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BATTLE NARN REGIME &'LAN Class
Mag Cruiser
Hull 6 Service Date | 2259+ Name Crew Quality | Ship XP
Damage | 5513 | Crew | 7ong |Craft:
Troops 6 2 FRAZI FLIGHTS
Speed 6 Special:
o o o . | JUMP POINT
Turns 1795 1/945° | 1/45° | 1/45
Hull DBamage s w0 [s] [ T T [eof [T [T T T T [l T T T =] [T 1 Jaof T1
Crippled as 50 55
Hull Damage s 0 [l [ T T [l [T T I T T T[>l T T T s [T 1 Joof 1
Crippled as s0 55
Hull DBamage s w0 [s] [ T T [eof [T [ T=sT T T T [l T T T =] [T 1 Joof T
Crippled as 50 55
Crippled: Tums reduced, half speed, only 1 weapon system per arc may
be fired, lose Interceptors, 50% to lose enach other special trait.
Hits |d6 k2 Dam. | Crew Effect Hits |a6 | REACTOR | ;. | Crew Effect
CRITICALS [1-2] CRITICALS [3]
1-2 | POWER RELAYS +0 +0 -1 SPEED 1-3| CAPACITORS +0 +1 -2 SPEED
DESTROYED DAMAGED
a.a THRUSTERS + +0 -2 SPEED a5 REACTOR +0 3 NO SPECIAL
DAMAGED GAS LEAK ACTIONS
5 FUEL SYSTEM .2 1 -4 SPEED 6 REACTOR +3 +4 SPEED O, NO
RUPTURED EXPLOSION SPECIAL ACTIONS
ENGINES SPEED O, NO
6 +3 +1
DISABLED SPECIAL ACTIONS
WEAPON NAME |ARI: | RANEE| MaoD |AI:I| MOD | SPECIAL

Mag Gun F 18 o e o Beam, Super AP, Triple Damage
Medium Laser Cannon B 18 o a4 o AP, Beam, Double Damage
Twin Particle Array F a8 o 10 o Twin-Linked, Weak
Twin Particle Array P a8 o 10 o Twin-Linked, Weak
Twin Particle Array S a8 o 10 o Twin-Linked, Weak
Twin Particle Array A a8 o 10 o Twin-Linked, Weak
Light Pulse Cannon F a8 o 6 _
Light Pulse Cannon P a8 o 6 o
Light Pulse Cannon S a8 o 6 o
Light Pulse Cannon A a8 o 6 _
Hits db WEAPON CRITICALS [4] Dam. | Crew Effect WEAPON FIRE ARCS
1-3 TARGETING +0 1 ALL WEAPONS Port [(4) k
SYSTEM DAMAGED LOSE 1 AD (MIN O) S °¢‘
a POWER FLUCTUATIONS +0 +0 N::E-Il:_l ‘ZE{\I'EU:II:E a % i
~o FI+RING o B g AR — - ) Baresight {2) 3
5 WEAPONS OFFLINE +2 +2 t o
RANDOM ARC .3 f~1
CATASTROPHIC NO WEAPONS MAY
6 +3 +4 St o) \\\
AMMUNITION EXPLOSION FIRE arboard
CrewCasualties | | | | |- G = = =] [ [ [ [ [T Tl [T T 0o TTT ]I
| | |5°| | Skeleton Crew 55 60 65 70
CrewCasualties | | | | |- G = = =] [ [ [ [ [T T sl [T T 0o TTT ]
| | |5°| | Skeleton Crew 55 60 65 70
CrewCasuaities | | [ | [= o = =0 = [ [ [ e[ T T TPl T T T Jef TTT I+
[ T]o] | Skeleton Crew 55 50 s 70
Skeleton Crew: No special orders allowed, only one weapon
system per turm may be fired, all DC checks at -2.
His |d6 | TREW CRITICALS | 4 | crew | Effect || His |a6| VITAL SYSTEMS | 4, | crew Effect
I51 CRITICALS [6]
1-2 FIRE +0 +2 - 1 BRIDGE HIT +0 +1 NO SPECIAL ACTIONS
3-4| MULTIPLE FIRES +0 +3 - e ENGINEERING +4 +3 NG DAMAGE
CONTROL PERMITTED
LOCALISED WEAPONS NO FIRING OUT OF
5 +1 +3 - 3 +4 +4
DECOMPRESSION CONTROL ONE RANDOM ARC
6 HULL BREACH +2 +4 - a SECONDARY +1D6 | +1D6 -
EXPLOSIONS
T 5 REACTOR +206 | +an6 -
VITAL SYSTEMS CRITICALS IMPLOSION
MAY NOT BE REPAIRED 6 | CATASTROPHIC | .0 | ap6 -
I ) EXPLOSION

For more information, see Babylon 5: A Call tp Arms Advanced Rules and Updates in

Sky Full of Stars
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