SDyesfteer:;i S V{ Acru Imperium Fleet Carrier - (200 pts) - Alfa squadron
Critical | el 16"-32"
H — u 1ze:
Rating (6,7) n_pol(10) (19)
hields: Strbrd. [ 12"-48Reactor Mn.Drv.
Shields: None |[Cv-348 % 3 [@ TERT
A A ]
m - b 3 Turgeet 1 ’ﬁ\ 51—\1
oN(1) (2) (5 @t 5 [(11) (15,16)
q@ f’.’ Fore Bridge |Life Spt. 5 Hyprdrv. ﬁ H/a{gar
© g (9) ‘ (17,18)
- @ 6 |& @ DEF % EQ-2 (A
(34) |2X |12 4 (20
23"§a_f 6+4 Port 2L |Reactor | %% Mn.Drv.
apacity W
Crew: =3 [/=\) e
6 COIOOCICIC] 16"-32"
Expert Engineers: Repair Critical Hits in the End Phase on a 4,5,6.
Flight Deck Crews: Relaunch one returned Fighter this turn.
Security Detachment: Use Sec. Detachment results for boarding defense.
SDyesfteer:;i 3 Acru Imperium Corvette - (70 pts) - Alfa squadron
Critical 3 Captain . 0"-16"
Rating | Hull Size: Class 1 8,9)
g g Strbrd.
Shields: None K-750 73 A5.16)

Reactor

(1.2) 34 [1314 [62) |g&  [(10,12,13(19,20)
Fore Bridge |Life Spt. |DEF EQ-1 Mn.Drv.

b3 4 )
@3 © 3 [nlQ e
)
73
0"_16"

Difficult Target: This ship has heavy cover when attacked.
Target Resolution: Adjacent ships reduce enemy cover one level.

16"_32"

Hyperdrive: Required for any hyperspace jump.

Reactor: Provides power to the ship. Ship is
lﬁ\destroyed if any reactor takes two critical hits.

~§ # Defense Network: Provides DEF for the ship. AN, Aperture Beacon: Other ships may use this ship to
educe to 0 if destroyed. @ make a Short Range Jump.
Reduce DEF to 0 if d d ¥ make a Short Range J

@ Dark Matter Torpedo: Ignore LOS. Ship loses 2 HP; | 47 EMP: Target ship loses 2 DEF for the rest of the
*damage cannot be reduced by DEF or Armor. // game.

Life Support: Not destroyed by criticals; Lose 2 Main Drive: Required for ship movement. If ship
CP each time this receives a critical hit. .év starts with two, half move if one is destroyed.

A Gravitational: Push or Pull target ship 6" in any {i\\ Catapult Launchers: May launch Fighter Squadrons
A direction. Ship facing does not change. Af{ at beginning of ships Movement phase.
L 1

=E> Bridge: (2 Hits) If destroyed, ship must make an AHangar Bay: Add 4 Fighters to CV or LS, 3
Emergency Hyperspace Jump. ﬁ Fighters to CVL or SS, or 2 to non-carriers.

Dark Matter: Target ship loses 2 HP. Damage
cannot be reduced by DEF or Armor.
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Defense
Systems 5

Critical
Rating 9

/

Shields: None

L

I|_16ll

o

Acru Imperium Battlecruiser - (150 pts) - Bravo squadron
Squadron Commander

apacity ._4 @13

Crew:
5 COICICICICd

i

0"_16" 0"_16"
Armed Crew: Add 2 dice to the boarding defense pool.

Hull Size: Class 7 0°-16" 0°-16
(5) (6,7) (11) (19)
BC-740 Strbrd. T:lrrret 1 |Reactor ATS) Mn.Drv.
< 4 ﬂ 4 ’ﬁ\ EQ-’l '3'
(1) (2) (4 (8) (12) >< (16)
Fore Bridge |Life Spt. P:IE;_ Hyprdrv. Aft
75 2T t® ><
(9,10) [(13) é\ (20)
Turret 2 |Reactor Mn.Drv.
S 3 |a@ e

Redundant Systems: Ship has 50% fewer Compromised HP boxes

Armed Crew: Add 2 dice to the boarding defense pool.

SDye_sft_eer:;i 5 é;::)l:al:'rr:perium Battlecruise'rl-(ISI(? pts) '—IBravlc: squadron
Critical g5 Hull Size: Class 7 0-16" 0°-16
Rating = ' g_s)bd (Ts,7) L &11) %9)D
Shields: None trbrd. |Turret eactor n.Drv.
BC-740 4 |7 4 |0 [B5 e
’ \ = (1 2 4 8 12 16
Q (Fo)re (Br)idge f.i e Spt. g)lgF g-l rdrv. >< ,(t\ft)
o xr 17,18
o b33 (EQ-Z ) ><
(3) (9,10) [(13) é\ (20)
Port Tu;r\etz Reactor Mn.Drv.
Crew: 9’7“?/_4 % 3 |[&h pe
5 DDDDDD 0"_16" 0"_16"

Redundant Systems: Ship has 50% fewer Compromised HP boxes

Reactor: Provides power to the ship. Ship is
lﬁ\destroyed if any reactor takes two critical hits.

Q) Disruptor: Destroy a Shield Generator or
% Hyperdrive module.

~§ # Defense Network: Provides DEF for the ship.
% £ Reduce DEF to 0 if destroyed.

4, EMP: Target ship loses 2 DEF for the rest of the
// game.

Life Support: Not destroyed by criticals; Lose 2
CP each time this receives a critical hit.

Main Drive: Required for ship movement. If ship
.§' starts with two, half move if one is destroyed.

%LR, Beam: Roll two extra attack dice.
C==5

AHangar Bay: Add 4 Fighters to CV or LS, 3
Fighters to CVL or SS, or 2 to non-carriers.

== Bridge: (2 Hits) If destroyed, ship must make an
225595
Emergency Hyperspace Jump.

Hyperdrive: Required for any hyperspace jump.

Polaron Ray: If inside Optimal Range, target ship
takes a Critical Hit.

Quantum Rebellion Fleet Editor v1.5



Michael Seely
Text Box
Quantum Rebellion Fleet Editor v1.5

Michael Seely
Text Box
Quantum Rebellion Fleet Editor v1.5


Defense i )
Acru Imperium Destroyer - (100 pts) - Charlie squadron
g!isi:tii:?s 3 a Squadron Commander 0"-16"
Rating 3 ===| Hull Size: Class 3 8,9) 12" 48"
Shields: None DD-548 Strbrd. _
- 10,11 16,17 20
@4 3 '(I'ur;et)l &eactczr g\lln).Drv.
= (1 2 3 . 14,15
ﬁ (Fo)re (Br)idge f.ieSpt. -«'3 ’ﬁ\ EQ-I ) '3'
= 6,7 12,13 18,19
5|4 (A e e I
il
PR o el X
Crew: @4 3
4 OO0 0"-16"

Pack Hunters: +1 die if attacking with another Pack Hunter.
Veteran Crew: Ship has 50% fewer Compromised Crew boxes.

—_———
Defense i )
Acru Imperium Destroyer - (100 pts) - Charlie squadron
g!isttii:?s 3 Captain 0"'16"
Rating 3 | Hull Size: Class 3 89) 12" ag"
Shields: None DD-544 Strbrd. ~
= 10,11 16,17 20
@4 3 '(I'ur/;bet)l &eactczr g\lln).Drv.
= (1 2 3 14,15
ﬁ (Fo)re (Br)idge f.i e Spt. = 3 ’ﬁ\ EQ-I ) '3'
' 6,7 12,13 18,19
5|4 bed  [Goran | [
4,5 xr ‘
g’ort) 2L % ><
©«3
0"_16"

Pack Hunters: +1 die if attacking with another Pack Hunter.
Veteran Crew: Ship has 50% fewer Compromised Crew boxes.

Hyperdrive: Required for any hyperspace jump.

Reactor: Provides power to the ship. Ship is
lﬁ\destroyed if any reactor takes two critical hits.

~§ # Defense Network: Provides DEF for the ship.
% £ Reduce DEF to 0 if destroyed.

# EMP Torpedo: Ignore LOS. Ship loses 2 DEF for the
rest of the game.

Defense i )
Acru Imperium Destroyer - (100 pts) - Charlie squadron
g!isttii:?s 3 Captain 0"'16"
Rating 3 | Hull Size: Class 3 8,9) 12" ag"
Shields: None DD-548 Strbrd. _
= 10,11 16,17 20
@4 3 '(I'ur;et)l &eactczr g\lln).Drv.
= |1 2 3 . 14,15
ﬁ (Fo)re (Br)idge f.i e Spt. -«'3 ’ﬁ\ EQ-I ) '3'
' 6,7 12,13 18,19
5|4 bed [Goran | [
4,5 xr ‘
g’ort) 2L % ><
©«3
0"_16"

Pack Hunters: +1 die if attacking with another Pack Hunter.
Veteran Crew: Ship has 50% fewer Compromised Crew boxes.

Life Support: Not destroyed by criticals; Lose 2
CP each time this receives a critical hit.

Biohazard Torpedo: Ignore LOS. Ship loses 2 CP;
*damage cannot be reduced by DEF or Armor.

Cyberwarfare: Player has -2 Initiative on next
<@<round.

Main Drive: Required for ship movement. If ship
.év starts with two, half move if one is destroyed.

== Bridge: (2 Hits) If destroyed, ship must make an
225595
Emergency Hyperspace Jump.

—h Maneuvering Thrusters: May pivot up to 45 degred
=9 before moving, or 90 degrees if at Full Stop.

2

Plasma: Ship loses 2" of Movement for the rest of
the game (minimum 1").
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