JUGGERNAUT
FLEET SCALE

COUNTER | JGNT

POINT VALUE: 270
DAMAGE CONTROL: 3

If any direction
receives a volley of
20 damage points,
the shield will rotate
to that direction and
remain there for the
rest of the Impulse.
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ARMOR #6

Shield generator boxes are disabled on flag bridge
hits.Rotating shield can face any direction as first action

of the Other Functions Phase of each Impulse. Each
point of power blocks 10 damage points (up to 50).
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FRACTIONAL POWER
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JUGGERNAUT
SQUADRON SCALE

COUNTER | jGNT ARMOR #1

POINT VALUE: 500

DAMAGE CONTROL: 6 60
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