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Katar Heavy Cruiser

The Katar Heavy Cruiser was built for in-system and
fleet defense roles. This jump capable ship is common
in larger fleets, where it fights alongside numerous
Katar Light Cruiser as a Command and Control vessel
for attack groups.

KATAR HEAVY CRUISER TIER 7

Large Destroyer

Speed 6; Maneuverability average (+0 Piloting, turn 2)

AC 21; TL 22

HP 170; DT —; CT 34

Shields medium 160 (forward 45, port 35, starboard 35, aft 45)
Attack (Forward) Heavy Torpedo Launcher (5d8)

Attack (Forward) Heavy Torpedo Launcher (5d8)

Attack (port) Laser net (2d6)

Attack (starboard) Laser net (2d6)

Attack (aft) Light Torpedo Launcher (2d8)

Attack (turret) Coilgun (4d4)

Power Core Arcus Max (200 PCU); Drift Engine basic;

Systems Mk2 Duonode computer, crew quarters (common), basic
medium-range sensors, mk 5 armor, mk 6 defenses;

Expansion Bays Cargo holds (3)

Modifiers +2 Computers, +1 Piloting, +2 any two checks per round
Complement 20

CREW

Captain Bluff +19 (7 ranks), Computers +14 (7 ranks), Diplomacy
+19 (7 ranks), Engineering +14 (7 ranks), gunnery +14, Piloting +15
(7 ranks)

Engineers (3) Engineering +14 (7 ranks)

Gunners (6) gunnery +14

Pilot gunnery +14, Piloting +20 (7 ranks)

Science Officers (3) Computers +16 (7 ranks)

Heavy Cruiser - Large Destroyer Computer check DCs
DC 23 - Large Destroyer, Speed 6, Average Maneuverability, Crew
Twenty.
DC 28 - AC 21, TL 22, 170 Hull Points, 160 Shields, Power Core 200
DC 33 - Two forward facing Heavy Torpedo Launchers

Port and Starboard Laser nets

Turreted Coilgun

Aft facing Light Torpedo Launcher
DC 38 - 3 cargo bays.

Compared to the crew quarters on Katar Light Cruisers and Fast
Attack vessels, those serving aboard the Heavy Cruisers live in a
cramped, almost stifling, environment as their housing is mixed in
among fire-control systems, torpedo launch tubes, and other weap-
ons systems. Folding cots collapse into bulkheads when not in use,
lavatory and dining facilities double as arming stations and cleaning
closets, and not even Command Crew live in comfort aboard these
dedicated torpedo ships.

The Katar Heavy Cruiser’s design maximizes punch at the expense
of form, a task at which it excels. The Heavy Cruiser improves the
Light Cruiser hull: multiple independent torpedo systems mean the
ship can deliver different payloads to multiple targets, but the arrays
operate independently of each another in the case of hull breaches
or systems failures. However, when its torpedo supply is exhausted,
it is forced to fall back on its coilgun for defense. The Light Cruiser’s
Heavy Laser is a clearly superior armament, and thankfully several
of these smaller vessels are always nearby.

As Katar Cruiser hulls are built modularly, it has been theorized
that a Fast Attack ship with a large torpedo array could be in the
works. Many point out such a ship would be of limited tactical val-
ue. Arming just one or two vessels with Heavy Plasma Torpedoes,
Nuclear or Antimatter missiles would greatly enhance the destruc-
tive potential of the fleet, but a Heavy Cruiser couldn’t escape the
destruction its own payload would deliver. Surely, these rumors are
just that: rumors, pay them no heed.
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Product Identity: The following items are hereby identified as Product Iden-
tity, as defined in the Open Game License 1.0a, Section 1(e), and are not Open
Content: All trademarks, registered trademarks, proper names (characters, dei-
ties, etc.), dialogue, plots, storylines, locations, characters, artworks, and trade
dress. (Elements that have previously been designated as Open Game Content
are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above),
the game mechanics of this Evil Robot Games product are Open Game Content,
as defined in the Open Game License version 1.0a Section 1(d). No portion of this
work other than the material designated as Open Game Content may be repro-
duced in any form without written permission.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b) “Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which
an existing work may be recast, transformed or adapted; (c) “Distribute” means
to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d) “Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as Open Game Con-
tent by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic elements, dialogue, incidents, language, art-
work, symbols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, perso-
nas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically ex-
cludes the Open Game Content; (f) “Trademark” means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its prod-
ucts or the associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, for-
mat, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
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license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed
by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE por-
tion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must
add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another, in-
dependent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indi-
cate which portions of the work that you are distributing are Open Game Con-
tent.

9. Updating the License: Wizards or its designated Agents may publish updat-
ed versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written per-
mission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it enforce-
able.

15. COPYRIGHT NOTICE

Open Game License v 1.0. © 2000, Wizards of the Coast, Inc.

Starfinder Core Rulebook © 2017, Paizo Inc.; Authors: Logan Bonner, Jason
Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Rad-
ney-MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with Al-
exander Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa
Guillet, Thurston Hillman, Erik Mona, Mark Moreland, Jessica Price, F. Wesley
Schneider, Amber E. Scott, and Josh Vogt.

Galaxy Pirates - Katar Heavy Cruiser © 2018, Evil Robot Games; Authors: Paul
Fields, Jim Milligan.
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