:·,.i,:':::'::;l',~,/',t ~':':';'::J':~::';l',,$:::A:'fj'>:,/,l::t:'~'(8:,:');~'/;'";'~Q'::'::'Z":1;,:,,,;'~'~;':';;::'2.3,:',/2,:4::"::',2',5::-'/ ~Ji:':~~i..,::';'~-b/;)~:~:;',::-:~(f 
Standard 1 1 1 1 1 2 2 2 2 2 3 3 3 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 

Fract. Ys 2/S % % 1 lYS 1% 1% I'YS 2 2YS 2% 2% 2'YS 3 3YS 3% 3% 3'YS 4 4Ys 4% 4% 4'YS 5 5YS 5% 5% 5% 6 
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KRESIZ L.IGHT SA TTL.E CONTROL. SHIP SHIP DATA TABLE 

TYPE = DNBL 
POINT VALUE = 215/143 

SHI ELD -6 SHIELD "'I SHI ELD "'2 MOVEMENT = 1+1/3 

I I I I I I I I I I I 1 I I I I I 1361 
SHIELDS = 1+2 
LIFE SUPPORT = 1+1/2 
SIZE CLASS = 2 

FH REFERENCE = RH-l.161 
/-. PH-l SABOT PH-l ~ 

INTERNALS = 139/165 
FH EillTI1 [ill] I:IITII) FH 

REFIT +12 SHUTTLE -

1= = = =1 1= = = =1 WIO CAPSULE = 70 

= = =1 1= = = CREW UNITS 
BRIDGE 

W n I I I I I I I I 
i'u'rr 'R"uIT OJ 

-~ )83 'mE §:f -~ 

TRAC 
SA ~ SA 

BOT BOT BOARDING PARTIES 

F~m 'L 
CWARP 

m~A rn 1 1 1 1 1 1 1 1 1 1 
ARMOR 12~ ARMOR 

m , , , 18 ; DECK CREWS , , , , 

SHTL PH-2360· SHTL I I I I I 1181 
I I I I I 1 

70 &7X8J o 7 
TRANSPORTER MINES PH-2 LS TRAC BTTY AUX CON BHY TRAN PH-2 RS 
I RI RI RI RI RI RIDI 01 01 01 01 01 S~L.£."'S I:2lIill OJ 0 IT] 0 OJ (!JE]) SH~~3 

f- - ARMOR PRB AFT HULL EMER ARMOR f- r- SHUTTLES 3 BAYS + 2 TUBES 

f- - ~ 
0 I I I I 1101 

0 W3 f- r- CNTR HIT POINTS TYPE 

~ - ADD BHY .... ~ 
~ - m LAB 0 - ~ 
f- I- PH-3 I I I I I PH-3 - f-.... r-

i~ 
IMPULSE 

~3 
- f-

- I- Imml I li~ml - ~ SENSOR PROBES 
- f- - f- 1616151412101 I· I I I 151 - f- - f- SCANNER POWER CURVE 11 11 - ~ LWARP RWARP - ,.... 

10101 Q31s191 WARP =34 - ~ - - IMPULSE = 4 

- f- - - DAM. CON. APR = 0 
1614141212101 AWR = 0 - ~ 

1 I I I I I 1 1 1 1 1 1 1301 

I- - TOTAL =38 SHIELD "'4 - ~ I I I I I 
r- 30 EX. DAM. BATTERY = 3 

I I I I I 1221 REF IMP = 2 
_ .... ..... -

NOTES: 
1. CAPSULE MOVEMENT COST IS 112 WHEN SEPARATED. ANTI-DRONES DOUBLE RELOADS 
2. THE SHI ELDS ARE ON THE CAPSULE. 1 ~ 6 i!,!i! 12 
3. SHADED BOXES (Except Center Warp) ARE THE REFIT. 

./j;i~ ~G (/\:O~·:·;;>::;'I//>'t/:::·;·~·:~.\;/~·:i::':· 4. SHADED PH- 23 ARE PH-l s ON THE REFIT; REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 
5. SHADED WARP BOXES DO NOT FUNCTION WHEN CAPSULE IS ATTACHED. HIT .. - 1-2 1-3 1-4 -
6. THIS SHI P (CAPSULE COMBI NATION DOES NOT GET A BREAKDOWN BONUS. 

SABOT COMBAT TABLE TURN MODE 0 WEAPON ARCS 
·:RA·NG r·:·<:·\/:·:·/·:<:':;'·:-';Oi'-;'I;':'::':Z;·.:.l4>;·!,:.S:i'-;8::·,\(:9:~·:i5·/·:f6-:~··30:: 1 2-4 
HIT, STD NA 1-5 1-4 1-3 1-2 2 5-8 

.$$~ 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 3 9-12 
DAMAGE, STD NA 16 12 8 4 4 13-17 
DMGE. OVERLOAD 28 24 20 NA NA 5 18-24 
·SLitC·E·ssh~·f:Y(jIi!:ty.::·P4\tM¢~:·:P.·E-RC·E NT:AG.ES,??·;·:·,::->? 6 25+ 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25" 50" 75'" 100'" HEJ" BD 
REMAINI NG FIVE SHIELDS 75" 50" 25" 0" 6% 3-6rT'" 

PHASER-l PHASER-2 PHASER-3 

::.:J.~:t~ ~:~~:~&~~~~~{~~:fW~#!~~~~f:::~·~;::~~'~~~;?~ttj;~%f:; ~=·~tr ·1:"~:t·~i:@~};:j;'%~~~:i;:~~~Ji}~~W.~:~:~ t:J·~:t;:: :;i~~~:f~:;~;i?::;;i:::?:;j:~:ml~:;~~: 
1 9 8 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 2 1 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 -
3 7 5 5 4 4 4 3 1 - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

1 + 1/3 WARP MOVEMENT CHART 
:.:(~·!!:t;~.~:,·::,::';·~·;:·/·;::)::\;:?:/.:·;3::··:·\.i:J/::';·i~:::'::';·.~.>;{:7~}:·;;~{-~·:?\:.I·:~(:<d.: .. j./;·:.·.?::';(~.:·:·\;f~"·:.\~:·;;.)::~·,;.:i'I:·~:.::~1·~.:Xj;9;':/·;·~:(f:;~:j/·;~·~·:;\ii-.3;:/2;~:.:·:·Z.5/::'~~':::·~~.:i·.~:~:';-./.i;~<.~ Ii)::'; :';:":':'?~ 

Stond"rd 2 3 4 6 7 8 10 11 12 14 15 16 18 19 20 22 23 24 26 27 28 26 27 32 34 35 36 38 39 40 
Fract. lY3 2% 4 sY3 613 8 9Y3 102/3 12 13~ 14% 16 17Y3 18%20 21Y3 22%24 25Y3 26% 28 29Y3 30% 32 33Y3 34% 36 37Y3 38% 40 
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KREBIZ LIGHT SPACE CONTROL SHIP SHIP DATA TABLE 

TYPE = SCSL 
POINT VALUE = 222/146 

SHI ELD -6 SHIELD "I SHIELD "2 MOVEMENT = 1+1/3 

I I I I I I I I I I I I I I I I I 1361 

SHIELDS = 1+2 
LIFE SUPPORT = 1+1/2 
SIZE CLASS = 2 

FH REFERENCE = RH-l.162 
/ PH-l SABOT PH-l ~ INTERNALS = 143/169 

FH 11 f 2 f H [IT[! EillII) FH 
REFIT +12 -SHUTTLE 

1= = = I I = = =1 WIO CAPSULE = 70 

BRIDGE CREW UNITS 
~ -=- -=-~ rn 

W 1"1 I I I I I I I I 
~ ..; ..; ..; 

IMP 
32 ~IT mlLI ~~ --- rn 

~aEB SA SA 
BOT BOT BOARDING PARTIES 

F~m l 
CWARP 

rn~A rn I I I I 1 I I I I I 
ARMOR ,,[ ARMOR ; , , , , 

" 1~ m , , , , DECK CREWS 

SHTL PH-2360· SHTL I I I I I 11al 
I I I 1 I I 

70 C7Xa,1 D 7 
PH-2 LS TRAC BHY AUX CON BHV TRAN PH-2 RS TRANSPORTER MINES 

SH~F£-"'5 £2E) IT] D CD D CD m SH!ll~3 IRIRIRIRIRIRIDIDIDIDIDIDI 

I- r- ARMOR PRB AFT HULL EMER ARMOR - I- SHUTTlES 3 BAYS + 4 TUBES 

I- r- ~ 
D I I I I 1101 

D W3 - I- eNTR HIT POINTS TYPE 
I- r- ADD BHY - ~ 
~ r-- OJ LAB D - r-
I- r- PH-3 I 1 I I I PH-3 - I-
~ r- iRH~ IMPULSE ~RHI - ~ .... . ... 

Imliil I Imml 
.... " 

.... r-- i"-... -'" - .... 
I- r- - ~ SENSOR PROBES 
I- r- - ~ 1616151412101 11 I I I 151 11 11 - r-

L WARP RWARP - .... SCANNER POWER CURVE 
~ r- - - 1010lq 3 15 19 1 WARP =34 - .... - - IMPULSE = 4 

- l-

I I I 1301 

- - DAM. CON. APR = 0 -'30 I I I I I I I SHIELD "4' I I r-3ci 16 14 14 12121 0 1 AWR = 0 

I I 1 1 I TOTAL =38 - .... ~.;.; EX. DAM. BATTERV = 3 
NOTES: 

I I I I I 1221 REF IMP = 2 
1 . CAPSULE MOVEMENT COST IS 112 WHEN SEPARATED. 
2. THE SHIELDS ARE ON THE CAPSULE. ANTI-DRONES DOUBLE RELOADS 
3. SHADED BOXES (Except Center Wup) ARE THE REFIT. I I , ~m!;1 12 
4. SHADED PH- 23 ARE PH- 13 ON THE REFIT; REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. ,/~~ ~~(·?\il\i\l:~.::;:\·:~::\/l;:~/:·;·:·:"~·;·:· 
5. SHADED WARP BOXES DO NOT FUNCTION WHEN CAPSULE IS ATTACHED. 

HIT - - 1-2 1-3 1-4 -6. THIS SHIP/CAPSULE COMBINATION DOES NOT GET A BREAKDOWN BONUS, 

SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
,RA·NG E/·'.::··:·/"': ·.:-i::o'·~;.t .:··.i-iA:·';··/5~;8:';':'/·9.~·:is/':f6.~·3·0.: 1 2-4 
HIT, STD NA 1-5 1-4 1-3 1-2 2 5-8 

$$$(i 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 3 9-12 
DAMAGE, STD NA 16 12 8 4 4 13-17 
DMGE, OVERLOAD 28 24 20 NA NA 5 18-24 
·s liCC·ESS i.Y,·E:·:VO lttV.::·DIi MAG [~p..tRc·E Nt:IiGtS,;:·\"·~,V;;':: 6 25+ 
VOLLEY 15t 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% HET '80 
REMAINI NG FIVE SHI ELDS 75% 50% 25% 0% 6% 3-6rT'" 

PHASER-l PHASER-2 PHASER-3 
·'bIE" 
~·~ij·d; :~~:~r~'}~\}~~n:'i~;\~?~f~~~{:·~i~~~~~t\~~~~i:1it:; :~·:J·~t;:: :;~~:\i\·~~;~:~~;~~~:;;]).i:§l~{'.WJ;:;~!~f~; ::¥Jft:: :~~~i~:tf:r*::~;:}};:::;:!jt.:g)~~~:r 

1 9 6 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 2 1 1 1 4 4 4 3 1 1 
2 8 7 6 S 5 4 3 2 1 1 - 2 6 5 4 4 2 1 1 - 2 4 4 4 2 1 -
3 7 5 5 4 4 4 :5 1 - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 :5 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 5 4 :5 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

1+1/3 WARP MOVEMENT CHART 
<:·ii!':~ tD/·/~/';·.·:{~;·;·/::~.:;~·::3::)·,." .. :.::·\';i,/'~./:·;::-;:.·}/f!·· .• \·:~\::1·.0}/;(,.1/·~'i,z/:i.'~ .• :·:~';1··"1~i··.!;;.·,:·"r4i~;-/,i;·t:·.::t:1I/f.'·1;9;~:::':·~2:((·;'Z··:t}2·~/)i.3/:·2;"k:::l·.5:;-/~,~/~.~{.:.,~,~//~9:';';·~lf/{;·{;'-:'/ 

Standard 2 3 4 6 7 8 1!l 11 12 14 15 16 18 19 20 22 23 24 26 27 28 26 27 32 34 35 36 38 39 40 
Frael. 1Y32% 4 SY3 62/3 8 9Y3 10% 12 13Y3'4% 16 17Y3 18%20 21J.3 22% 24 25Y3 26% 28 29Y3 30% 32 33Y3 34% 36 37Y3 38% 40 
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KREBIZ MANDIBLE HEAVY CARRIER SHIP DATA TABLE 

TVPE = DNVL 
POINT VALUE = 234/152 

SHI ELD "'6 SHIELD #1 SHIELD #2 MOVEMENT = 1+1/3 

I I I I I I I I I I I I I I I I I 1361 
SHIELDS = 1+2 
LIFE SUPPORT = 1+1/2 
SIZE CLASS = 2 

FH REFERENCE = RH-L163 
/ PH-l SABOT PH-l '" INTERNALS = 161/172 

r= EiTIlt ~t~ L'EEillJ I=l REFIT = +12 

11= = = = = = = = =. W/O CAPSULE = 70 

= = = = = = = CREW UNITS 

= = = = = = I n I I I I I I I I = = = = ::-"-~ 
.. .. .. .. . . 

-~ = = = 3~ = = = 
HULL BDG IMP HULL 

SA Efj B B rn SA BOARDING PARTIES BOT BOT 

lIT] l 
C WARP 

J m~A L1J 
, , , , , , , , , , 

ARMOR ARMOR ; , , , , , ; DECK CREWS , , , , , 

I I I I I I I I I I I IJ SHTL PH-2360' 
OL 7 70 t5t 61 ' , 

PH-2 LS TRAC BTTY AUX CON BTTY TRAN PH-2 RS TRANSPORTER MINES 
SH..!.f~#5 [ill] OJ 0 OJ 0 OJ fIE]] SH;gg...'" 3 I R I R I R I R I R I RI DID I DID I DID I 

- - ARMOR PRB AFT HULL EMER ARMOR l- I- SHUTTLES 3 BAYS + 4 TUBES 

~ 
0 I I I I 1101 

0 W3 - - l- I- eMTR HIT POINTS TYPE 

- - ADD BTTY l- I-

- - OJ LAB 0 .... ~ 
I I I I I l-I- PH-3 PH-3 - I-

i"~ ~"I 
l-I- IMPULSE - I-..... . .... 

1::::::1 I Im:::1 
..... " 

l-I- ............. ~ - l-
I- f- - I- SENSOR PROBES 
~ r- - .... 

16 16 151 4 121 0 1 II I I I 151 II 11 
l- I-

RWARP 
- -

SCANNER POWERCURYE 
l- f-

L WARP - - 10lolq 3 15191 WARP : 34 
l- I- - - IMPULSE: 4 
l- I- f- - DAM. CON. APR : 0 

~ ~ I I I I I I I 
SHIELD#4 

I I I I I 1301 
r- 30 1614141212101 AWR = 0 , I I I I TOTAL =38 ........ '--- EX. DAM. BATTERY: 3 

NOTES: 
I I I I I 1221 REF IMP = 2 

1. CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. 
2. THE SHI ELDS ARE ON THE CAPSULE. ANTI-DRONES DOUBLE RELOADS 
3. SHADED BOXES (Excet>t Center Warp) ARE THE REFIT. 6 i'i;;'. 
4. SHADED PH- 23 ARE PH-l 3 ON THE REFIT; REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. ::~~~G( :\·.il/':;: ... );·//:·:·'I/:/:.:/~.""\·/.:':;·~ 
5. SHADED WARP BOXES DO NOT FUNCTION WHEN CAPSULE IS ATTACHED. HIT .. 1-2 1-3 1-4 
6. THIS SHI P ICAPSULE COMBINATION DOES NOT GET A BREAKDOWN BONUS. - -

SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
·:Iii\·NG E·//';··>::>::;·~·';O;-';I::/·:i;:; i4/·~·'::5:S8::: .. ;-/:9:~~(5,:,;·~f6'~··3'ti:: 1 2-4 
HIT, STD NA 1-5 1-4 1-3 1.-2 2 5-8 

.$-
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 3 9-12 

iJ DAMAGE, STD NA 16 12 8 4 4 13-17 
DMGE, OVE~LOAD 28 24 20 NA NA 5 18-24 

.$ lieCESS iVE:VO (fE·V;'DA MAG EP[RC'[ N1AiGls(': ".::":.:-::.:':' 6 25+ 
YOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHIELD 25% 50~ 75~ 100% HET DD RH 
REMAINING FIVE SHIELDS 75% 50% 25% O~ 62j3 3-6rr-

PHASER-1 PHASER-2 PHASER-3 

::-:J~i; ;:~~r~~;?~$}~~~?~:~:~~\ :::.::~:: /~;:'·:~·~?!~~~t~}~t~·:11\~ :~.:b.J.~;';\ :}~;ri~~·:.:*:~~:~);j;:i:;}~~:;:;~6Q~}~~!iif~ gA:K;:: :~~:~:~~;}i;~;;;·~~~:}~:j;;:~A~t4?? 5:' .'!ilQl;l .... 
1 9 8 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 2 1 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 -
3 7 5 5 4 4 4 3 1 - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 :3 3 - - - - 5 4 :3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

1+1/3 WARP MOVEMENT CHART 
:X·~·!'·~Ei> .~ .. :.~: ::/~/·/:~::·/.3::/··:4) · •• ~:.::;.~;<;·~·):/·;{:~··);·~·:?:::-::.1·.0 '.i;i./·;·~l··~::';·f ~·/·!)-:i'i:':l'.~:":)6;:/:',i;:7/:,.j!8./::·.i;~:/ ;~:Q :;~j::'/~·~·/·)i..3;·/2Ai.5::'/?~6/·~~/·.?.~/./·~:9·:·;~ Q',:(///.;.;., 

Standard 2 3 4 6 7 8 10 11 12 14 15 16 18 19 20 22 23 24 26 27 28 26 27 32 34 35 36 38 39 40 
Fract lY3 2% 4 5Y3 6% 8 9Y3 10% 12 13Y3 14% 16 17Y3 18%20 2113 22%24 2SY3 262j3 28 29Y3 30% 32 3313 34% 36 37Y3 38% 40 
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KREBIZ BATTLE CONTROL BATTLESHIP 

SHIELD "'6 SHIELD "'I SHIELD "2 

I I I I I I I I I I I I I I I I I 1361 

FH 
PH-l FH SABOT PH-l FH 

I 11 2 , 3 f III]] lillli1 
SHTTL 

- ~ 32 
'- -

SHI ElD "'5 SHIELD "'3 

30 11II111 
SHIELD "'4 

1 1 1 1 1 30 

NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. 
2. SHIELDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE THE REFIT. 
4. SHADED PH-2s ARE PH-ION THE REFIT. 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 

SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
~RihIG[·/·/;>::/:·;~·';O·'i-;·-t·'.;::t~:4/ ·::5:'i-;lf .. ;·/·9:~r5<··-;:f6-:~··30:: 1 2-4 
HIT,STD NA 1-5 1-4 1-3 1-2 2 5-8 

SHIP DATA TABLE 
TVPE == BBB 
POINT VALUE 
MOVEMENT 
SHIELDS 

265 

LI FE SUPPORT == 

SIZE CLASS 
REFERENCE 
INTERNALS 

2 
1+2 

1+1/2 
2 

RH-1.91 
166/238 

REFIT +26 

CREW UNITS 65~ 

1111'11111111111 
BOARDING PARTIES 22 

IIIIIII1 II II 1 1 1 

IDf~KI CIRfr~ 1 1 1 1 1 IBm 
TRANSPORTER MINES 

SHUTTLES 3 BAYS + 2 TUBES 
CNTR HIT POINTS TYPE 

SENSOR 
16161615141311101 

SCANNER 

DAM. CON. 

~ 
~ 

POWER CURVE 
WARP = 66 
IMPULSE = 8 
APR = 0 
AWR = 0 
TOTAL = 74 
BATTERY = 6 
REF IMP = 4 

ANTI-DRONES DOUBLE RELOADS 
I 6 ","". I 12 

2 I 16 """. l 12 

;:~~IIi~ C\iJ;:-:;/J;·'.\·.'/'t·/!/~~~.</.'-;·'~{;· 
HIT" - 1-2 1-3 1-4 -

FH 

::.~ 
3 9-12 

~$L:~ 4 13-17 
5 16-24 
6 25+ 

HIT,OYERlOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 Nil NA 

:SUCCE-SSI.Y·E:·.YOlLEY:DAI'iAGE:·P.tRCENi:~G.[S:··:··.·:···. 

VOLLEV 1st 2nd 3rd 41h+ 
ACTIVATED TARGET SHIELD 25% 50% 75% 100% 
REMAINI NG FIVE SHI ElDS 75% 50% 25% 0% 

PHASER-\ 

J.:Jf{ ':~t:m~:~/;~· •• ·g:-::;i:{?~:·/.~~;i~~n~~t;ilM};~\; 
19876554321 
28765543211 
375544431 
46444432 
5 544 4 3 3 
6 443 3 2 2 

Page 30, Krebiz- 4 

CiT ,rf- RH 
10 4-6 

PHASER-2 

165543211 
26544211 
3644411 
4 5 4 4 3 1 
5 5 4 3 3 -
6 5 3 3 3 -

PHASER-3 

:~':J~H: ~~ N~ ~:}·i:~~;\~~· ... ::;>i::i;f~:~{: 
1 4 4 4 3 1 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 -
6 3 3 1 
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KREBIZ SPACE CONTROL BATTLESHIP 

SHIELD #6 SHIELD #1 SHIELD "'2 

I I I I I I I I I I I I I I I I I 1361 

- E l-E 

SHI ELD "'5 SHIELD "'3 

I111111 
SHIELD "'4 

1 1 1 1 1 30 

NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. 
2. SHI ELDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE THE REFIT. 
4. SHADED PH-2s ARE PH-ION THE REFIT. 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 

SABOT COMBAT TABLE 
·:Rli·NC [·:·:'··'.:.< .. \ .. ::'/::-;>::Ii-+;·t-/:·::t~:4:·";·~<:S:-+;8:>i':<9<f5"::;: 1--6\·30:'· 
HIT,STD NA 1-5 1-4 1-3 1-2 
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:s OCC'[,SS i.Y;E-·:VO U:lV.;.DIi HAG (~P..tRt-E IlitAC[S:/'-::··::-;·>i/·: 
VOLLEY 1st 2nd 3rd 41h+ 
ACTIVATED TARGET SHIELD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50" 25" 0" 

PHASER-I 

~::imt~ ~:~~:'~:~;;:~~·f{~~·i:i.~~:~~:~:~:~:?~%~·~::::}~t".:~~it:\11):; 
1 987655432 1 
28765543211 
375544431 
46444432 
5 5 444 3 3 
6 443 3 2 2 
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TURN MODE D WEAPON ARCS 
1 2-4 
2 5-B 
3 9-12 

"4 13-17 
5 lB-24 
6 25+ 

!!fT .~ 
110 4-61 I 

PHASER-2 

.~:l·~t· f;;:~\·~:i{{~~ail~:W:(~:;::~6J.?~~~;;:~~; 
1 65543211 
26544211 
3644411 
4 5 4 4 3 1 
5 5 4 3 3 -
65333-

SHIP DATA TABLE 
TVPE BBS 
POINT VALUE 272 
MOVEMENT 2 
SHIELDS 1+2 
LIFE SUPPORT 1+1/2 
SIZE CLASS = 2 
REFERENCE RH-I.92 
INTERNALS = 1921242 

REFIT = +26 

CREW lINITS 6S r 
~ 

BOARDING PARTIES 22 

1111111""" II 

DECK CREWS 18m 
11111111111111-

TRANSPORTER MINES 

SHUTTLES 3 BAYS + 2 TUBES 
CNTR HIT POINTS TYPE 

SENSOR 
16161615141311101 

SCANNER 

DAM. CON. m::mrn 
[ill!ill] 

m 
POWER CURVE 

WARP '" 66 
IMPULSE", 8 
APR '" 0 
AWR '" 0 
TOTAL = 74 
BATTERY = 6 
REF IMP = 4 

ANTI-DRONES DOUBLE RELOADS 
1 I 61!1!i!il I 12 

2 6 i!iHiI 12 

'/~4 f!iG(\\·.O;·/:-'\1;·'·::\t7///~.«:-;/4:;:-;· 
HIT # - 1-2 1-3 1-4 -

PHASER-3 

'~:lft~~ :~~~r~;~;{~:ir\~~.~:::;il%:~:?~~i~i: 
1 4 4 4 3 1 
2 4 4 4 2 
3 4 4 4 1 
4 4 4 3 -
5 4 3 2 -
6 3 3 1 
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KREBIZ CARRIER BATTLESHIP 

SHI ELO #6 

I I I I I I I (rT r I I I I I I 1361 

FH 
PH-l SABOT PH-l 

£IIIlI1liJITm 
SHTTL 

= = = = = 

- E 

SHI ELD #5 

30 11111II 
SHIELO#4 

1 1 1 1 1 

NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. 
2. SHIELDS ARE ON THE CAPSULE. 
3. SHADED BOXES ARE THE REFIT. 
4. SHADED PH-2s ARE PH-ION THE REFIT. 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. 

SABOT COMBAT TABLE TURN MODE 0 
:Ri!i·IiGr//':··;>::'::-':·;:·::O·::';1::·'.·:t~:4::;·/5:·;:';8::',';·/·9::';15:··\i'6::';3'O:- 1 2-4 
HIT,STD NA 1-5 1-4 1-3 1-2 2 5-6 

SHI ELD "'2 

.... ~ 

SHIELD #3 

30 

WEAPON ARCS 

SHIP DATA TABLE 
TVPE BBV 
POINT VALUE 
MOVEMENT 
SHIELDS 
LIFE SUPPORT 
SIZE CLASS 
REFERENCE 
INTERNALS 

REFIT 

264 
2 

= 1 +2 
1+1/2 

2 
RH-1.93 

= 200/250 

"'26 

C.EW UNITS "~ 

1111'11111111111 
BOARDING PARTIES 22 

IIIIIIII II I II I I I I 
DECK CREWS 36Fflll 
IIIIIIII " II 
TRANSPORTER MINES 

SHUTTLES 3 BAYS +4 TUBES 
eNTR HIT POINTS TYPE 

SENSOR PROBES 
1616161514131110] 

SCANNER rrm 
DAM. CON. 
[ill]ill] 
l:illIII:£] 

POWER CURVE 
WARP = 66 
IMPULSE = 8 
APR = 0 
AWR = 0 
TOTAL = 74 
BATTERY = 6 
REF IMP = 4 

ANTI-DRONES DOUBLE RELOADS 

2 6,:,:lit. I 12 

:)~.; ~G r;:·~::i:Ji\\1;/:/'ti·/3'.' ~:;:'i 
HIT'" - 1-2 1-3 1-4 -

HIT,OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STO NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

s Licc'Ess iY·E···:VO LltV.DA HAG f:·P.E;Rct "rAGES.' :i\'/":: 
VOLLEY 1 st 2nd 3rd 4th ... 

fH 

::·Ci 3 9-12 

~$L~: 4 13-17 
5 16-24 
6 25+ 

ACTIVATED TARGET SHI ELD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 

PHASER-l 

:~':~R~ "it~M~}i~%~'{?~@@; :~~f{~~;{!~\t:~i\~~:i~~~;i 
1 9 8 7 6 5 5 4 3 2 
2 8 7 6 5 5 4 3 2 1 
3 7 5 5 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 
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rr ,~ RH 
10 4-6 

PHASER-2 

:::J'f{;~ :2::t:\&Si;~\i;:~·~·{:j1ti.~~j~~~~~1i~~1&:~{ 
16554321 
26544211 
3644411 
4 5 4 4 3 1 
5 5 4 3 3 -
6 5 3 3 3 -

PHASER-3 

1 4 4 4 3 
2 4 4 4 2 
3 4 4 4 1 
4 4 4 3 -
5 4 3 2 
6 3 3 1 
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KREBIZ PINCER 
CARRIER ESCORT 

SHIELD "'6 SHIELD "'1 SHIELD "'2 
[ I I 1 I I I 

13 13 

SHIELD "'5 SHIELD "'3 

SHIELD "'4 
11 I I I I I I I 1 I 1101 11 

NOTES' 1. CAPSULE MOVEMENT COST IS 1/5 WHEN SEPARATED. 
2. THE SHI ELDS ARE ON THE CAPSULE. 
3. SHADED PH- 23 ARE PH-13 ON THE REFIT. 
4. AS A CARRI ER ESCORT, THIS SHI P CARRI ES NO FIGHTERS OF ITS OWN. 

SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
·:R;\·NG E:;,>::··\··>?::/:iO··:;'::··I::··>:::ti,::,t/.·::s::;.::a:>::·;·,,::··:9:s.fS·;··::··:f6S··3·0:·· 
HIT, STD 
HIT, OVERLOAD 

DAMAGE, STD 
DMGE, OVERLOAD 

NA 
1-6 

NA 
28 

1-5 
1-5 

16 
24 

1-4 
1-4 

12 
20 

1-3 
NA 

8 
NA 

1- 2 
NA 

4 
NA 

:SliCGE·SS i.Y.·[,-;YO (·t:[v;·JjIi MAGE::·Pf:.RC·E NT:Ai;.E:s.';·:··:,/·:·.';~.'::·:· 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 

PHASER-l 

::::J:~t: :::·M·~~J:·X~:J:·:·:~·:::::)::·~~:::·:}~~X::·:·::~i?::·~~:{}~'t::·:~:~tt}:W~\:· 
1987655432 1 
2876554321 
375544431 
46444432 
5 544 4 3 3 1 
6 443 3 2 2 

1/3 WARP MOVEMENT CHART 

1 2-4 
2 5-9 
3 10-14 
4 15-20 
5 21-27 6 2B+ 

HET 6rT 111% 
PHASER-2 

:::':J:fi!: f~:t.:\l~::~·:::@@~·t.::jj~Jf~;::~:;~~~r::::~~t.{:\::: 
165543211 
26544211 
3644411 
45443 1 
55433 -
65333 -

SHIP DATA TABLE 

TVPE = 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 
WIO CAPSULE = 55 

CREW UNITS 

I I 11*1 I 11111 1241 
BOARDING PARTIES 
1 I 1 1 1 I I 181 

DECK CREWS 
I I I I 1 161 

TRANSPORTER MINES 
[ill] [ill] 
SHUTTLES THREE BAYS 

eNTR HIT POINTS TYPE 

I I I I I 
I I I I I 

PROBES SENSOR 
16161412101 111 I 1 151 

SCANNER 
10101113191 

POWER CURVE 

DAM. CON. 
141212101 

EX. DAM. 
1 1 1 191 

PHASER-3 

WARP = 14 
IMPULSE = 4 
APR = 4 
AWR = 0 
TOTAL = 22 
BATTERY = 2 

~:~'~:f':: :~~~::<f:·:~;i:::~;::;:~}i;:;:;:~it~:::~;~:>t-~~:; 
I 4 4 4 3 I 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

~·~p.:t:~·~:·:·::··A::;::':·;~,:;,;;·:,3::·;.:"f::··:·:·::··:5;;/:~·'):·:·:.t:::'):Q···::';·:'i::·:::.f~f-;·:·j:j:··:\l··~·):J: ~·:·;::··)·:ii::·:1 ... !1.·:·/~::~:::··::::··1;~:.::::·J.:8.:·.:·!,·.1;~':·;;'):·2::lt·:·;·Z··;i';.:-:::·~·~;·:'::·:/2.3;·/2.~:·: ::t.5::':·;::·~·:~/;~i·:·;;·~·.~/-;··::·Z:~·:::·~~: 
Standard 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 1 0 1 0 1 0 
Fract. Y3 2/3 1 lY3 1% 2 2Y3 2% 3 3Y3 3 2/3 4 4Y3 4% 5 5~ 5% 6 6Y3 6 2;, 7 7Y, i% 6 8Y3 6% 9 9Y3 9% 10 

Copyright <5l 1997 Companion Game3 Krebiz-4, Page 33 



KR£BIZ CLIPP£R SHIP DATA TABLE 

TYPE = CVE-L 
CARRI£R ESCORT POINT VALUE = 87/60 

MOVEMENT = 1/3 
SHIELDS = 1/2+1/2 

SHI~ '6 SHIELD'I SHIE!..Q. '2 LIFE SUPPORT = 1/2 

r- I I I I I I I I I I I I I I I 1161 - SIZE CLASS = 4 

r- - REFERENCE = RH-1. 184 

r- 1'H_3BRIDGEpH) - INTERNALS = 48/58 

r- FH mOm FH - REFIT = +3 
r-

BIEi 
- WID CAPSULE = 30 

r- r- CREW UNITS 
r- r- I I I 1*1 I I 1201 I I I I r-

;;( HULL - M; HULL ~ r-
r-

SA [[] I [[] SA 
r- BOARDING PARTIES 

r-
BOT FA '" [IJ FA BOT 

r- I I I I I 16 1 r- m m r-
DECK CREWS 

"i3 ARMOR - ARMOR ~ I I I I I 16 1 - 83j 
360· 

tEE SHTL PH·2 SHTl TRANSPORTER MINES 
LS o Cn1/1 0 RS [ill] [ffi] 
~ BTY TRAe "" TRAN LAB PH-' 

SHIt!:!> '5 5Ls~~QL~~ SHIE~ "'3 
SHUTTLES THREE BAYS 

eNIR HIT POINTS TYPE 

- r- I I I I I 
- §3 11111 E§ - I I I I I IMPULSE - CD - SENSOR PROBES - - 16161412101 l' I I I 151 - - LWARP RWARP ~ - SCANNER POWER CURVE - - r-- lol0lq 3 19 1 SHIELD '4 r- WARP = 10 - iT I I I I I I I I I 1101 iT DAM. CON. IMPULSE = 4 -- ~-

14 12 12 101 
APR = 4 

*NIMBLE SHIP BENEF ITS (LOST IF CRIPPLED OR BROKE DOWN) AWR = 0 
REDUCED COST OF ERRATIC MANEUVERS - EQUAL TO 3 HEXES MOVEMENT (Cl 0.12). EX. DAM. TOTAL = 16 
CAN USE ERRATIC MANUVERS UNDER WI LD WEASEL AT SPEED 0 OR 1 (C 10.54, I I I 171 

BATTERY = 1 
2 HEr BONUSES (C6.521). C2.42, C 10.12). 
CAN MAKE MI D- TURN SPEED CHANGES EVERY 6 IMPULSES, 4 MAX/TURN (C 12.30. NOTES: 1. THE CAPSULE MOVEMENT COST 
- 1 FROM DI E ROLL FOR: SMALL TARGET MODI FI ERS (E 1.7). IS 1/5 WHEN SEPARATED. 

ASTEROI D DAMAGE (P3.221) RANGE EeM BONUS 
2. SHI ELDS ARE ON THE CAPSULE. 

RI NG DAMAGE (P2.223). 3. SHADED PH- 28 ARE PH-l 8 ON 
+ 1 ON SMALL MOON DI E ROLLS (P2.2:31 ). 0-14 NONE THE REFIT. 
+ 1 TO DI E ROLL FOR QUICK REVERSE (C 1.36) 15-29 +2 4. CAN MAKE POWERED LANDI NGS. 
MOVES AFTER ALL NON-NIMBLE SHIPS HAVE (C1.313). 30+ +4 5. THIS SHIP DOES NOT CARRY ITS 

OWN FIGHTERS. 

SABOT COMBAT TABLE TURN MODE B WEAPON ARCS 
~RAtiG[·~.?,,::,;,:·,,;··>::/:·/:O·::'::·I::··>::··:t~:~:· .. ;:·/:5:·~8:~,,\,,;·:9:=.;..:tS·/~f6·::;··3li:·. 1 2-6 
HIT, STD NA 1-5 1-4 1-3 1-2 2 7-12 

.@$~ 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 3 13-19 

~ DAMAGE, STD NA 16 12 8 4 4 20-26 
DMGE, OVERLOAD 28 24 20 NA NA 5 27+ 
·SliCCE·SS i.Y.E··:VO ~l:£Y::'DAMIiGE·:~-P.tRC·ENI.AG.ES!.··>::··:i;./~ .. ::·.:·. 
VOLLEY 1 st 2nd 3rd 4th+ 

NIMBLE SHIP LR~ RR 

ACTIVATED TARGET SHIELD 25% 50% 75% 100% HET 
6IT REMAINING FIVE SHI ELDS 75% 50% 25% 0% t:T+llo/:3. 

PHASER-l PHASER-2 PHASER-3 

:~:d:ff :~·~~::~~:~r~~·:}:?:i::::~~i~:j.w~:r?:;::~jt::~~W~~~f.;:~~i~{:W~)::: ~:J'~(\ ~~:~S~~:~·~~~;~~:}W~::~ji.:;':f$:~~:;~~~{::~~W:::{ :~:J:·m:: ;~~:~M}~~~:~:?i:::W~jt::$}:~~t: 
1 9 8 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 2 1 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 -
3 7 5 5 4 4 4 3 1 - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

113 WARP MOVEMENT CHART 
·~~p.·~~·~:·:'::):·?·'.·;i:·:;,:·::.3::·.:.::i4/:·:·:::~·~>::~··:··~·>:.:t:~:·>::I¥··>i·:·:~::~··=.t·:~:::··>::1.:··.f.:··::·:l··i/.ti~:·:::·~·J·:jIJ~J·.!1:·:::·J:·~:·;/·I;t:··::·(8/'.··1:;;:·';;;';;;Z(f.::.::·t·:1;.:·;;·~·~~·:·::./i..3:·./i.:4:,:·;.2·.5::·):·i~::~~j·:::"i."::·;·:·:'::Z;:;·,,::·~ ('f: 
St~nd~rd 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 10 
Fract. Y3 % 1 1Y3 1% 2 2Ji 2% 3 3Y3 3~ 4 4Y~ 4o/~ 5 5Ji 5% 6 6Y3 6% 7 7Y3 7% 8 aY3 8% 9 9Y3 9% 10 
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KRESIZ SPACE CONTROL DREADNOUGHT SHIP DATA TABLE 

TYPE = SCS 
POINT VALUE = 242/166 

SHIELD #6 SHIELD"'1 SHIELD #2 MOVEMENT = 1+1/2 

1 1 I 1 1 I 1 1 I I I I 1 1 I 1 I 1361 

SHIELDS = 1+2 
LIFE SUPPORT = 1+112 
SIZE CLASS = 2 FH 

PH-l SABOT PH-l "' 
REFERENCE = RH-1.152 

FH EI1IITl [ill] lilili1 FH INTERNALS = 145/175 

SHTTL REFIT = +13 

11= = = I I = = =1 WIO CAPSULE = 90 

~~ BRIDGE 
r:-~ CREW UNITS 

OJ 

1 1 1 1*1 IJ I I I I I I 
7r:- IMP r:-~ 

__ E iuLf OJ iuLI _E 

Et3E!Jrn SABOT SABO BOARDING PARTIES 

FH£l l 
C WARP 

X m~A I I I 1,61 
I I I I I I I I 

ARMOR ARMOR 

~ ~ 
DECK CREWS 

1 1 I I I 1,81 
I I I I I I 

SHTTL PH-2 360· SHTTL 

D tttsl D TRANSPORTER MINES 
/ / I R I R I R I R I R I RI D I D I D I D I D I D I 

PH-2 LS TRAC BHY AUX CON BTTY TRAN PH-2 RS 
S.!!!lli #5 [ffiJ CD CD CD CD CD mE]) SHI~;'3 SHUTTLES 3 BAYS + 2 TUBES 

eMTR HIT POINTS TYPE - - ARMOR AFT HULL ARMOR r- r-

~DIIIIII"IED~ - -- r- r-
- - r\ RH ADD LAB ADD RH I 

l- I-
r- - II O;!J 1,~plLJE I JH-~ • 

- r-
r- - - r-
I-- - r-

15 '~lll I b!~~ 15 
SENSOR PROBES r- - - r-
1616151412101 II I I I 151 r-- - r-

r- - - r- SCANNER POWER CURVE 

r- - - I- 10101'1315191 WARP ·48 

r- - L WARP RWARP - IMPULSE ~ 4 - DAM. CON. APR ~ 0 
r- I- - - 1614141212101 AWR ~ 0 

r- l-

I 1 I I I 1301 

r- - TOTAL ~52 

I I 1 

SHIELD#4 I 1 I 1 

EX. DAM. BATTERY ~ 4 
r-~ I I I I I r-30 I I I I I 1261 REF IMP ~ 2 --= L.-";";; 

ANTI-DRONES DOUBLE RELOADS 
NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 1 12 WHEN SEPARATED. 1 61·:·:-:1 12 

2. SHIELDS ARE ON THE CAPSULE. 
2 1 6t:·::::1 1 12 3. SHADED BOXES ARE THE REFIT. 

4. SHADED PH- 25 ARE PH- 1 ON THE REFIT. .:;:~~ ~Ii (.::\:iJ:·?;:·.);/:.:;:-;.'~'\\·:'~.\ ~~·c;· 
5. THE REFIT ADDED 6 ROUNDS OF ADD AMMUNITION. HIT .. - 1-2 1-3 1-4 -

SABOT COMBAT TABLE TURN MODE 0 WEAPON ARCS 
·:Ri'h;Gfi>?}:·;-;-(/··:./::O·:;';I\·:'::t~:4:·;·/5·;:':8:·/>::-:9:::;l5 ... ::-:f6-:~··30:: 1 2-4 
HIT,STD NA 1-5 1-4 1-3 1-2 2 5-8 

'.'®$(i 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 3 9-12 
DAMAGE, STD NA 16 12 B 4 4 13-17 
DMGE, OVERLOAD 28 24 20 NA NA 5 18-24 

:5 titc·[SS iy'·[:·:vo It:E'f.:'·DA MAli (ptRC·[ NT:AG.ES<': '~'~';::':'.::.:: 6 25+ 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHIELD 25% 50% 75% 100% ~T BD 
REMAINING FIVE SHIELDS 75% 50% 25% 0% 7Y2 5-6rT"" 

PHASER-l PHASER-2 PHASER-3 
·{D.iE/ 
:'~i;I~( .:~t:{~:~~&i·;{;:~~~{:~;~W:%;}{~t:: .. t·~;{?~~~t;:';~M.:J.1;;. :~·:J·[8 {#):\i~:s~~:i:~;'~:~::!i:~;:~:::&~};;~Q~;;;~~J:;:~{ ·'I)i(/: 

:~i;lW :;~f:f:f~~~::}i:g?~}}.;r:ir:::;:~~:~;?: 
1 9 8 7 6 5 5 4 3 2 I 1 I 6 5 5 4 3 2 1 1 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 1 I - 2 6 5 4 4 2 1 1 - 2 4 4 4 2 1 -
3 7 5 5 4 4 4 3 I - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

1+1/2 WARP MOVEMENT CHART 
'·/::S·p.·t: ~·~::;:/:'·)::·;·/:?::·\·)::·/·:4'>:~:'/f(}·;~1i//If.::}·:~i'1·.0 ;j:t·\l··~/:(~·/··:·)·:iI;l··.~;/):~::·:::'-·l;·~.{(fr·:::'-·l;,¥':: ~:Q ;~·t·/~·~·/-)"i..3;·./Z4/.2·.5: ·:··?'~:::'-~1·/,?:i;I:::'-·/~~/;~Q':'/·\·;:'::·\: 

Standard 2 3 5 6 8 9 II 12 14 IS 17 18 20 21 23 24 26 27 29 30 32 33 35 36 38 39 41 42 44 45 
Fract. 1Y2 3 4Y2 6 7Y2 9 lOY2 1213Y2 15 16Y2 18 19Y2 2122Y2 24 25Y2 27 28Y2 30 31Y2 33 34Y2 36 37Y2 3940Y2 42 43Y2 45 
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KREBIZ DREADNOUGHT CARRIER SHIP DATA TABLE 

TYPO::: = DNV 
POINT VALUE = 154/172 

SHIELD "6 SHIELD "1 SHIELD "2 MOVEMENT = 1+1/2 

I I I I I I I I I I I I I· I I I I 1361 

SHIELDS = 1+2 
LIFE SUPPORT = 1+1/2 
SIZE CLASS = 2 FH 

/ PH-l SABOT PH-l '\ REFERENCE = RH-l.1S3 

r= IIIIJIS~~:LIlIE) ~ INTERNALS = 153/163 
REFIT = +13 

1= = = = = = = = =1 WIO CAPSULE = 90 

= = = = = = = CREW UNITS 
= = = = = = 

1 1 1 1*1 1..1 
I I I I I I 

' , , ::: -.:: -:-
L-E ' , 39 , _E , 

HULL BROG IMP HULL 

~ B B rn SABOT SABOT BOARDING PARTIES 

FklIl l 
C WARP 

J [[]~A I I I 1161 
I I I I I I I I 

ARMOR ARMOR ; ~ 
DECK CREWS 

36
1 1 1 1 1 I I I I I I I I I I I I 

SHTL PH- 2 360· SHTL TRANSPORTER MINES 

0 ~ 0 I R I R I R I R I R I RiO 10 I 0 10 10 10 I 
PH- 2 LS TRAC BTTY AUX CON BTTV TRAN PH-2 RS SHUTTLES 3 BAYS + 2 TUBES 

S~E.hP "5 [i]]] rn rn IT! IT! IT! I]]]] SHIE.hP;'3 eNTIl HIT POINTS TYPE 

r- - ARMOR AFT HULL ARMOR - r-
r- - ~ 0 111111,,1'0 ~ - r-
I- - - -
I- - \ RH ADD LAB ADD RH I - r-
r- - I cgH-l l I~'U. I JHITI • - -
r- - - ~ SENSOR PROBES 
r- - 15:~q I (";~~ 15 - - 1616151412101 II I I I 151 
r- - - - SCANNER POWER CURVE 
r- - - - 1010111315191 WARP = 48 
r- - I-~ IMPULSE = 4 

r- - L WARP RWARP r-- DAM. CON. APR = a 
1614141212101 AWR = a 

I- - I-- TOTAL =52 
r- -

I I I I I I I I I I I I 1301 

I-- EX. DAM. BATTERY = 4 

I- 30 
SHIELD "4 

1-30 I I I I I 1261 REF IMP = 2 

I I I I I '-- L-= ANTI-DRONES DOUBLE RELOADS 
NOTES: 1. COMMAND CAPSULE MOVEMENT COST IS 1/2 WHEN SEPARATED. 1 6 -:·:-:1 1 12 

2. SHIELDS ARE ON THE CAPSULE. 2. 6 .:.:::J 12 
3. SHADED BOXES ARE THE REFIT. ./~~ I!iG(/));·\i:)}:,::;:·,~::·:-i/\:;;·~.;':-i·:·"·i/ 
4. SHADED PH- 25 ARE PH- 1 ON THE REFIT. 
5. THE REFIT AOOED 6 ROUNDS OF ADD AMMUNITION. HIT .. - 1-2 1-3 1-4 -

SABOT COMBAT TABLE TURN MODE 0 WEAPON ARCS 
·:RA·lic;t·,·(/·:··:·:\·:·:··;·,·,,::O·((·-·:·,Z;4:··;o.-::s:~;S:->'-:"::·:9:~·r5··";·'1--6-:~··3"(i: 1 2-4 
HIT, STD NA 1-5 1-4 1-3 1-2 2 5-6 

.$~ 
HIT,OYERLOAO 1-6 1-5 1-4 NA NA 3 9-12 i) DAMAGE, STD NA 16 12 B 4 4 13-17 
DMGE, OVERLOAD 28 24 20 NA NA 5 16-24 
·5 Lide: [55 i.y.[:,:vo L:f~V.;·DIi MAli E;:."j>.E;Rt·[ Ni:AG.E:·Si;':'\:~·'·"::~'::·':: 6 25+ LR~RR YOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHIELD 25" 50" 75" 100" !!.jT 80 RH 
REMAINI NG FIYE SHI ELDS 75" 50" 25" 0" 7Y2 5-6rT 

PHASER-l PHASER-2 PHASER-3 
·;"D·IE. 
';~Oll' ··~t~~;~::;::~:· 3 

..::::\/Y/·/~f/~.~::·:;-(~:+\?6.~i.~te 
•· .. '4/}~//·.~/1"~:}'·~:$)·'·::~ir:'i.5.\ ~:JfU :~·~~~t~ .. l@ik1t:· .. j{:~~6d:}~~~ri"·::. :~:J:R;: ::i~rM:;:~:i::;:·::;·~:·;@;j~M~4i:;:.: 

1 9 B 7 6 5 5 4 3 2 1 1 1 6 5 5 4 3 2 1 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 -
3 7 5 5 4 4 4 3 1 - - - 3 6 4 4 4 1 1 - - 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 4 5 4 4 3 1 - - - 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5 5 4 3 3 - - - - 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6 5 3 3 3 - - - - 6 3 3 1 - - -

1+1/2 WARP MOVEMENT CHART 
:·}:~·~f;~.b::-/·;<::-//·:~::/~:i::·).3/·>,/·.:,,~:.-:,:·,,·~·;·;·'·:'-.1//::~·/~:::··)·:!l::::·.·"·J:i;··/'1··~/J:~·/\1·:ii;·'1··.~:·;/tfi·;;'/·i}~:/·(Ii/::'1~~{'/Z:((·;·Z··f}~·~/·)2.3;·/2;"/·.2·~/::-~'i1/~l}-~:~/-/·i;~:··::·,,·~(t:-:;;·?// 

Standard 2 3 5 6 8 9 11 12 14 15 17 18 20 21 23 24 26 27 29 30 32 33 35 36 38 39 41 42 44 45 
Fn,et. lY2 3 4Y2 6 7Y2 9 IOY2 1213Y2'5 16Y2 1819Y2 21 22Y2 24 25Y2 27 28Y2 30 31Y2 33 34Y2 36 37Y2 39 40Y2 42 43Y2 45 
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KREBIZ FAST PATROl.. SHIP VARIANTS 

CARGO ESCORT 
S H rLI.L!~_'" 6 

1-­
r---
1--
1--

1-1-
1-'i4 

SHIELD"'l SH~~2 SENSOR 

-~ qJ 
SHllL.£.. ... 6 

!!!TIT! U 
SH~~2 

-I-
...... - []] 
----
--

...... '-
--
-~ 

ULL BRI DGE HUL[ 

III ° III 

~ EEEfB ~ "mOCON SH~LD'5 B m B SHIE~" m 
~~ _~"~M 
_ I- HET 
__ ~I- m 
__ SHIELD"'4 1-1- BD 

:14 rn I I I FLiJ ~~ ~ 
PF DATA TABLE CREW 

TYPE = PFC 1*1 I 141 

POINT VALUE = 55/16 IBI21 

MOVEMENT = 1/5 POWER CURVE 
SHIELDS = 1 + 1 
L I FE SUPPORT = 1/2 
SIZE CLASS = 5 
REFERENCE 
INTERNALS 

= RH-l.PF4 

= 37 

WARP = 
IMPULSE -
APR = 
AWR = 
TOTAL = 
BATTERY = 

0/8 
2 
o 
o 

2/10 
o 

NOTES: 1. WITHOUT PACKS, THIS IS A SUBLIGHT UNIT 

-­_ ...... 

------
r---
1-­
r---

1-20 
'-= 

1-1-
1-1-

1-1-
--I-

..... 1-
-I-

ADD 

PH-3 ITlII PH-

FHffi BRIDGE OOFH 

/' HULL rn HULL ""'-

WBP ~ I MPULSE ~ WBP 

~~~v~ 
'-- -

S~IIELD"4 

:~ 111111111181 

-I-

-I-
--_ ...... 
---,-
--
1-;-0 
'-;;;.;;. 

1-1-

1-1-
1-1-
~I­

~I­
...... 1-

-I-

-r,-e 
-~ 

PF DATA TABLE CREW 
TYPE _ PFE IF'TI *=If--TI-I~I"""""I "TI ":""18 1 

POINT VALUE :::: 113/67 ,.=B:,,;P.....,..--r..., 
MOVEMENT = 1/5 I I I 141 
SHIELDS = 1 + 1 

1/2 
5 

POWER CURVE 

= 
LIFE SUPPORT = 
SIZE CLASS 
REFERENCE 
INTERNALS 

= RH-l.PF5 
32 

ANTI-DRONES DOUBLE RELOADS 
1 I I I 12 

21 1 1 1 12 

.;:.~~ f!i~ (?\·.O: .. ?/.If:·:':/::·?l::,/,:·:::,:·~:,'/,:·:~·;iJ"t··:f 
HIT'" - 1-2 1-3 1-4 -

WARP = 
IMPULSE = 
APR = 
AWR = 
TOTAL = 
BATTERY = 

4/12 
4 
o 
o 

8/16 
o 

SABOT COMBAT TABLE (for reference only) 
·:RA·NG f:;·:·:/··:·,,/·::·;·;:··>::O··::"::··1:'·/:2\:,f·::>::S:-::.;a:,,>;··:· .. ;':9:S·.fs-·>::f6S3·O:·· 

TURN MODE C TURN MODE 0 WEAPON ARCS 

HIT,STD NA 1-5 1-4 1-3 1-2 
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:SliC(lE·SS iV.E·~VO lfEV:'·DA MAG f?P..[RC·E N·EAG.E·S,:'·:'.:'-/·:·}.::··:·. 
YOLLEY 1st 2nd 3rd 4th+ 

1 2-4 
2 5-9 
3 10-14 
4 15-20 
5 21-27 
6 26+ 

1 
2 
3 
4 
5 
6 

2-4 
5-6 
9-12 

13-17 
IB-24 

25+ 

fH 

'$)' 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% HET BD HET BD RH 
REMAININGFIVESHIELDS 75% 50% 25% 0% SEE CAPSULES ABOVE SEE CAPSULES ABOVE 

PHASER-I NOTES: 1. CAPSULE TURN MODE IS D w/o PACKS. r.-P,.;,;H;;.A~S~E;;,.R;.,.-..;;3 ....... ~~~~~~ 

:::'f:J:fL :::·~tjf.~&~·i{:i:::~·:{}:~::::::::;@ft:/~%:~~·§:~~\t::::·~~~:;:~~\f 2. ~ ~~TE ~A ~ ~~:~ ~ I~~TD~ ~ ~IEF ~~su :~~~T, ~:J:fL.: ::~t:~:Mi}:~?}ii:::::~~~j~~:(:fig: 
1 9 8 7 6 5 5 4 3 2 1 1 FIRE CONTROL AND EW. 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 1 1 - 3. THESE UNITS ARE NOT NIMBLE. 2 4 4 4 2 1 -
3 7 5 5 4 4 4 3 1 - - - 4. PACKS CAN ONLY BE MOUNTED IN PAIRS. 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - 5. THESE UNITS ARE NOT AFFECTED BY 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - (K1.63). 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 6. ESCORT PfALWAYS HAD ADD-12s WITH 6 3 3 1 - - -

1/5 WARP MOVEMENT CHART DOUBLE RELOADS. 

·t~·p'.~ ~·~:·:':{J::;·::::(·;':-)::·~·:·:~4::::··::/f,·:·;:·:J.{;;:·:.:.t·}/·::t:r·:·:·;,:,:~::,):,:(:,,:·:-:j:··.t·:·:'::~l.~);..i; ~.>/1·,~::··:1'.!i:·:'::<;J::fj·:'::/·i;:~:.:~:·(8.:·.::·;·.i::;::;;.:·:·::·~:Q·:·:::·Z'·:i';):·~·~.):·~·.:·i.3.:.::i.:~::-·.2·.5;·};-~~~):~j,.:·:,;~ .. i;I::·';.:·:::~:;:.:· .. ;·~~. 
Standard 1 1 1 1 1 2 2 2 2 2 3 3 3 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 
Fract. YS % % 'YS 1 lYS 1% 1% I'YS 2 2YS 2% 2% 2'YS 3 3~ 3% 3% 3'YS 4 4Ys 4% 4% 4'YS 5 5YS 5% 5% 5% 6 
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KREBIZ FAST PATROL SHIP VARIANTS 

GROUND ASSAULT MINE WARFARE 

S H!£L Q.:" 6 SHIELD #1 SH~~2 SENSOR SH!£L~#6 SHIELD #1 SH!.ll~2 SENSOR 

W I I I [1] rn I I I I I I I 1141 rn - - ~ ~ - I- - I-

- - l-I- - ~ - ~ 
- - ~ ~ - I"""'" - ~ 
- - PH-l- FH ~ ~ - ~ - I-

- - HULL [I]]] HUL[ ~ I- SCANNER - - H_1BRIDGEpH_ - ~ SCANNER 

- - [I] BRIDGE [I] l- I"""'" rn -':""": 
FH[i] D [DFH -~ rn :11 SHTL rn SHTL - rr; -~ MINES -~ 

/' B BARRACKS D ~ _ .... 
1 2 3 4 5 6 

DAM CON 
/' 

7 8 9 10 1112 
~ 

DAM CON 

WBP TRAN W TRAN WBP rn 13 14 15 16 171B rn SHll.LD #5 SHIEL~#3 WBP WBP 

~ 
HULL SHTL HULL 

~ 
- ~§c,,~§~ -

EX DAM 
[I] OJ [I] 

EX DAM - - @ " 1m 7 @ - ~ I'M~ulSEI / - SH~.L.!L#S SH.!IL~#3 

- - - I I I I --- - - r- - - .... 
HET - "--- HET - - - - OJ I-- - - OJ - - - - ~ - - -

- - SHIELD #4 - - BD 
~ - SHIELD #4 - - BD 

- 14 1 1 I 1 1 1 1141 - 14 ~ 1-12 I I I I I 1121 
~- ~ I ..... .!!. -- -- .... .;.;; 

PF DATA TABLE CREW PF DATA TABLE CREW 
TVPE = PFG I 1 1 1*1 1 1 1161 

TVPE = PFM 1*1 1 141 
POINT VALUE = 104/62 POINT VALUE = 71/54 BP 

MOVEMENT = 1/5 BP MOVEMENT = 1/5 [IT] 
SHIELDS = 1+1 Inri I I l.I SHIELDS = 1 + 1 
L I FE SUPPORT = 1/2 LI FE SUPPORT = 1/2 
SIZE CLASS = 5 SIZE CLASS = 5 POWER CURVE 
REFERENCE = RH-l.PF7 

GCVs [i] rn REFERENCE = RH-l.PFB WARP = 4/12 
INTERNALS = 36 INTERNALS = 35 IMPULSE = 4 

POWER CURVE APR = 0 
SHUTTLES TWO BAYS SHUTTLES ONE BAY AWR = 0 

eNTR HIT POINTS TYPE WARP = OIB eNTR HIT POINTS TYPE TOTAL = 8/16 
I I IMPULSE = 3 I I I I I MSS BATTERY = 0 

I I I I HTS APR = 0 I I I I I MSS AWR = 0 
I I I I GAS TOTAL = 3/11 
I I I I GAS BATTERY = 0 

SABOT COMBAT TABLE (for reference only) TURN MODE C WEAPON ARCS 
·:Ri\·NGE:·:·"/·::\:··/>::··::·::O::'::·1;-.::·:t~:'i:"·?'-::5+::8>:,:·'-::·:9~·t5··>::··:f6:S··3li:·· 1 2-4 
HIT,STD NA 1-5 1-4 1- 3 1-2 2 5-9 fH 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 3 10-14 

'$)' ~ 
DAMAGE, STD NA 16 12 8 4 4 15-20 
DMGE, OVERLOAD 28 24 20 NA NA 5 21-27 L t R 
:s uct·f·SS i.Y,·f···:YO l:fEV::·rjli MAGE:JH:.RC·ENT:AG.ES·::;·,-::··',::··>::·>::··:·. 6 28+ LR~RR VOLLEY lsi 2nd 3rd 41h+ 
ACTIVATED TARGET SHI ELD 25" 50" 75" 100" HET DD RH 
REMAINING FIVE SHIELDS 75" 50" 25" 0" SEE CAPSULES ABOVE 

PHASER-l NOTES: 1. THESE UNITS ARE NOT TRUE PFs. THEY PHASER-3 
··bJf.::· :~~::~:~;~·:{~·}··~·:;·{:~At~:~~:?:~1~:::~~·{:}~~{i~~lt~W~~::~ MUST PAY FOR SHIELDS, LIFE SUPPORT, ::~Qr~/:: ~it~f.;~::~~~:::ill:@jj:~{:;)::t~(:: .i:ii;((: FIRE CONTROL AND EW. ..j;lI)~I;': 

1 9 8 7 6 5 5 4 3 2 1 1 2. THESE UNITS ARE NOT NIMBLE. 1 4 4 4 3 1 1 
2 B 7 6 5 5 4 3 2 1 1 - 3. PACKS CAN ONLY BE MOUNTED IN PAIRS. 2 4 4 4 2 1 -
3 7 5 5 4 4 4 3 1 - - - 4. THESE UNITS ARE NOT AFFECTED BY 3 4 4 4 1 - -
4 6 4 4 4 4 3 2 - - - - (Kl.63). 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - 5. WITHOUT PACKS THESE ARE SUBLIGHT 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - UNITS. 6 3 3 I - - -

1/5 WARP MOVEMENT CHART 
~.~ p~ ~·~\·':-;J:/;\·:~:";:)::·:·:::·;4:·::··:5·;;··::·::·.4·\:·:·:·;7::-':·;;,:·.::lf):··:·:'3i:):!:(/·}.f·.(,,::·:.··i\J:·~·:·::·;::'I·:~/.··.$:·:::·J:fi··f,·:·~:··I::t·:~:·l-:'1i.:./.j::~·/·:·::·Zlr::·;·~·:1?:·:f,·~~):.)"i .. 3':'/2.:4:·:;.2·.5;··:·;;·~~:·~~}':·:·;'Z·.iJ:·:·;·;:/i,:~/·:;~Q:: 
Shnd .. rd 1 1 1 1 1 2 2 2 2 2 3 3 3 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 
Fract. Ys % % % 1 lYs 1% 1%1~5 2 2Ys 2% 2% 2~5 3 3Ys 37's 3% 3~5 4 4Ys 4% 4 3/s 4~5 5 sYs 5% 5% 5~5 6 
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KREBIZ FAST PATROL SHIP VARIANTS 

FIGHTER-CONVEYOR 
SHll,L.2.,.-6 

----------
-14 --

r­
I-r-

SHIELD-' o IIIII U 
FH 

PH-l SABOT 

FHEi] m 

.... r- SHIELD "'4 

r- r,z FE I I I [JjiJ 

SH~g...-2 

r- I-
r- r-
r- r-
r- r-.... I-
..... 'i4 --

SHIEL.2.,.-3 

-
-
-
~ 

I-
r- I-
r-~ 
r- r;z 
..... ---

SENSOR 

~ 
SCANNER 

m 
DAM CON 

rn 
EX DAM 

@ 
HET m 
BD 

~ 

FIGHTER-CONVEYOR SQUADRON 

~o~o~o~o 1 2 3 4 

mm mm :WH llj~~l 

o O[!] 0 0 O[!] 0 0 Olilil 0 0 O[!] 0 

rl,?~ rl,,:?~ rl ~,1 rl,:,1 
~~~~ 
OO[!]O OO[!]O 001ilil0 001]0 

~oQoQoQo 9 10 I I 12 

mm 1~m~ tWj~ lwn 

CI .O!j] CI CI Olilil CI CI Olilil Cl Cl O!j] CI 

PFDATA TABLE CREW 
TYPE = PFF -='1 ':;'1=i-1*-rI--r'1 -',r-T'",-',r-TI ~91 

DELETE THESE 
mlffi] BOX ES Fa R THE 

KRILL-S FIGHTER. 

A KRILL-E COULD REPLACE 
ONE OF THE OTHER KRllLS. 

POINT VALUE = 92/56 IBI21 

MOVEMENT = 1/5 POWER CURVE 
SHIELDS = 1+1 

KRill FIGHTERS (RH-l F) Q 
fiGHTER: KRILl-S KRllL-F KRllL-E 
POINTYALUE = 8 10 12 

LI FE SUPPORT 
SIZE CLASS 
REFERENCE 
INTERNALS 

NOTES: ,. TWO BAYS 

= 1/2 
= 5 
= RH-l.PF6 
= 31 

WARP = 
IMPULSE = 
APR = 
AWR = 
TOTAL = 
BATTERY = 

DECK CREWS 

2/10 
2 
o 
o 

4/12 
o 

PH- 3 = IxFA 2xFA I xFA 
ftr SABOT FA = 2 2 a E 
DfR = 3 4 3 
CRIPPLED = 6 7 7 10 

'--'-S""'PE:..:E..:..D ___ = __ ''-=2'--_----''...:.S __ ---'-' S,----, 0 o !TIll 0 Q 
FIGHTER SABOT CHART 
RANGE 0-1 2-4 5-8 

HIT 1 - 5 1- 4 1 - 3 
I I I I I I I I I I I 1121 DAMAGEt 12 8 4 

t USE SUCCESSIVE VOLLEY 
DAMAGE PERCENTAGES 
FOUND ON THE STANDARD 
SABOT COMBAT TABLE. 

SABOT COMBAT TABLE (for reference only) 
·:Ri\'NG[.-·:··::··>::·\··:·.;·>::\·/0~;··1::··:::··:Z.~:4>;'>::5:~;8:·\·:··:··:9::';.fS··/·:f6·:~·3·O:· 

HIT, STD 
HIT, OVERLOAD 

DAMAGE, STD 
DMGE, OVERLOAD 

NA 
1-6 

NA 
28 

1-5 
1-5 

16 
24 

1-4 
1-4 

12 
20 

1-3 
NA 

8 
NA 

1-2 
NA 

4 
NA 

:SOCCE·SS jVE':VO (·lEV.::·DIi MAGE·:;·P.f:.RC·E N'(~i;.E5.'::;-i:·./· ... /.:· .. 
VOllEY "1 2nd 3rd 4th+ 
ACTIVIITED TIlRGET SHI ElD 25% 50% 75% 100% 
REMIlINING fiVE SHIELDS 7S% 50% 25% 0% 

PHASER-l 

TURN MODE C 

1 2-4 
2 5-9 
3 10-14 
4 
5 
6 

HET 

15-20 
21-27 

28+ 

BD 
SEE CAPSULE ABOVE 

TURN MODE D 

1 2-4 
2 5-8 
3 9-12 
4 13-17 
5 18-24 
6 25+ 

HET BD 
SEE CAPSULE ABOVE 

WEAPON ARCS 

PHASER-3 

~:jI(:::: :;M~~·~;:~::{l;_ii:~:}:·;!:::·{~·::~~t}: 
I 4 4 4 3 1 I 
244421 -
34441- -
4443-- -
5432-- -
6331-- -

~·~p.·t:~·i>:..::A::·;·::.::·:~::·;·:·);:}A/:·:;··::~·:~::j,··:·~.:·:·;7~·:·:~·::::~··;;;·:·:~::·}fQ;··:·:·:J.:j::·:::·:1·~/_J~>;:::.1·:ii::·;1··.$:·:.::·5J:·fj·:~··;..·1;::t)j8.:/,.1;;:·/_}~Q'·:·:~·:1;·:·;~·~~·;::_./i..3.:/i:4.::·)!·.5::_./.~;i?:;~j.::·;,~.~:.:,::<.~9,<::.~~: 
Standard I 1 I I I 2 2 2 2 2 3 3 3 3 3 4 4 4 4 4 5 5 5 5 S 6 6 6 6 6 
Fract. YS % % '}Is I lYS 1% 1% 1'}1s 2 2YS 2% 2% 2'}1s 3 3YS 3% 3% 3% 4 4YS 4% 4% 4'}1s S sYS 5% 5% s'}ls 6 
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KREBIZ ADVANCED BATILESTATION 

SHIELD ""6 SHI ELD ""2 

ARMOR- LF IL ARMOR-RF IR 

40 

MODULE 
OPTION 

REPAIR 

21 

SENSOR. m 
SABOT-FX 

m!] 
25 

TRAC 
IT] 
PH-l-FX 

EiTIJ 
21 

APR APR 

I I I I I I I I 1 .. 1 m I I I I I II 11 .. 1 
Ilf TO EE

SHTL ~ B~E ~EELAB Tef S~: 
D BTTV CD BTTV D 

fFmLB 
,,"8LI U IJi ARM 

SABOT TRAC~. 4 ~. TRAC SABOT 
RFITJ E3: 12 : E3 IT] LF 
LS [II : : [I] RS 

REPAIR \ CENTER H~I REPAIR 

••• PH-l SEN SEN PH-l 

MODULE 
OPTION 

40 

SHIELD ""5 RFrn rn 
LSm 

I I I I I I I 1,61 rn mLF 
mRS 

SHI ELD ""3 

MODULE 
OPTION 

ARMOR- RA 

I I I I I I I I I I I I I I I I I I I I 1211 
SHIELD ""4 

40 I I I I I I I I I I I I I I I I I I I 1401 40 

X-I SABOT COMBAT TABLE 
·:RA"NG ('~~'/>~'~"::'/~'~'/o';:'~'f/::l~ )4/\:5:':;' ;a:··:· .. ;'};;:+f5<·:1--"(i~··30/ 31:o;i:40:: 
HIT,STD NA 1-51-4 1-3 1-2 1 
HIT, OVERLOAD 1- 6 1- 5 1 - 4 NA NA NA 

DAMAGE, STD NA 21 15 9 6 3 
DMGE, OVERLOAD 30 27 24 NA NA NA 

S \iCC·E·SS i.Y:E'·:VO Ij::E.V.:'-DA MAG (:-i'.[RC·[ NrAG.ES<:·/:·.;(:~.::·:';'./i·\.·.::~ .. :~. 
VOLLEY 1 st 2nd 3rd+ 
ACTIVATED TARGET SHI ELD 33.33% 66.67% 100% 
REMAINING FIVE SHIELDS 66.67% 33.33% 0% 

PHASER-l 

:~:J'~{ i:~~:;~:~l~fi.;~@:;~%~:~i:.:~:;:~:~;:{~·~}.?~'~X·~M.:1~\; 
198765543211 
28765543211-
375544431- --
46444432 -- --
55444331 -- --
6443322- -- --

Pege 40, Krebiz- 4 

NOTES: 
1. SABOT FEEDBACK ONLY OCCURS AT A 

TRUE RANGE OF ZERO OR 1 (DW- 1.73) 
2. AWRs ARE DAMAGED ON ANV 'WARP" 

HITS. 
3. ARMOR INSIDE CENTRAL SPOKES IS 

360·. 
4. MAV FASTLOAD STANDARD LOAD 

X-SABOTS IN ONE TURN. 
5. X-I BATTERI ES HOLD 3 POWER EACH. 
6. ARMOR BOXES TAKES TWO 

DAMAGE POINTS TO DESTROY. OJ 
PHASER-2 

:~·:J·m:: {:i:~t:+~~;:~::)i~~:(~;:Hl~:~:;~~6~;:;:.~~~{~~ 
165543211 
26544211 -
3644411--
454431---
55433-- --
65333-- --

BASE DATA TABLE 

TVPE = BTX 
POINT VALUE = 330 
SHIELDS = 
L I FE SUPPORT = 
SIZE CLASS = 

1+3 
1+1/2 

2 
REFERENCE 
INTERNALS 

= RH-l.20B 
= 220 

1 st GENERAT I ON X-BASE 

CREW UNITS 140 

" 

BOARDING PARTIES 24 

111111111"1"1" 
TRANSPORTER MINES 

SHUTTLES ONE BAV 
CNTR HIT POINTS TYPE 

SENSOR 
1616151412101 
SCANNER 
1010111315191 

DAM. CON. 
1614141212101 

EX. DAM. 

I I I I 1201 

PROBES 

111 I I 151 

POWER CURVE 

APR = 36 
AWR = 1.§.. 
TOTAL • 52 
BATTERV = 18 

ANTI-DRONES NO RELOADS 

1 1 1 1 1 1 1 1 
1 1 1 1 1 1 1 

30 HIT"" - 1-2 1-3 1-4 -

WEAPON ARCS 

.®~?d!b\ 
RA LR~ RR \8jfV 

PHASER-3 

!:'fJfJ: ~~':'M/~:~:~:Wg:~:i;::jT:~}~~~:~{~:;:~ 
1 4 4 4 3 1 1 
244421 -
34441- -
4443-- -
5432-- -
6331-- -
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KR£BIZ CLAW SHIP DATA TABLE 

X-1 BATTL£CRUIS£R 
TYPE = Bex 
POINT VALUE = 275 

SHIELD -6 SHIELD-I 

SHIELD '3 

19 19 
L WARP RWARP 

MOVEMENT = 
SHIELDS = 1+1+1/2 
LIFE SUPPORT = 1 
SIZE CLASS = 3 
REFERENCE 
INTERNALS 

= RH- 1-221 
= 114/174 

1 ST GENERATION X-SHIP 

III rrr II*IIIIJ 
BOARDING PARTIES 

OJIIIIIIIIII 
TRANSPORTER MINES 
JRJRJRJRIRJRIDIDIDIDIDIDI 

SHUTTLES TWO BAYS 
CNTR HIT POINTS TYPE 

ANTI-DRONES DOUBLE RELOADS SHIELD '4 

ff~14~1 II ~ I Pf"'7'7'T'rl1ta 20 

1 I I I 12 

2 I I I 12 

'::':'~~~Ii E;\: .. \:il;·\\);X:·\:·'t~·:··.·:;:·:·>:·~:\·:·:;:~~/ 

X-I SABOT COMBAT TABLE 
:R~liGE:·///·:·~':·";·/·:·/:O··~'1:i·>\Z·~:4:·f;;·/;5:-;:';8:/·>;'.9~··:t:S·:,::··:1:-6:~··30:~ 31:~:40:. 
HIT,STD NA 1-5 1-4 1-3 1-2 1 
HIT, OVERloAD 1-6 1-5 1-4 Nfl Nfl NA 

DAMAGE, STD NA 21 15 9 6 3 
DMGE, OVERLOAD 30 27 24 NA NA NA 

:suP(; E~SI.Y:E':YOl.U;Y.:'I)At1AGf;·:;'P,[.~·EN1"G E5!;.";·:·;:~;:{·::·:':: .. ::'>::>~;·<:·:;··:: 
VOlLEV 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ElD 33.33" 66.67" 1 00" 
REMAINING FIVE SHIELDS 66.67" 33.33" 0" 

TURN MODE D 

1 2-4 
2 5-8 
3 9-12 
4 13-17 
5 18-24 
6 25+ 

HET BD 

HIT'" - 1-2 1-3 1-4 -

WEAPON ARCS 

(@3)FH ~ ~L'~RS 
\JuJ L t R t 
~ LR RR 

RH 

PHASER-l NOTES: 1. COMMAND CAPSULE MOVEMENT COST 
IS 115 WHEN SEPARATED. 

1 9 8 7 6 5 5 4 
2 8 7 6 5 5 4 3 
3 7 5 5 4 4 4 3 
4 6 4 4 4 4 3 2 
5 5 4 4 4 3 3 1 
6 4 4 3 3 2 2 -

Copyright ® 1997 Companion Games 

3 2 
2 1 
1 

2. SHADED SHIELDS ARE ON THE CRUISER 
( 112). NON-SHADED SHI ELDS ARE ON 
THE CAPSULE (1 + 1 ). 

3. X-I BATTERIES HOLD 3 POWER EACH. 
4. MAY fASTLOAD STANOARD LOAD 

X-SABOTs I N ONE TURN. 
5. ARMOR BOXES TAKE TWO DAMAGE D 

POI NTS TO DESTROY. : 

3 
2 
1 
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KREBIZ MANDIBLE 
X-1 LIGHT COMMAND CRUISER 

SHI ELD "'6 SHIELD "'I SHI ELD "'2 

SHIELD -5 IMPULSE SHI ELD-3 

/ / / / / 

16 16 
LWARP RWARP 

SHIELD #4 

20 

SHIP DATA TABLE 

TYPE = CCLX 

POINT VALUE = 200 
MOVEMENT ;:: 2/3 
SHIELDS = 1+1+1/2 

L I FE SUPPORT = 1 
SIZE CLASS = 3 
REFERENCE = RH-1.222 

INTERNALS = 97/149 

1 ST GENERATION X-SHIP 

rniTfl nUll 
BOARDING PARTIES 

TRANSPORTER MINES 

IR/RIRIRIRIRIDIDIDIDIDIDI 

SHUTTLES TWO BAYS 
tNTR HIT POINTS TYPE 

SENSOR 
16161412101 

SCANNER 
1010/1/3/0/ 

DAM. CON. 

1414121zl01 

EX. DAM. 

1 I I 1 1181 

ANTI-DRONES 
1 I I 

PROBES 
11 I / I ,5, 

POWER CURVE 
WARP • 36 
IMPULSE· 6 
APR 0 
AWR 0 
TOTAL 42 
BATTERY = 9 

DOUBLE RELOADS 
12 

~:,:-~,;.r,;~~\/.:.t1\·:;:-'::;.1.\:':-·~·:·~:;;·\·:·::':-~.<::·:':·::':-~·:t:<'~ 
HIT'" - 1-2 1-3 1-4 -

X-1 SABOT COMBAT TABLE TURN MODE D WEAPON ARCS 
·:RA·IIIGE··:·;·:··:>::·:· .. ;··:· .. ;··:·::··>::O·~··1::~·::··:t-i)4:··~:· .. ;5};8:·~:·::··:· .. ;··:9:.;-.:tS·/·:f6:::;·3·(j/ 31:':;:40:: 
HIT,STD NA 1-5 1-4 1-3 1-2 
HIT,OVERLOAD 1-6 1-5 1-4 NA NA NA 

DAMAGE, STD NA 21 15 9 6 3 
DMGE, OVERLOAD 30 27 24 NA NA NA 

:SliOC'ESS i.Y.·E~YIi ":t:Fi-;:·DA MAG E:~P..E·RC·E Nr:"G.E6!,~"';'/'>::~/::',~;~/;~/::··:f;-/··>;':-
VOLLEY 1 st Znd 3rd+ 
ACTIVATED TARGET SHIELD 33.33% 66.67% 100% 
REMAINING FIVE SHI ELDS 66.67% 33.33% 0% 

1 2-4 

2 5-8 
3 9-12 

4 13-17 
1B-24 

25+ 
~FH ~~Li~RS 
\<...A.JJ L t R ... 

~ LR RR 
RH 

PHASER-1 NOTES: 1. COMMAND CAPSULE MOVEMENT COST PHASER-3 

:::J;~:t .~:~~:~~~/f~Jg~~·:t~~iK?~:~::{:~j~:{:~·r:::!~~i::~§ij~~~;j~ 2. ~~1~~D~~~~LSD~::~6~THE CRUISER !:::J.~:t:::: :·~~~:MKi{{::;:;~:{::tt{f.t4~:~ 
1 9 8 7 6 5 5 4 3 2 1 1 (1/2). NON-SHADEDSHIELDSAREON 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 lITHE CAPSULE ( 1 + 1 ). 2 4 4 4 2 1 
3 7 5 5 4 4 4 3 1 3. X-I BATTERIES HOLD 3 POWER EACH. 3 4 4 4 1 
4 6 4 4 4 4 3 2 4. MAY FASTLOAD STANDARD LOAD 4 4 4 3 -
5 544433 1 X-SABOTsINONETURN. 5 432 -
6 4 4 3 3 2 2 - 5. ARMOR BOXES TAKE TWO DAMAGE OJ 6 3 3 1 

2/3 WARP MOVEMENT CHART POINTS TO DESTROY. L...-,;;........L..;;----::~..;.... ____ ..... 

;·SP',~~·I):· .. ;·>~>;··::-::·:~·::;··:·.:.3::··:· .. ::·:4:'i:·::/r;;!'·\f{/:.ji:·}~;~···:·:·;':·:~;::·~::~··~:':·>:'-.1.:·.f>::·~l··~·:";..t ~·>::·::J·i4;·~t··$::/J··~,,;··:~:··1;t·:~·t8i:-i,-·1;S!:.>;.>::·~:q.>::·~'J::·.>::·~·~:·.':·/2.3;·~·.:·2A::·':'.2·.S::·.>;·~;(j:·.~~}.·:::~·~.a:··;:·:·,,::·~:S!:·;·.':·~(f· 
Sbnd~rd 1 2 2 3 4 4 5 6 6 7 8 6 9 10 10 11 12 12 13 14 14 15 16 16 17 18 18 19 20 20 
Fract. % lY3 22%3Y3 44%5Y3 6 6% 7Y3 6 8% 9Y31010%IIY312IZ%13~14142/315Y31616%17Y31818%19Y320 
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i<REBIZ MANDIBL.E SHIP DATA TABLE 

TYPE = OCLX 
X-1 L.IGHT BATTL.ECRUISER POINT VALUE = 245 

MOVEMENT = 2/3 
SHIELDS = 1+1+1/2 

S~L.!2. #6 SHIELD #1 SH.!lL~#2 

I I I bkJ)jikhlihl I 1281 

LIFE SUPPORT = I 
t- - - ..... SIZE CLASS = 3 
t- - -,..... REFERENCE = RH-I.225 
t- - - - INTERNALS 100/152 SABOT FH = 

~~ PH-l [ill] PH-l ~: I ST GENERATION X-SHIP 

FHffi 
BRIDGE 

ffiFH ~- CREW UNITS 

~~ EE 
I I I I I I I IJ I I I I 

HULL HULL ~: :~ ~ 
IMPULSE 

~ ~-EE ~~ ~~ 
24~ 

SA SA 
~~ BOT CWARP BOT 

FH£1 m~A BOARDING PARTIES -""-
I I I 

.......... 

I I I I I I I I I I I 1241 
ARMOR ARMOR 

I I : : BTT BTTY : : 

TRANSPORTER MINES 

PH-l 360· 1 R 1 R 1 R I R 1 R 1 RI DID I DID I DID I 

: 1:40 (ill] o : 1:4 SHUTTLES TWO BAYS 
PH-l LS SHTL TRAC AUXCON TRAN SHTL PH-l RS CNTR HIT POINTS TYPE 

III]] rn rnrnrn rn£ml 
ARMOR PRB AFT HULL EMER ARMOR 

~ g I 1111,,1 Qy W!]i~ 
RH 1:2 OJ LAB 0 1: RH SENSOR PROBES 
~ PH-l 1 1 I 1 1 PH-' /r 16161S1412101 l' I I I 151 

S~~#S - RH[j] IMPULSE (ffiRH r- SH~LQ..#3 
SCANNER POWER CURVE 

t-~ ~IIIII.....,.... ~- 1010111 3 1S 19 1 WARP = 36 
t-~ ~- DAM. CON. IMPULSE = 8 

~~ ~~ 14141212101 
APR = 0 
AWR = 0 

t-~ EX. DAM. TOTAL = 44 
~~ ~~ 16 16 

1 1 1 I 1'91 
BATTERY = 9 

~~ L WARP RWARP ~t-
t- t- t- t- ANTI-DRONES DOUBLE RELOADS 

~ ~ 
SHIELD #4 

~ ~ 
1 I I I I I 12 

.... 
~ I I ~~~ 1201 

~ ~ 
·?~~f!i~E;\/:il\:\).:·::f:·:"t?~i,·:·.:~:.~:·:·~:.:~:.:?i!i·*-.:~ 

HIT # - 1-2 1-3 1-4 -_ ..... .......... 
X-I SAOOT COMBAT TABLE TURN MODE D WEAPON ARCS 
~~'MGE:'~,';'>::":~:":"';':,';";;::':',';0"+::"1::~:}t~:lIi:·~··\S:·~8:·\··:·,';··:9"ifS\·:f6·:S··3·d\:5 i:~:i4o:: I 2-4 
HIT, STD NIl 1-5 1-4 1-3 1-2 1 2 5-0 FA 
HIT,OYERLOAD 1-6 1-5 1-4 NA NA NIl 3 9-12 

FH ~ 

~ DAMAGE, STD NIl 21 15 9 6 3 4 13-17 ,~·ft DMGE,OYERLOAD 30 27 24 NA NA NA 5 10-24 • L. R 
:SUCCESS i.y,·[·;VO If[y.:~DA t1AG E·:~P..E-RC·E NT:·tiG.ES,';~,';··:~;·-/V·:·:;:,';·~·::·;··~;·,'::;;::·~· 6 25+ '@' LR~RR YOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ELD 33.33'}1; 66.67'" 1 o o '}I; -Tl: 5- 8D RH 
REMAINING FIVE SHI ELDS 66.67'}1; 33.33'" 0'" 3Y3 6rT 

PHASER-l NOTES: 1. COMMAND CAPSULE MOVEMENT COST PHASER-3 

::::J:·f:i: :::·M:~~:~::·:~:)?:·~::·}::;::::::::::~}::::::;;~::::·~~;;r:~\t:::::::~M::3~\i IS 1/5 WHEN SEPARATED. ::::j;f::8: ~i~:~:M~}~{~t:iiK::t.jM@~~@ 2. SHADED SHI ELDS ARE ON THE CRUISER 

1 9 8 7 6 5 5 4 3 2 1 1 ( 112). NON-SHADED SHI ELDS ARE ON 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 1 1 - THE CAPSULE ( 1 + 1). 2 4 4 4 2 1 -
3 7 5 5 4 4 4 3 1 - - - 3. X-I BATTERI ES HOLD 3 POWER EACH. 3 4 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 1 - - - - X-SABOTs I N ONE TURN. 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 5. ARMOR BOXES TAKE TWO DAMAGE D 6 3 3 1 - - -

2/3 WARP MOVEMENT CHART 
POI NTS TO DESTROY. 

~·Sp.,,~ ~~::·::·A:·:·/·::·;Z·:'·/.3::·./-;if;::·;·.:·~·/'.::·:::f/·;':-::.7;"::~':':'::~'.::./ ~::·}fp?':··)j.:·t·:-;;··:1··i:'-::·.f~·::·/.1:~::·;1 ... ~:·:·;··:·;J::~.:::'-::.i::t·/-i-:8.::A:;;:·/:·:::·~Q··:·:::·Z··:i,'/::·~·~,::,::·:·:"i .. 3.:)i.4.:·.:)!·.5::-,:·:::,~,~):~1..:·:·;'~·.~:',';):'Z:;:;:'::'~(f 
Standard 1 2 2 3 4 4 5 6 6 7 8 8 9 10 10 11 12 12 13 14 14 15 16 16 17 18 18 19 20 20 
Fract. % lY3 2 2% 3Y3 4 4% SY3 6 6% 7Y3 8 8% 9Y3 10 107'3 11 Y3 '2 122/3 13~ 1414% ISY3 1616%17Y3 18 18% 19Y3 20 
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KREBIZ CLIPPER SHIP DATA TABLE 

X-1 DESTROYER TYPE = DDX 
POINT VALUE = 137 
MOVEMENT = 1/3 
SHiElDS = 1/2+112+1/2 

SH!l,L~#6 SHIELD #, SHIELD '2 LIFE SUPPORT = 1/2 
I I I I I I ~ I I I I 123 ~: SIZE CLASS = 4 

:~ ~: 
REFERENCE = RH-1.225 

-~ INTERNALS = 53/73 

=~ FH ~: 1ST GENERATION X-SHIP 

Ip'H-' SABOT PH) CREW UNITS -~ 

rnmlfl 
~-

I 1 1 1 1 1,,1 
1*1 1 1 1 1 - FH BRIDGE FH -- 2 CO 4 r-

- ,HUll IMP HUll 
r-

- fgcofg I- BOARDING PARTIES - SA C WARP 
r-

I I I I I I I I I 1'01 SA I-- BOT FA \J I I I V FA BOT 

20 m [] ~ TRANSPORTER MINES 
- ARMOR ARMOR ~ 

I RI R I RI RI I D I DI DI DI 360· 

~ STL PH-' STl~ 
LS D I]]]] o : : 1:0 RS SHUTTLES TWO BAYS 

PH-' BTY TRAC AUX TRAN LAB PH-' eNTR HIT POINTS TYPE 
SHI E.!:£' #5 ~DDDDD~ SHIE~ #3 

LS ~~HUL~'~ - i 11I11 j r-
- IMPULSE r-
- OJ I-- r-
- 7 7 I-- L WARP R WARP SENSOR PROBES r-

16161412101 11 I I I 151 - I-

:~ ~~ 
SCANNER POWER CURVE 

10101J!3191 WARP '8 ~I- = 
-~ ffi SHIELD '4 ffi DAM. CON. IMPULSE = 4 

!]~ I I I I I I, I ~~ 14121212101 
APR = a ,,'- AWR = 0 

EX. DAM. TOTAL = 22 

I I I I 1'21 
BATTERY = 3 

X-1 SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
:RAIiGE:·~.?";·:/':·";:/·\··>::O··"-::··1::·~ .. \z:~:~t}·::5:+;8::-,,::·:·,,;·:9:::;··f5"/··:f6·:'i·3·(i:·~ 3 t:"P.40:: 1 2-4 
HIT 1 STD NA '-5 '-4 '-3 '-2 I 2 5-9 FA 
HIT 1 OYERLOAD '-6 '-5 1-4 NA NA NA 3 10-14 ~ 

~ DAMAGE, STD NA 21 15 9 6 3 4 15-20 ~ DMGE, OVERLOAD 30 27 24 NA NA NA 5 21-27 L t R 
·SliC-G·E·ssh~E~VO l·LfV::.oli I'iAGE·:~P.tRt·ENtIiG.ES/~,,::··:~··>;~,,::,::;:,,::·~·,,:::-·\/:··>\. 6 26+ LR~RR VOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ELD 33.33% 66.67% 100% HET BD 
REMAINING FIVE SHI ELDS 66.67% 33.33% 0% 111% 6rr 

PHASER-1 NOTES: 1. COMMAND CAPSULE MOVEMENT COST PHASER-3 
··blE·· .. · 

~~~~~~~;:::~~~;x:::~~i~j~}~~!~M:~1f;:f~·:{i.::!~\~/~~tt~~~~1::~ IS 1/5 WHEN SEPARATED. :::~b.;i:.~/;:: ~~~:~~n:~:i::~;:::'if~:;%*:~~:~ :::'i~lNt 2. SHADED SHI ELDS ARE ON THE CRUISER :'~QIf~':' , 9 8 7 6 5 5 4 3 2 1 I ( 1/2). NON-SHADED SHIELDS ARE ON 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 1 1 - THE CAPSULE (1/2+ 112). 2 4 4 4 2 , -
3 7 5 5 4 4 4 3 , - - - 3. X-I BATTERIES HOLD 3 POWER EACH. 3 4 4 4 , - -
4 6 4 4 4 4 3 2 - - - - 4. MAY FASTLOAD STANDARD LOAD 4 4 4 3 - - -
5 5 4 4 4 3 3 1 - - - - X-SABOT, I N ONE TURN. 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - 5. ARMOR BOXES TAKE TWO DAMAGE m 6 3 3 , - - -

1/3 WARP MOVEMENT CHART POINTS TO DESTROY. 

{'~P'.f; ~i):..::·~ .. J>;.:,~·l-~·;~.:.3;·/A:·:::·:·:·::~·~·/·::.4"·:\ .. ;t,:·~·/fr.):,:·:'i::,:·.:fQ::·.:).t:-.. i.:·;:·J··~/·.f~·::'::·::J·:~;·;l··.~· .. ;··' .. J::fj:~·/l;:7,·./;(If./·.I::;:);~ .. ::·~q·~·:·;·~·:1;·.:·::·~·~~·:·;·?i..3;·.:::2.:.{2·.5;·.:;;.~;~::::~j.':';;.~.f,I::~~.%.~~{~.~ Q:. 
St~nd~rd 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 , a '0 10 
Fract. Y3 % 

, 
'Y3 1% 2 2Y3 2% 3 3Y3 32;3 4 4~ 42;3 5 5~ 5% 6 6Y3 6% 7 7Y3 7% 8 aY3 82;3 9 9Y3 9% 10 
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WYN INTERNED 
PINCER DESTROYER 

SHIELD #6 SHIELD #1 

I I I I I 

SHI ELO #5 

SHIELD #4 

I I I I I 

SABOT COMBAT TABLE 
:Rt\"NGf.'.:·,,/'-::>::~·::':·'-::\··/O··~··I/'-::··:Z·~:4//S:·f:8:>::··;:9:s1S/··:f6·:S3·O:· 

HIT,STD NA 1-5 1-4 1-3 1-2 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

'5 lidc·E·SSi.¥..E;:VO (t:EY.;·DA MAGE)JtRC·ENtIiG.E·S.}.::·:~:,,/;~~:,:, 
VOLLEY 131 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25')11; 50')11; 75')11; 100')11; 
REMAINI NG FIVE SHI ELDS 75')11; 50')11; 25')11; 0')11; 

PHASER-I 

:::':Jf{: :::~~~r.:~·\i::~~:~~{::~:i~:::::::~~~~~:::::~j:{~~·:r}~\1;.:::~it;::~·~;{ 
1987655432 
2876554321 
375544431 
46444432 
5 544 4 3 3 1 
6443322-

1/3 WARP MOVEMENT CHART 

SHIELD #2 

13 

SHIELO#3 

TURN MODE C 
1 2-4 
2 
3 
4 
5 
6 

5-9 
10-14 
15-20 
21-27 
20+ 

BD 

PHASER-2 

WEAPON ARCS 

::::~fS :;:-:~~+::~·:::i::f@}::::~;::t~~~i;:i~6V!:~Wf.!~ 
1655432 
2654421 
3644411 
4 5 4 431 
5 543 3 -
65333 -

SHIP DATA TABLE 
TVPE = DD-W 
POINT VALUE = 106/00 
MOVEMENT = 1/3 
SHIELDS = 1/2+1/2 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 
REFERENCE = RH-1.79 
INTERNALS = 54/70 

REFIT = +3 
WID CAPSULE = 55 

CREW UNITS 

[jJ 1*11 11111 II 
BOARDING PARTIES 
I I I I I I I I I 1101 

TRANSPORTER MINES 
mIl [ill] 
SHUTTLES TWO BAVS 

eNTR HIT POINTS TYPE 

J II J J 
I I I I I 

PROBES SENSOR 
16161412101 111 I I 151 

SCANNER 
10101113191 

POWER CURVE 

WARP 
IMPULSE = 
APR 

14 
5 
2 

DAM. CON. 
141212101 

EX. DAM. 
AWR 
TOTAL 
BATTERY 

° =21 
I I I 1101 

2 

NOTES: 1. THE CAPSULE MOVEMENT COST 
IS 115 WHEN SEPARATED. 

2. SHI ELDS ARE ON THE CAPSULE. 
3. SHADED PH- 23 ARE PH-13 ON 

THE REFIT. 
4. THIS SHIP CANNOT DOUBLE ITS 

ENGINES. 

::.~ 
PHASER-3 

:~:J:S0: ~t~~:Mj8~:g~~itt~j#}t~~ 
1 4 4 4 3 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

"SP':f;~·Q:·:·::·;:J:'·;~ .. ;2.:·:·;~·:.3::·.::·::;(i;·.:·:~::·~/·l/~,:·:·:.1::··:·:~·:·;;Q·;:/~:·;·::"·:!l:;··:·ij.:· . .t;;::1··~·:·:';·J~:·:::}.I·:~:::1'~:·:·/J::~:·::;~·I:~t'::~l·1f:· .. ;·i;~··:·~~:·::·~(f.::;·zj;·):·~·~':· .. ;{2.3/,~·2.:4,:·.;'.2·.5;;·i;·~~):~J·;';·i§/~:~·~~·;·:·;:~q.: 
Sbnd.ird 1 1 2 2 2 2 3 3 3 4 4 4 5 5 5 6 6 6 7 7 7 It B B 9 9 9 10 10 10 
Fract. Y3 % 1 1Y3 1% 2 2Y3 2% 3 3Y3 3% 4 4Y3 4% 5 5Y3 5% 5 6Y3 6% 7 7Y3 7% 8 8Y3 8% 9 9Y3 9% 10 
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SHIELD #6 

13 

SHIELD #5 

WYN INTERNED 
CLIPPER FRIGATE 

SHIELD #1 

1 I I I I 

SHIELD -4 

I 1 I I I 1121 

SABOT COMBAT TABLE TURN MODE C 
·:RA·NGE:·~,,?/:·/·,:·,,;:··::/:··::Ii·::'::·I::··/·:t~:4>:;·\s'·+:,-a:::·:;:9:';·fs·\··:f6·:S··3li:·· 2 - 4 
HIT, STD NA 1 - 5 1 - 4 1 - 3 1 - 2 
HIT,OVERlOAD 1-6 1-5 1-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:SliCGE·Ssi.¥.·E;:VO (·fE·'(·DA MAGEj~tRC·ENT:AG.f:.S .. /·::··/·:··::~·::,:· 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ElD 25% 50% 75% 100% 
REMAINING FIVE SHI ElDS 75% 50% 25% 0% 

PHASER-I 

2 
3 
4 
5 
6 

5-9 
10-14 
15-20 
21-27 

26+ 

BD 

PHASER-2 

SHIELD #2 

SHI ElD -3 

WEAPON ARCS 

SHIP DATA TABLE 

TVPE = FF-W 
POINT VALUE = BI/55 
MOVEMENT = 1/3 
SHIELDS = 1/2+1/2 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 
REFERENCE = RH-I.B9 
INTERNALS = 45/55 

REFIT = +3 
W/O CAPSULE = 30 

CREW UNITS 

BOARDING PARTIES 
I I I 1 I I I lei 
TRANSPORTER MINES 
[ill] ITTIJ 
SHUTTLES TWO BAYS 

CNTR HIT POINTS TYPE 

I I I I I 
I I I I I 

SENSOR 
16161412101 

PROBES 
111 I I 151 

SCANNER POWER CURVE 
10101113191 

WARP = 10 

DAM. CON. 
141212101 

IMPULSE = 5 
APR = 2 
AWR = 0 
TOTAL = 17 
BATTERY = 1 

EX. DAM. 
/ / / /9/ 

NOTES: 1. THE CAPSULE MOVEMENT COST 
IS 1/5 WHEN SEPARATED. 

2. SHI ELDS ARE ON THE CAPSULE. 
3. SHADED PH- 2$ ARE PH-l sON 

THE REFIT. 
4. THIS SHIP CANNOT DOUBLE ITS 

ENGINES. 

::.t) 
PHASER-3 

:::·;:j:·::i; .~·~~~~:~~:X~::~:~:·:::~·::~:·}::~)::@~ff.}~i:::::·{~·{:}~~i)~~~:{.~:~j:~ :::fJ:fC }~nf:.~·:::~:::@;-~;:~lt\1:~:::~:k~~k~~~:r·:: :~:j:ft: ~~~:~f-~~X·:::~:::;}}i}X;ij@?r-~~) 
1987655432 1 
2876554321 
375544431 
4 644 4 432 
5 544 4 3 3 1 
6443322-

1/3 WARP MOVEMENT CHART 

165543211 
26544211 
3644411 
45443 1 
554 3 3 -
65333-

1 4 4 4 3 1 1 
2 4 4 4 2 1 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

·f~p..~ ~·O::':{J:'/·::·;;f/.3:::·:·:A:·;:··:·::·~~·;;··/:fi·,:·;:;).:t·:~·>:~··:·:·;:oj:·:·:1':O}}.t.t-·:·:·:;;l··~·:·:·:'';':~:·:::~::.I·:#::;l ... !;:';;·J:·fj·,,:'/··I:;t->::·IJf·/··I;~·-/~,,::·Z:Q··:·:·;·Z'j,;:·:'::·ii;>:·}Z.3.:·./Z;.··;;t.S;·.:·;;.Z;~/ij.·::'::·~.iJ:·:·/·::·2,:9{:·~ Q': 
Sbnurd 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 1 0 1 0 1 0 
Fr~ct. Y3 % 1 lY3 1% 2 2Y3 2% 3 3Y3 32/3 4 4Y3 4% 5 5Y3 5% 6 6Y3 6% 7 7Y3 7% 8 8Y3 8% 9 9Y3 9% 10 
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i<RESIZ PINCER 
PIRATE DESTROYER 

SHIELD #6 SHIELD #1 

20 

SHIELD "'5 

SHIELD "'4 
16 I I I I I 

SABOT COMBAT TABLE 
·:Ri\'NGE:··:··;·:·::·X··:· .. ;.:· .. :::··? .. ;O··~··I/.;-':2:~:4:··;'>::5:·::.;a:·\·/··:9:S·15\·:f6:~·3·O:·. 
HIT,STD NA 1-5 1-4 1-3 1-2 
HIT,OVERLOAD 1-61-51-4 NA NA 

DAMAGE, STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

:SUCC·E·SS h~E":YO (f[\(·DA MIiGE:~P..E·RC·E N·r:"~i;ts.-:::·,-::/·:·,-::~.::·:·· 
VOLLEY 13t 2nd 3rd 4th+ 
ACTIVATED TARGET SHI ELD 25% 50% 75% 100% 
REMAI NI NG FIVE SHI ELDS 75% 50% 25% 0% 

PHASER-I 

·:::J·t:h :::·~t:~i:~·::::7.~{r~:~:::::.J.;:'¥::(}~:i:\i:~~::::::~~·:f.:~~t::::::~tt:;:~:#~:i 
1987655432 
2876554321 
375544431 
46444432 
55444331 
6443322 

1/3 WARP MOVEMENT CHART 

SHIELD #2 

SHIELD #3 

16 

TURN MODE C WEAPON ARCS 
1 2-4 
2 5-9 
3 10-14 
4 15-20 
5 21-27 
6 2B+ 

BD 

PHASER-2 

~:Jf:B~ :;~;t:\l~$;~:t~;r~f.1.i\:l~:\~~~~~~~{~~~~f:::: 
165543211 
26544211 
3644411 
45443 1 
55433 -
653 33-

SHIP DATA TABLE 

TYPE = DD-P 
POINT VALUE = 105/BO 
MOVEMENT = 1/3 
SHIELDS = 1/2+112 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 
REFERENCE = RH-L7B 
INTERNALS = 55/71 

REFIT = +3 
WIO CAPSULE = 55 

CREW UNITS 

1111*11111111241 
BOARDING PARTIES 
IIIIIIIII]IOJ 
TRANSPORTER MINES 
mIl II[[] 
SHUTTLES TWO BAYS 

eMIR HIT POINTS TYPE 

I I I I I 
I I I I I 

PROBES 
111 I I ,5, 

SCANNER POWER CURVE 
,0,01113191 

DAM. CON. 
141212101 

EX. DAM. 
I I I 1101 

WARP = 
IMPULSE = 
APR = 
AWR = 
TOTAL = 
BATTERY .. 

14 
6 
0 
0 

20 
2 

NOTES: ,. THE CAPSULE MOVEMENT COST 
IS 1/5 WHEN SEPARATED. 

2. SHI ELDS ARE ON THE CAPSULE. 
3. SHADED PH- 2s ARE PH-l 3 ON 

THE REFIT. 
4. THIS SHIP CANNOT DOUBLE ITS 

ENGINES. 

::_(1 
PHASER-3 

:~:jIf::: :~~t::~t~l~::;)i·::::~::;f&::~t~:~ 
1 4 4 4 3 
2 4 4 4 2 
3 4 4 4 1 
4 4 4 3 
5 4 3 2 
6 3 3 1 

··'~p':t;~·O/:;'(·;·:·::·:'l//."S.:·~·:)J/:·:·:·;·~·s·;;··::·::·.(r:·~·:·ii::··?~Q"··:·,,;':·:~;::··:·::fo?:··:·:;·:.i;·.i;·;'.;.:1'i':.·;'t.:·~.::'::-$.I':i4\l··.~· .. ;·;t'~':';:'/'·I;. ;-::::·f8.:·:·";'·1::~:·.:·.::.::.;·~:q.:·:·;· ::1;/~'~:·:':::':·:'2 .. 3.:·/2.:.',:·~:l·.5;':-~·i~·':~~;'·:·,,;··i . .,::,;,\,z:~~ .. ::~q: 
Stand.ird 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 10 
Fract. Y3 % 1 lY3 1% 2 2Y3 2% 3 3Y3 3% 4 4~ 4% 5 5~ 5% 6 6Y3 6% 7 7Y3 72/3 8 8Y3 8% 9 9Y3 9% 10 
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KR£BIZ CLIPPER 
PIRAT£ f'RIGAT£ 

SHIELD #6 SHIELD #1 

SHIELD #5 

SHIELD #4 

I I I I I 

SABOT COMBAT TABLE 
·:RA·NC E:·,:,,;··>;->::~·,,;·>;-':~··:·.:.o+:;··I?.;.::t-i)4/\5:+::8:~ .. ? .. ;:9:':i·fS·:.}f6:'i·3·0: 
HIT,STD NA 1-5 1-4 1-3 1-2 
HIT,OVERLOAD 1-6 1-5 1-4 NA NA 

DAMAGE,STD NA 16 12 8 4 
DMGE, OVERLOAD 28 24 20 NA NA 

·SUdC·E·SSiv.·E,:VOlfEV.::'DA MAGE·:~P.tRI±·ENr:t\G.ES,-:~,,::··/:··~~,,\· 
VOLLEY 1st 2nd 3rd 4th+ 
ACTIVATED TARGET SHIELD 25" 50" 75" 100" 
REMAINING fiVE SHI ELDS 75" 50" 25" 0" 

PHASER-1 

TURN MODE C 
1 2-4 
2 5-9 
3 10-14 
4 15-20 
5 21-27 
6 28+ 

HET BD 

SHIELD #2 

20 

SHIELD #3 

16 

WEAPON ARCS 

SHIP DATA TABLE 

TYPE = FF-P 
POINT VALUE = BO/55 
MOVEMENT = 1/3 
SHIELDS = 112+ 1/2 
LIFE SUPPORT = 1/2 
SIZE CLASS = 4 
REFERENCE = RH-1.88 
INTERNALS ;:: 46/56 

REFIT = +3 
WID CAPSULE = 30 

CREW UNITS 

BOARDING PARTIES 
I I I 1 I I I 181 

TRANSPORTER MINES 
[[ill m::[] 
SHUTTLES TWO BAVS 

eNTR HIT POINTS TYPE 
I I I I I 
I I I I I 

PROBES SENSOR 
16161412101 111 I I 151 

SCANNER 
10101113191 

DAM. CON. 
141212101 

EX. DAM. 
I I I 191 

POWER CURVE 

WARP = 10 
IMPULSE = 6 
APR = 0 
AWR = 0 
TOTAL = 16 
BATTERV = 1 

NOTES: 1. THE CAPSULE MOVEMENT COST 
IS 1/5 WHEN SEPARATED. 

2. SHI ELDS ARE ON THE CAPSULE. 
3. SHADED PH- 2s ARE PH-l s ON 

THE REfiT. 
4. THIS SHIP CANNOT DOUBLE ITS 

ENGINES. 

PHASER-3 

~·:J·~t:. ·~~t:;:~~N~:~~if.f:{::;J.~~~g:~{'~:%%f.~J~~~~i.\tt~~~;:;: ::jjif& :*~m~j:wftW%~rf.f~;~~®:~j!t.*{ :~:t:·f:f.: %~~Mt~Wi:::~;rit~j.:,~~~~:~~ 
1987655432 1 
2876554321 
375544431 
4 644 4 4 3 2 
55444331 
6443322-

1/3 WARP MOVEMENT CHART 

165543211 
26544211 
3644411 
45443 1 
55433 -
65333-

1 4 4 4 3 1 
2 4 4 4 2 
3 4 4 4 1 
4 4 4 3 -
5 4 3 2 -
6 3 3 1 

~~~·f;~·O··;;:'J:· .. /~:~:·;··:;.3::·~·,,;~:~-;·,,::.:r;,: .. ;.::~fI·:·/·:.'i;-·:./~Q"··::·;~:~;:·):Ji.:··::·::;1.:··;;[~;l··i~ .. ::'.l.:~··?J··~~:l·· >;·';'f~~;*t"'·:·;;·1·:8/~.1::g;~/~tQ{~·:I'·:·";·i·~~· .. ;X~3·~~2.: .::· ... 2.5::~·~·~~:··~~]:: .. ;·ZiJ···~{:!J,g;}~~· 
St .. nd .. rd 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 10 
Fract. Y3 % 1 lY3 12/3 2 2Y3 22/3 3 3Y3 3% 4 473 4% 5 573 57'3 6 6Y3 62~ 7 7Y3 7% 8 8Y3 8% 9 9Y3 9% 10 
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KREBIZ ADVANCED TECHNOLOGY LIGHT CAPSULES 

X-1 BATTLE X-1 SCOUT 

SHW-~"'6 SHIELD"'1 S H llllL'" 2 SH!iL!2... ... 6 SHIELD "'1 SH llllL'" 2 

I I I I I I I I 11BI I I I I I I I I 11BI - ~ - to- - - - ~ 
- to- - ~ - - - ~ - ~ - to- - - - ~ - ~ FH - ~ - - - ~ - ~ Ip"H-l SABOT PH) - ~ - ~ ~-1 SENSOR PH) ~ ~ 

- ~ mmffi -~ -~ m~ffi to-1'4 _ ..... 
FH 2 rn 4 FH 

"-~ -~ 
FH 2 rn 4 FH 

..... ..;..;. 
HULL IMP HULL HULL IMP HULL 

S,!!.!E..bP "'5 fgcofg SHI~.!3 S,!!.!E..bP "'5 fgcofg SHI~r!3 CWARP CWARP 
~ - '-IIIIV ~ - ~ - J I I I V r-~ 
~ - ~ - ~ - - ~ 
~ - -- ~ - - ~ 
~ - SHIELD "'4 

~ - -- SHIELD "'4 - ~ I I I I I 1121 I I I I I 1121 
~ 12 - 12 -12 - rz ..... - -"- -- - ..... 
POWER CURVE CREW HET 1 POWER CURVE CREW HET I 

WARP = 4 I I I I I 1*1 I I 1101 CO WARP = 4 I I I I I 1*1 I I 1101 CO 
IMPULSE = 2 IMPULSE = 2 
APR = 0 APR = 0 
AWR = 0 BOARDING PARTIES OD-6 AWR .. 0 BOARDING PARTIES OD-6 
TOTAL = 6" I I I I 151 IT] TOTAL .. 6" I I I I 151 IT] 
BATTERY = 0 BATTERY = 0 

SHIP DATA TABLE SENSOR SHIP DATA TABLE SENSOR 
TYPE :: C-LX ITrn TYPE = C-SX ITrn 
POINT VALUE :: 92/68 POINT VALUE :: 112/52 
MOVEMENT 115 SCANNER MOVEMENT 115 SCANNER = [ill] = [ill] SHIELDS = 1 + 1 SHIELDS = 1+1 
LIFE SUPPORT :: 1/2 DAM. CON. LI FE SUPPORT :: 112 DAM. CON. 
SIZE CLASS = 5 [ill] SIZE CLASS = 5 [ill] 
REFERENCE =RH-2.218 

EX. DAM. 
REFERENCE = RH-2.219 

EX. DAM. INTERNALS = 17 [E] INTERNALS = 18 OIl 
1ST GENERATION X-SHIP 1ST GENERATION X-SHIP 

X-I SABOT COMBAT TABLE TURN MODE C WEAPON ARCS 
:RA'IiGt·:·":'/\·~1>::·V .. :o··f·r~·~~z·~)(-,;~!'s:·~e:·},;~~<9::';·15·.j·~f6·:S··30:·;: 31:;'4.0:: I 2-4 
HIT, STD NIt 1-5 1-4 1-3 1-2 1 2 5-9 FH 
HIT, OVERLOAD 1-6 1-5 1-4 NA NA NA 3 10-14 

'@Y' 
Lf~ RF 

DAMAGE,STD NIt 21 15 9 6 3 4 15-20 
DMGE, OVERLOAD 30 27 24 NA NIt NA 5 21-27 ~t~ -SliC-C·E·SS i.ft<VO (t:EY::·DAI'iAGEj~.f.RG·ENlN;.E·S.::;·.::··//~ .. ::·:.:~.::·~ .. ::"/':'''::''>/ 6 28+ LR~RR VOLLEY 1st 2nd 3rd+ 
ACTIVATED TARGET SHI ELD 33.33"; 66.67"; 100"; HET BO RH 
REMAINING FIVE SHIELDS 66.67"; 33.33"; 0"; SEE CAPSULES ABOVE 

PHASER-I PHASER-3 

::·:Jli. ::·~~;~~~~::{~J0~::i~~~~::(J.~::t~~J.:~·:f:~'t;::~~t~t(~~;} 
NOTES: ::::b.J~/::: ~~:~f::~Z~:i~X;*::f~t;~:~i:::~~F: 1. THESE CAPSULES 01 D NOT CARRY TRANSPORTER :'(11;1.;":' 

1 9 8 7 6 5 5 4 3 2 1 1 MINES. 1 4 4 4 3 1 1 
2 8 7 6 5 5 4 3 2 1 1 - 2. THESE CAPSULES CAN LAND ON PLANETS. 2 4 4 4 2 1 -
:3 7 5 5 4 4 4 :3 1 - - - 3. THESE CAPSULES CANNOT BE PLACED ON NON-X 3 4 4 4 1 - -
4 6 4 4 4 4 :3 2 - - - - CRUISERS; SEE (XRER-l.S). 4 4 4 :3 - - -
5 5 4 4 4 :3 :3 1 - - - - 4. SENSORS ON C-SX ARE DESTROYED ON TORPEDO 5 4 3 2 - - -
6 4 4 3 3 2 2 - - - - - HITS; SEE (G24.0) FOR RULES ON SENSORS. 6 3 3 I - - -

1/5 WARP MOVEMENT CHART 
'{~~:f;~.I)/.':':-::;}:~.:.";<.):,, .. : .. !;~:::: .. :.:/r;,''':':'.::-f$X>:.'l~:·~~·~~···>::··:··,,::··:·.:.t·!i::··:·:·:f..1;·J·.>::':l··~·>::··.t.:·~:·:·/.l·:~::·:l",~>::··>r~:·::·/·l;~.<:";·l·:8.:··:··~t!i!:·,:·f:::"::·Z:((·:··::·t:l;-:·:·::·~i:· .. ;-/2.3.:·./2.~:·.:~.~:5::·.:·.!;.~~:·.!;~~}.~§:./·;·~!i!:: ... ;~Q:: 
St~nd~rd I 1 1 1 1 2 2 2 2 2 3 :3 3 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 
Fract. Ys % % ts I IYs 1% lo/e;lts 2 2Ye; 2%2% 2ts :3 3Ye; 3% 3% :3ts 4 4Ys 4% 4% 4% 5 sYs 5% 5o/e; sts 6 
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KREBIZ-4 
INCLUDES - THE FOLLOWING: 

CAPITAL.IST MOV£M£NT: A Krebiz campaign game in which a Krebiz player turns to piracy to 
gain capital for a future endeavor. Along the way they encounter both allies and aggressors. 
Ideal for 2 to 3 players. One player organizes a Krebiz fleet into 3 squadrons, combining the 
ships and capsules as the player chooses. Each squadron then follows its own route delivering 
cargo to various pirate forces while avoiding local taxes and border patrols. One player plays the 
Krebiz and another player plays to antagonists. Either the Krebiz player or a third player may 
play the forces which occasionally ally with the Krebiz. 

N£W KR£BIZ SSDs: The Krebiz X-1 cruisers and capsules are defined in the product, as well 
as some popular combinations. These cruisers and capsules could be combined in numerous 
ways, allowing the introduction of the ships to greatly expand the Krebiz empire. 

42 Companion SSDs display Krebiz units ranging from Krebiz fast patrol ships to 
Battleship variants. SSDs for Carrier and Control ship (Space Control Ships and Battle Control 
Ships) variants. 

~S;-:C\~~~C~O~M~P~A~N~IQ~NgG~A~MM1E~S~~ 
1..~r;;- P.O. Box 392 
o~ srt- Stamford, NY 12167 

96S10 
The material contained in this product is expansion material for use with the game STAR FLEET BA TILES 
(the starship combat game created by Amarillo Design Bureau and published by Task Force Games). This 
product is not sponsored by, or affiliated with Paramount Pictures, Amarillo Design Bureau or Task Force 
Games. This is an independent product cre~ted solely by Companion Games. You must have STAR 
FLEET BATILES Captain's Basic Set to use this product. 




