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NEW SHIP CARD
This ship is not
currently scheduled
for a specific future
product, but if we
decide to do Convoy
Attack or Kzinti Attack
it might go there.
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ORION MEDIUM
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FLEET SCALE
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FEDERATION
COMMANDER:
COMMUNIQUE #40
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COUNTER    MR

POINT VALUE: 60

DAMAGE CONTROL: 2

2

6

STEALTH COATING: Add one to all direct-fire
die rolls targeted on this ship. Seeking weapons
miss this ship on a die roll of “6”.

CLOAK: Only some ships of this type have the
cloaking device installed. If installed, the point
value is increased by 11.

WEAPONS: See rule 5L1.

PROBES: Ship has no probe launcher.
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CLOAK COST
= 3/4

The Medium Raider
uses the same option
list (5L1) as the
Raider Cruiser.
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NEW SHIP CARD
This ship is not
currently scheduled
for a specific future
product, but if we
decide to do Convoy
Attack or Kzinti Attack
it might go there.STEALTH COATING: Add one to all direct-fire

die rolls targeted on this ship. Seeking weapons
miss this ship on a die roll of “6”.

CLOAK: Only some ships of this type have the
cloaking device installed. If installed, the point
value is increased by 22.

WEAPONS: See rule 5L1.

PROBES: Ship has
no probe launcher.
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Power when
undamaged:
27 + 3 + 24.
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COUNTER     MR

POINT VALUE: 110

DAMAGE CONTROL: 4
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CLOAK COST
= 1+1/2

The Medium Raider
uses the same option
list for Y and Z (5L1)
as the Raider Cruiser,
and the same for A
and B as the Heavy
Cruiser.

Designer’s note: The
CR in Klingon Border
has 1/2 movement
and 20 warp, making
it a nasty enemy. The
MR here has 24 warp
and 3/4 movement,
making it somewhat
less nasty. The
problem is the “grain”
of the game system.
The 2/3 movement
that both ships have
in SFB can either
become 1/2 or 2/3. A
ship with 20 warp
would be useless at a
move cost of 3/4, but
a ship with 24 warp
would be ridiculous at
1/2 movement.


