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This starsh|p technical manual s a---"The"Zafngfid_'E-Z Raider Class (Mok-Va’roh)
supplemental resource for use with _entered;s:erv_i_c_e_lin 2109 and was- first,

_GobI|n0|d Games’ Starships & Spacemen -encountered by a Tauran scientific
§2”d Edition role playing game. Lumlndus | expedltion in 2112. The E-2 waés observed |
'De5|gns Starshlp Construction Manual‘ by the Tauran expedition’s  starship I
(SCM) Volumes #1 and #2 are hlghly ,,,,orbltlng the planet Bome in the Markar 1

recommended for' use with this product system of the Xoth Sector. The' Tauran RN
fbut are not requwbd This 5upplemént can " exped|t|on had unknowmgly trespassed i 1 mt
 be used by both Space Masters and_ too close to a hidden Zangld mllltary base 11
B PIayers but it |s‘ at the S ade Masters l‘and was " destroyed by . an E- 2 that was ‘ |
discretion whethe\r this ‘Shlp ddslgn will be | p [latrolllng the system| The Tauran Archlval L
aﬂowed into the game or avallable for cl ‘ atabase contains many references to—=—1|
! player to command Some content in thlsI such encounters mdlcatlng that E-2’s use |
;_* manual I"\asbeen Ieft dellberatetyvague so within —the Xoth $ector \/\)asI| drollflc‘; j
you-can linterpret it to fit your own game ~Humanity first encountered the E 2 durmg. |
7 style T ‘ ) ‘ . the Zangid War of 2247. During the war, |

= s several reports were received of a small |
METRIE SYS+EM -' o -but-capable Zangid warship conducting hit = "

The standard‘unlts of measurement in the and rdniyraidsagain’st Human supply lines.
| ~S&S| 274 Edition rulebook are described Farth’s 'strategic defense command was B
L5 .f:!' Jasmg the English #ystem of measurement. — the-first to designate|the ship as the Echo-
T 00 you prefer to use the metr|c system,  Two, or E-2, and the name has stuck ever

S|mpIy exchange or convert | any’ since. : e | . :
measurements to the metric sys em to suit L
your personal preference

|

:The E2 is’ an oId de5|gn by Galact|c§
Confederation standards but has senved '
the Zangld Imperlal Space Force for close to
two hundred years These__ships arey ||
frequently updated  with improved = — -
technologies, but little hhs changed inthe |
overall design of the ship itself. Most of the |

| || existing E-2s in service to'da'y are . Zdngld‘

. Iy T~ | | clan reI|cs past ‘down from one famlly
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. generatlon to the next ‘ELach clan falully i1 WARRIOR INSPIRED NAMES — |
“that operates‘an E- 2 paints the ship witrr - Tal M’nok : -

ornamental markmgs unique to that

| == 5

famllys house. EZS “are not normdlly ' BahkTuvor

con5|dered a prestlglous assignment but
the challenges of operatlng ‘this small shlp
effectlvely in battle can win an ambltldus

- commander both respect ;and renovvn L |
{ o fJangld EZ& tonfed Pathfmder Size Cor‘vp*msbn‘ L] |
el among heir peers The sh|p S proI|f|c qse | _ \

——throughout the Emplre almost guar'antees
= \k:“i' : that a Z_angld warrior servmg on an F 2 will
| |
|- have thelOpportu ky td prove themselvesi i
| — H

—__' |n battIe . - «‘-‘|

. |
] i

2 llllMEﬁ

;|i i = | | ===
7; I "'tE—Z\ '\Rad:iers are named‘ aﬁer Zangld
| | }‘ FoIhore themes pr amods wamors—and
1‘ } 1 areUntedded teLevoke a sense of fear or
dread In Zangrd mﬁitarytradrtlon when an Ol |
_____ J E-2 is retrred ﬁrom serV|ce Iost "or‘ =8 ] |
- dest oyed the name ot the vessel -is _

|| |trahlferred toThe next shlp in the class

s Lurtently under cdnstructlon

FOLKLORE INSPIRED NAM ES

7The Zangrd E 2 Ralder is Iarger than a 5-; L

— Confeder|at|on Patrol Sh|p / Runabout‘but‘
Harbinger Cleaver ~ smaller than a Frigate. Theseﬁtarshlps are
desrgned as warshrps and’ have extremely g | -

~|Vendetta | Death Knell Spartan living conditions. Every lnch of( || T

internal spaCe is functponal and serves a, ii

- (| Dark Wind | Blood Star Execrate | purpose. There are few |v|ew[ ports pr\
: wrndows and mternal space wrthrn‘the
| _‘-_ W_rath | ‘Ato‘nement Vindicator ‘_ compartments||s very COPfldedp The shlp is

1
y b & : | | I |



3composed of an egg shaped command

module that is connected to twin nuclear
drives IateraIIy mounted on wing shaped
support pylons. The ship’s  half s‘ze
hyperdnve pod is integrated into the

; spaceframe of the command module. T‘he
faerodynamlc shape of the hull perq s

limited atmospherlc fllght but the shlq is |

‘hot des#gned for planetary surface Iandlng
——or take off. The Balder is too sma‘l for a

shuttle baLbut is Equped with a docklng
coﬂar ' for auxmary
prOX|m|ty of the dhve eIemelntq to the four

‘habitable decks m the ‘command module

requires relnforced rpdlatlon\ shleldlng

| “thro ghout the sh|p sthull. Th|s shielding is

rcon5|derhd medlocre at!| best and is
notorlously prone tordeveloplng radlatlon

" leaks. Thereis a 25%‘ chance of a Ieak
‘occurring dunng n‘orma

I actrwty and a 50%
during combat  or
condltlons Space Masters should conduct

chance extreme

frandom checks during each game day to

seelif a radJatlon leak develops or if the

—crew, especially those whoare not wearing

radiation suits, are affected by exposure
(S&S 2E: Page #8 and #16) Crew health
issues from Iow IeveI radlatlon p0|sq)n|ng is
believed to be the number one reason for
the frequent |nc|dents of mentalinstability,
mutlny, and rogue unsanctioned missions
commonly assoaated W|th these vessels.

spacecraft = The

‘an _age roll result

AIJJI.ISTING FIJR AEE

The E-2 is an old but rellable deslgn that
“has— been-_ln service for almost two
_centuries.! There are few new sh|ps in the
class-and thiose are conS|dered rare when
encouhtered Like people, spacecraft begin
to show thelr age over time. After the

stresses of space travel, combatJ or high- |

r|sk maneuvers vessels will begln to lose
some [of | thelr youthful Mgor Ener, y

jdlstrlbutlon WII\I ‘become less efﬁuemt

computers WI|| run slbwer and equment

' \TII demand more energy to operate than

i

once did. To detenmlne the age of any
‘glven E-2 when it enters the game Roll Id6
on the chart below and multiply thd result

~by the ship’s hull S|ze (HS 1%). Round any/

fraction results up | 'to! the nextwhole
" number. For exampld, an E-2 (HS 1/2) with
of 5 is considered
obsoleftéj: at an ‘age of 51 to 60 years old.

This ship would subtract a total of 5 points_ | |

(HS- 1.5 x -3 = -4.5, rounded up/to -5) from
its overall PPB score due to age related

fpower Ioss If the same ship isin brand new

condltlon at 0 to 10 years old, you would

‘add 8 points (HS 1.5 x 5 = 7.5, rounded up |

to 8) to its overall PPB score. -



Shipya rq

A ) AR D A AR

ROLL | AGE | CONDITION | MODIFIER
01 | 00-10 | Brand New | +5PPB/HS |
02 | 11-20 | Current +3 PPB/ HS
03 | 31-40 | Serviceable | +1 PPB/HS
04 | 41-50 | Outdated -1 PPB/HS
05 | 51-60 | Obsolete -3PPB/HS
06 |61+ Relic

The minimum rankm the Zangld Imperlal
Space Force to command an E-2 Raider is
Corporal (O’ Dak) \l/hlch 5 eqluwplent to the
‘rank of Ensign in the CJnfederatlon Space
Fleet. The mlnlmum rrequired rank to
“auth rize-the constructlon of an/ E-2 at a
wZangld Sﬁhlpyard ‘ls Commander (G Dak)
WhICh is e<L|vaIent fo the same rank in the
Confederatlon jpacj

takes apprexrmately two years to build and
can be constructqd at any cIass of Zangid

-5 PPB/HS

JDM“AND S RED.

leet.| Each ralder =

ShiPs CpEW

The Zangid E-2 Ralder requires a minimum

crew pﬁ five comm nd officers and can

support‘ up to twenty flve crew members

members are always Zangld warriors, but it

~isnotunheard of to: find Rigel mercenaries
) llor unemanupated Drelpedssefvmg among |
~ them. All crew members aboard thesef

ships carry ‘beam plstoI sidearms and a '

qeremonlal dagger + sword that is typ1éa||y

coated with some variety ofpoison. E-2.4 |
crews are small tight-knit units that often '
serve long border patrel‘ tours and sentry

missions togethe( for months at a time. It
is common to find a pack pf|three to flve\
Zangld Dogs (S&S 2E, Page #57) onboard E-
2's servnng as |add|t|onal sécurlty for the

or passengers. The majorlty of the E 2 crew ‘



crew and to controlthe var ous vermln that
accompany the sh|p s food stores. The Io\ng-
duty " tours in | - conjunction wtth
questlonable environmental condlthns
have earned E-2 crews the reputatlon for
i bemgr high strung,r -aggressive, hd
unstable This reputatlon precedes the

even ou|t5|de Zangld territory brlnglng w,th ‘
it @ sense of dread and uncertalnty for ‘aII

i—who encounter them ‘ : |----

' Zangld S arshlp HprrdrIVe Reactor Core

AUXILIARY POWER |

Zangld E-2 Raiders are equped wrth a
back up battery storage system blmllar to ‘.
the Confederation I$attery Bank lI'ylpe I‘lu
descrlbed in the Starshlp Constructlon !
= Manual Vol #2. Th|5| battery system can
store up to 10 EU’s ot surplus power for up -
to flve days The batﬂery storage systemis
charged by surplus energy from the |
‘hyperdrive until it has reached its full
capacity. Once full, the battery system will
] : = :;hold ‘its charge “for frve”days before
The Zangid have been a space-faring. .'depletlng and requiring recharge. When |
military power | Iong befOre Hum\anity took ‘heeded, stored energy can be drawn from
to the Stars and the Galactlc ConLederatlon the battery to prevent an energy deﬁut
was formed. The Zangld are technologically Battery power cah also be charged at a

equivalent, if not slightly more advanced in starbase, shipyard or by another starship at

some areas than, Humans. Howeve__r, a maximum rate of 25 ELf S per day
desplte the|r vast experience ‘dhe Zangid

are sIow to qhange or embrace new ways o nnn M o —k
"unless motlvated by the opportunity tOjOIn | | ' 000000 \
~their enemy in glorlous battle =1 O | Ty



SHIP g EDMPU‘TER ] technofoéyand receive nei'therfthebene;fit

Zangid starshlp computer cores ?I’e' rnortherrlsjkgftheZangldteleporters.

equivalent in function and operation to w S

those used by the Confederation and : Enrg s

Vldenl One notable difference however )\ LUl |

' The standard shipyard installed weapons || |

that Zan id com uters only use visual I
f & p 5 lf' | Ioadoutfound on almost all E- 2Ra|ders isa) |||
monltorlng screens to -display data a\nd‘

smgle beam bank unit  wit omn|-
|nforma|t|on ‘They can receive spok\en - ‘

| | | 111
~ directional beam emltters Eac of i) rmogal
‘.commands but are not designed to provrbte A

beam emltters are suspen ed separately
,audlo replles or feedback This most likely | P p £y k L1 |
‘ L -on mdependen swwel m unts that are =L
- was an' mtended deSIgnr feature to reduce [ gl
{ | attached to the hip’ s nuclear drlve r
|—elis ractions from the already héctlc act|V|ty e
= ;\enémes While this represents the. most

onawarsh| sco man br|d é fh Ll LI
d m fj 8 ; ‘ :‘c mmon conflgurat|0n |t is hot unusuaI to

| — |
. find E-2’s ti dditional b iR
TELEPI:IRT ERS ‘ rl n sporting  additional beam L

cannons or acquired \/rdenl Weapons from f
,the|r short-lived alllance lee all‘ other g' o
Zangid warships, the. £ 2 S prlmarlly J:arry

: beam based weaponry and do not have ion

or pIasma torpedoés After the Zangid

| 'alllance with the Videni in the late 23 T i
teIeporters have a 10% chance of mishap L
| | AN i Century, space- farers began encountering
(S&S 2E, Page\ #43) under normal |

I Zangid' E-2's retrofitted with | Videni

fondltlons and ZQ% chance durlng blind - - N 4

___ 00l weapons and shielding mechanisms. The
W‘”hteleports Zangld teleports are’ nearly silent ;Zangid have also been known to reverse

and the beaming effect has much less :
englneer weapons technology from other | |
noticeable wsualenergy flare. There isa-3 B

; space farers that they find or capture ;
penalty for INT/PSI Checks to perceive the ‘ !
presence of a Zangld teleport jndonly a

Zangfd eleporters are si ||arto those
10000 usedrby he Galactlc Conferdperatlon with a
! .y few notable - dxceptlons Zangld
j l } rteleportatlon technoloéy is fast steaIthy)
‘and con5|derabj less refrable _Za_ngld

50% chance it will-be detedted by a [ \WEAPONTYPE|CP |EU | RNG| DMG| .
starship’s computer sensors. However, the Beam Bank 2 | 5 | 200k | 1d6x5 || |
. trade- off was hlgher possibility of mishap  ['Beam canon 2 | 3 | 400k | 1d6x5 |
_ and radlatlon exposure from the bypassed Zangid Fireball | 4 | 8 | 250k | 1d6x7 |
. safety protobols Videni variants of the Meteor Gun 1 | 0 | 160k | 1d6x2 | I

_ Ralder | use 1a | different Vteleporter H



BEAM BANKS iy

Zangld beam bank weapons are |dent|cal to

those used by the Galactic Confederatlpn

and the Videni Stellar Empire.| These

:weapons fire a high intensity dlrected
energy beam as described in the Starships |
& Spacemen Z”d Edition Rulebook Page‘

#42. Each beam bank can fire two shots\ at -

‘a time with a maximum range of 400 ObO
l ‘miles. They cost 5 ‘EU to operate and cause

1d6x5 pomtsof damager per hlt _ ‘

Optional SCM Rule: Since Zangid starships do not
carry torpedoes they may add one additional
Beam Bank during construction without penalty

or additional CP cost.

BEAM EANNDNS

A beam cannon is a scaled down verS|on of

-samerange as beam banks, cost 3 EU per
shot, and dellver 1d6x5 p0|nts of damage
per shot A beam cannon can only fire one

- beam at a ﬂme at one |nd|V|ddaI target

from its emitter. These weapons are useful

- for smaller veSS|eI designs wﬂere space and
| energy are at a premmm i

| ;J-\TEIMIEFIREBALL

“Videni 'atomic fireball weapons- are Iarge
’energlzed pIasma charges, suspended infa

containment fleld that -dissipates upon
impact ;and releases the -

Intelligence R‘éports ‘have confirmed tha't 1

the Zangid have acqwrf.'d Videni | fireball -
technology as part of their alliance in the

 late 231 Century. Zangid' sh||ps in serVJce !
_J prior to 2280 were not equ||pped with this

'technology unpl after the $econd Zangld

abeam ba\nk that has a single beam emitter
_instead of two. Beam cannons have the

i
|
i



——Imperlal Council s‘uspected that prpblems .
‘ W|th the V|den| weapons may have deen an
|ntent|onal “sabot Ege to control Z—angld ]

- War. Avallab|l|ty and depldyment of thelse

weapons. was somewhat unpredlctable
among the fleet due to an unforese‘en
|ncompat|b|I|ty with Zangid starship power
dlstrlbutlon systems. The result was that

‘the new weapons had shorter ran; e,
5 d|m|n|wshed damage capacity, and reqU|r‘ed ‘
aImost tW|ce as much power to operate |

‘when mstalled on Zangid ships. The Zangld

prollferatlon of these powerrfulrweapons

METEI:IRGUN —

The ;an id Metedr Gunisa crude ver5|on
of the Ct nfederatlon s Patterson Cannon
" (SCM Vol #1, ‘Paée #16) that flres
~ pulverized chunks df meteor metal
propelled by a reactive chemlcal charge.
The meteor gun Has a maX|mum effective
range of 160 oop mlles in space | and

rfproduces 1d6x2 points of damage Meteor
10 guns are not effectlve for
' during atmospheric |
This weapon does not- require

planetary
bombardment
flight.
energy units to ose but has a limited
capacity of fiVe;;shotsgper gun. Rhloadlng a
meteor gun |s a labor-intensive process
that requires ' _one completew day of
malnteh‘ance in wh|ch the weapq)n is out of
service, Reload of aMeteor Guni is normally
completed at a Zangid Starbase, Shipyard,
or Space Statlon but can be conducted by

Or.

— debris frelds

the Shlp S englneerlng crew wh|Ie at space |

'pistol-,(-S"&S 2E: Page

if necessary. Zangid crews can harvest and
process more “ammunition” for the gun

from anypear by meteorites or planetary

| ‘“MUTINY PAI:IFIER" .

The —E-2 is equpled with | an omnl—--

directional  mutiny paC|f|cat|on| eIectr04
stun emitter inside the/ship’s bhdge and

~engineering comparttnent This device can| |

 only be activated by the Captain - or First
Officer and is equivalent to an eIectro -stun
| #17). Once activated
the emitter will attack everyone in the

compartment stunning anyone who does_
not pass a saving roll |

versus stun.




| E‘ —that for all intents and pu‘rpioses Iopks like

nEF s \_1 a starshlp to an adversarys computer
| A tactic f d

The E-2 Ralder id equped wrth . hlgh____‘sensors common tactic for usmga ecoy.

device -is to Jettlson it and run silent by

owered energy defense screen |dent|cal :
P =Y shutting| down all electronic em|55|ons The
-to' those used by Galactic Confederatjon ' —_—
' enemy Shlp s computer sensors will detect | |

zstarshtps In addltlon to screens, the E2| [

the transm|55|on from the decoy device
also has a remforced hull armor compos\ed ‘

while the dscaplng ship fades |nto the
of a ' durable] | Iaboratory grown ndn-,,,,,,

‘ background noise” of the amblent :
‘conductive, impact and heat re5|staht | tl 7l E

" celestia em| sions. Zangi ngineerin
synthetlc materlal The Ralderts are S| g 5 .

| |
 rumored rry improvised deco dewces ‘Offlcers or- Enlsted Crew | can make\ a ;'
| L mp 2 b technlcal skill check to modify the decoy kK |
~——that can' be Jettlsoned from thelr cargo |

| ; device to emit other hroadcasts suchasan |
a|rIock to hinder p\urswq | — || L
| — ! ‘S S message or the eﬂectromc signature of i |

HULL ARMUR \ ‘! a ‘ speC|f|c kind  of ' ship.. Unltke l‘

Confederation decoys the anglcﬁ ver5|ons !

Zangid ull- armor is composed of a | e
, ,do not have a propu|5|on system for ‘§: |
0oo00 comeSJ e platmg similar to that found on L

|nde endent movemnen and ei her must "
U | GaJactlc Confederation spacecraft (SCM P i t

B - be dropped or towe|d by their host ship.
|7 rVoI #1 Page #13) While not as effective as |

Once activated, a | deco device ' can
‘screens, Zangld huII armor absorbs 10 EU ' Y T

continue to broadcatst its signal for 1d10
points ' of damage per huII size. Unlike ‘ .

- days unt|I it is deacttlvated depletes its
i screens “hull armo\r does not use energy, S0 .

i \ ‘power'supply, oris destroyed

it isa Ioglcal ch0|ce for-small vessels with -

r ||m|ted -energy production capabllltles SHIELDNEDEVIEE

During | combat the hull armor takes any"
One beneflt of the Videni alllance of 2281 .
damage points, first unt|I depIeted Once -

‘was the Zangid Emplres ach|5|t|on of
depleted hull | armor plating has been hisldhe ksthiol The functi ft L
shielding techno e function of these
destroyed and cannot be rep ed or 'eicing iep qu Hpet! h
‘ .

Shleldlng devnces is the same_as that which
regenerated.

|s descrlbed in the 2" Edition rulebook. The

DEEDY DEV'EE ' ‘ . shielding device, sometlr‘nes referred to as ——

a “cloaking device”, is a projected energy

1 { | || | | |
A Zangid decoydevice is a modified space

A [ e field that bends| | light and various |
probe that contain a powerful broadband ‘ '- L 0Ll

2 A i ~wavelengths of energy! rendering
_signal Itransmltter ~— The transmltter H !

| spacecraft invisible “to m‘Pstf computer
broadcasts a masswe eIectronlﬂ S|gnature ‘ — 1T L i o i
n 0000 |l | |
o 0n0nn B |



| | =5 X i =

i 1 | A i | |

| A - | = |

| s ! ol i ! NS
i {

| | i

‘ s B

' sensors and vrsual detectlon ‘ WLen
observed thrs‘stealth technology appears— —
as-— ambient celestial emissions or
dlstortlons and is often ignored by t‘hem
observer InstaIIatlon of a Videni type n
shleldlng devrce must be completed at
Zangld shlpyard or starbase and costs 4 ‘CP ‘

- per huII S|ze Thlese devices cost the sarp’"é

EU, expendlture as half-screens to operate

—_—Ralders construct‘ed prior; to the |V|den|
i ‘* | Alllanee are not equped with sdleldlng |
i _r‘ I de\rlces u'nless theT/gre retro fltted with the T

_____ new tethnology I ‘ S

o GTE

) Whlle primarily a sblltary predator E-2
;Ralders 'sometimes operate together‘|n| | s
‘packs dyrlng patrold ties. The| Raiders will RERR
split up to patroI dlﬁferent areas but will
) "always remain in re sonabIe proxrmlty to
~each otherto prowdj aid if the beed arrses ‘

. |Many starshlp Capt'alns have' met thelr
& untlmely demise assuming a. pesky Zangrd |
~“Raider was operating alone. Only to take I =~
the bait and find rthree to five more shlps '

: dIeSCenduhg I|ke ‘mad Tozar _bees_rnto the
fray. Wise Offlcers will take the time to
conducta long-range scaP to see |fa Ralderf- |
has any hidden buddres nearby before

chasrng thrs bird.| ' | | [ .



* E 2585 SHIP STAfs\
OPERATIONAL DATA
Crew compiments

| Crew Compliment:

[ ship Type:  Raider| 5
| Hull size: n'En"
| [ComstructionCost: __|__35CP| 4 Beam Bank Emitter |
i : 9 _
3 !;'i 1||;| Minimum Command Rank: 12 Communlcatlon Mf;’t . |

,,,,, 3. Nuclear PuIse Driv

——— | Battery Banks: 1x Type Il | :54 Powe_LDJStmbutlon Node | e o9

| ) |5 Shleldlng Device Emitter - 1 ]
| Teleporter Capacity: 6 Prlmary Nawgatlonal Array IR L

B ey 7 Remforced HuII Armor I L

) —8 Dgfensle Screen‘Grld _ — |

el e e —— e P Hyperdrlve Exhaust Ber

|| | Torpedoes: ' :

' 10. Escape Pods (14)

| Shuttle Ships: 11. Fire Ball Weapon ‘ (

| Sick Bay Capacity: 13 Englneermg Module/H| D|r|\,1e\ Pod\
14 Docklng Collar

Sh|p s Locker (Optlonal)

Il \l | J LU ! R
] NI\——— 1000012 = | | |
i y | |
| SR P (|
\ . | \|______f__. - |

12. Tractor /. Pres§or ]Beam Emltter B LQ 7






' As part of the technologlcal exchange t‘he_._ Ship Type: ” R

Vldenl recelved flve E-2’s from the| Zangld ‘

B ,Emplre during their nalllance The ,Vldenl
— 'SteIIaH ‘Emplreuclassn‘led these ships ‘as
' 'Vulture Class Corvettes and reveﬁse
englne‘elred thqlr own ver5|0n of the shl *
 from these vessels. The new sh|ps hd\Le

‘\ béen 5|gn|f|cantlw mpdlfléd with LVldenI

| ; \ systeml Cam:Lonen S tq a,ccommo ate d
b fullVfUncttlonal Flreball‘ wefp ns syﬁtemi B

. _nUt suf_fer from the excesswe pov_\{er_draln |
—diminished ‘range,‘ or - reduced damage—cjf|
Ti I h\l theg ﬂllreb_waeagons that wfrepifbwdeld te!
Tff-i ‘the Zan ids. The 1\7’|de i's |p[s are almostg
- identical n'Faepearank Ithr1.’h(=fZaTrTgrd—E7JLs
l 1‘ffexéept t&zf_'then* hull markmgs ‘and- drlvq '
enussmns V|den|\TItu4es—are typlcally e
| armed with—a flneball v%eapon and one | | .
T e bank. In 2%84 the Confederation’s |
o AL ce Ffeet lnIeIl gence éranch (SIB) first - ‘ -
EH00 ‘T:"Jréarned about thI\S new E- 2 varlant from ‘
B 'Thelr Tauran agents inside the Videni ) '
overnment who observed the s rpe under -
onstrucﬂlon at'a secret lrase S acr Fleetz

Ltelllgence de‘mgnated the new V|den!|
L
N
\

hip as Victor- TWo sorV-2 for short




-
In 2180 durmg the early days of the Zangid

subjugation of Rigel, three E-2 Ralders
~were assigned w1th the planetary reglment

to protect the Emplres interests. The ships |

wh|ch‘ |named Sho’ Rodak,

were the

Hemkety 'and (Cho’ryn Na’ga, remalnedhn,,,,,

‘orbit watching over the planet from above

| While these E-2's Were not able to land on
| the pIanetThe crews made frequerh V|5|ts_f
|

|

o to the surface via Iteleporter |andi eventually
= rJOIHEd the mmglpd Zangld a‘
colony. The once pure stram Zangldi

Rl Warrlors that crewed these vessels Were|

evérttu 4y repJaced by thelr‘ Rrge1 progeny=

10000, in 2278, just prior to the | Galactic
} t / Confederatrcrrr’s arri‘a‘l". a yOung Rigel
L ”(colony ‘leader naMed Lohr Jobat

rencouraged the Rigel crews of these three
i Ralders to flee! thh star system when the

‘ Empires forces began thélr return. These
| |.

‘ ;mercenarles od:casionally 4 mstlgatmg
trouble with Iocalzauthorltles and Zangid
patrols. ‘

|

nd HUmam

rarHer crews non prow! the frontier as -

O’Dak Vor Narat Commander Of The Z. S F Hemket‘ ' f

' The ngel Raiders are tvery oId sh|ps and fall

def|C|t to “their PPIJ score. They never

recelved the Videni rtechnology upgrades_ ]
‘and_are not equped with shleldmg |

devices or fireball \A}eapons All three of

. [these vessels are armea Wlth one beam |
"bank and two meteor guns. They are
,.-*equlpped W|th

‘the standard Zangld
defense systems rcon5|st|ng of huII arrmor
and ‘defense screens In everypth_e_r aspect

these sh|ps appear to be identical to the|r
Zangid and Videni counterparts

‘into the ReI|c age category with a -10 EU ]



RIR 58.5 SHIP STATS

| Ship’s Locker (Optional):

OPERATIONAL DATA

| Ship Type: Raider
Commissioned: 3
Crew Compliment: 5
Minimum Command Rank: Corporal
Power Pile Base: (5 H-Pod) 25
Teleporter Capacity: 2
Beam Banks: 1

| Torpedoes: N/A

| Shuttle Ships: N/A
Sick Bay Capacity: 2
Cryotubes: 2
Sh|p s Locker (Optlonal) 5 3|

R/R SCM SHIP STATS

OPERATIONAL DATA

Sh|p Type: Raider
Commissioned: 3

| Hull Size: 1%
Habitable Crew Decks: 4
Construction Cost: 35CP
Crew Compliment: 5/25
Minimum Command Rank: Corporal

| Power Pile Base: (¥ H-Pod) 25/

'| Battery Banks: 1x Type Il

| Atmospheric Flight Capable: Limited
Teleporter Capacity: 2
Beam Banks: 1
Meteor Gun: 2
Torpedoes: N/A |
Hull Armor DMG Capacity: 10 EU |
Shuttle Ships: N/A
Escape Pods: 14
Sick Bay Capacity: 2 |
Cryotubes: 2|

5 3




DECK #1: COMMAND DECK

|F

DECK 3

#1: Command‘BnAge

| |
T 7..7I

Command & Contrdl Center

, \ '
Computer Irpterface Terminals

Helm t;)peraltor’s Console
Navigation Operator’s console
Captain's.Co'nltr:oI Console |
Communficatibr;\s / S-Space Radio
Damage Controt Station

Gunnery ;Cpntrol Console

'I?nactor / Pressor Beam Console
Stun Emitter (Mutiny Pacification)
Reinforced Radiation Shelter

ekl
_II

H2: SerV|ce Access Tube
) Mamtenance Access
. A|rlock Entrance Hatch

#3: EIevator bift— |

o Elevator Lift Pod
e ‘Reinforced Radlatlon Shelter

H#4: Central Corridor |

SerV|ce Access Panels |

. Computer Interface TermlnaI:s

e Self:Sealing Bulkheads
#5: General AccesLs Lavatory
#6: Damage Control —

~e Computer Interface Terminals

e Radiation Suit Locker (2 Suits)

#7: Ship’s Locker| | | | |

e Secure Storage Area| |



#8: Teleporter Bay
— TeIeporter Un|t

Operator Control Console
~o Computer Interface Terminals

DECK #2 SHIP’S SERVICES '
H#1: Captaln S War Room
Restrlcted Access Doors

Computer Interface Termlnal

I 6, Personal ltem Storage

#2 Captam—&Quarters K r

|
° Restrlcted Access‘Door

e Occupancy‘l -2 Adults
M— 6

. ?ersonal Item Storage

~ e Attached Prlvate Lavatory
#3: CentraFCﬂrrldor | |

o Computerlmterface Termmals

—e Escape Pod ‘Hatches

. SeIf-SeaIing Bulkheads
e First Aid Stations (2)
#4: Officer’s Qua rters

e Executive Accommodation

° Occupan:cy: 3 Adults
* 3Single Bed Units |

| @ Personwal Item Storage

° Attached Prlvate Lavatory

State Room 1 Sln‘gle Bed Umt
o Cqmputer Interface Termmals

"Emergency,ﬁccess Panels _
o sza_ce’Sui't Locker (5 Suits)

° Computerlnterface Terminal

o Executrve Atcommodatrqn =

#5: Damage Control | |
e Computer Interface Terminal
‘e Radiation Suit Locker (2 Suits)

#6: Serviice Access Tube

e Maintenance Access
#7: Elevator =Lift S

° EIevator Lift Pod

— ;,,. Relnforced Radlatlon Shelter

' '#8 Enwronmental Control

° Compute|r Interface Terfnmal ‘
—tLife Support & Safety Syste

;;#9 Medical Bay i |

I
I e Medical Examlhatm)n Bay -
| 'e  Medical Cryo- stasrs Pod (2)

o Computer Interface Termlrfal |
‘o Reinforced Radlatlon Shelter
#10: Crew Mess Hall / Kitchen ' e

o Computer Inte|rface Terminais

. Food Processing Station
Krtchen Station
Dlmng Area |
#11: Crew Quarters

o _Crew Accommodation |

o Occupancy: 4 Adults
4 Single Bed Sleep Uni_ts

e Personal Item Storage .
Shared Ij.avatory‘l e



' DECK #3: MISSION SUPPORT
#1: Environmental Control |
e ' Computer Interface Terminal
e Life Support & Safety Systems
#2 Ofﬁcer Quarters |
Crew Accommodatlon
e Occupancy. 8 Adults
“e | 4Bunk Bed Sleep Units
! '9’ ' Personal Item Storage
— Shared Lavaltory | ‘
| #& Central C Corridor
— ) SerV|ce Access Panels| |
— e Computer lnterface Terminals
L [ | e Self- Sealmg Bulkheads |
I o Escape Pod ‘Access(14 Pods)
] r#4 C}ew{ Quarters‘ —— '——.
|| o Crew Accommq)datlon |
| = e Occupancy: 8 Adlflts |
e 4 BunkBed §Ieep Units
° Persona’rlte‘m Storage
) Shared Lava\tory
#5 Fabrication Shop -
'7 . MoIecuIar Fabricator Unit
. Operator Control Console
° Eabricator SUppIy Stores |
#6: Service Access Tube
J Malntenance Access
#7: Elevator Llft'i
. EIevator Lift Pod,
° Relnforced Radiation Shelter

#8: Battery Bank (Type II)

o #12 Deuterium Storage | | 1
— H13: HeIrum3Sﬂorage '

#2 SerV|ce Access Tube

#3: Elevator Lift : }

#9: Water Processing | | |

al Water Treatment Systems

.o Wa’ce_’r Storage

#10CargoBay

e Cargo'Storage Area

‘Airlock Entrance Hatch
#11 Shlp S Gomputer

Restrlcted Access Doors ‘
Zangld Computer Core

ECK #4: ENGINEERING |

. #1 Main Englneermg|

Restricted Access Doors (1 -
Operator Control Consoles |

Main Englneerlng Control ;,| 10010
- Auxiliary Brldge Control '

Stun Emitter (N’Iutlny PaC|f|cat|on)

'Llfe Support Cg ntrol

Damage Control Station ,
Radiation Suit Locker (5 Suits)
Computer Inte face Termlnals

' Ship’s Transponder —

A|rIock Hatch To Docking CoIIar '

Restricted Acces{s Doors -
Maintenance Access —
Airlock Entrance Hatch

e Elevator Lift Pod

. ;Reinfor.c|ed3 Radiation Shelter

Restricted Access Door | 00 |
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DECK #3




| DECK #4
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