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This ship was se-
lected by a poll
conducted on the
forum. Give players a
choice of two police
ships, a war de-
stroyer, and an
overgunned monster
plamsa boat, and
they’ll pick the
overgunned monster
plasma boat every
single time. Although,
the vote was surpris-
ingly close.

The SparrowHawk-J
“Assault Cruiser” used
different modules in
the side positions,
which had a plasma-S
instead of one or two
phasers. The ships
were regarded as
“special support
vessels” used only in
fleets where their lack
of self-defense
phasers was unlikely
to leave them vulner-
able.

Numbering plasma
tracks was suggested
by a player. Do you
want this? or not?
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launch more than
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within any period

of four
consecutive

impulses.
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The ship cannot launch more than one plasma-S
within any period of four consecutive impulses.

This ship was se-
lected by a poll
conducted on the
forum. Give players a
choice of two police
ships, a war de-
stroyer, and an
overgunned monster
plamsa boat, and
they’ll pick the
overgunned monster
plasma boat every
single time. Although,
the vote was surpris-
ingly close.

The SparrowHawk-J
“Assault Cruiser” used
different modules in
the side positions,
which had a plasma-S
instead of one or two
phasers. The ships
were regarded as
“special support
vessels” used only in
fleets where their lack
of self-defense
phasers was unlikely
to leave them vulner-
able.

Numbering plasma
tracks was suggested
by a player. Do you
want this? or not?


