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Quad Turbolaser 
Turret
Class: TurboLaser
Mode: Standard
Damage: 2d10+4
Range Penalty: -1 per hex
Fire Control: +3/+2/+2
Interception Rating: -2
Rate of Fire: 1 per 2 turns
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Quad Turbolaser
Turret

Hapan Turbolaser 
Class: TurboLaser
Mode: Standard
Damage: 2d10+6
Range Penalty: -1 per 3 hexes
Fire Control: +3/+2/+1
Interception Rating: -1
Rate of Fire: 1 per 4 turns
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Hapan Turbolaser
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Heavy Turbolaser 
Turret 
Class: TurboLaser
Mode: Standard
Damage: 2x2d10+10
Range Penalty: -1 per 3 hexes
Fire Control: +4/+2/-4
Interception Rating: -1
Rate of Fire: 1 per 3 turns
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Hvy Turbolaser
Turret

Turbolaser Battery 
Class: Turbolaser
Mode: Standard
Damage: 3d10+8
Range Penalty: -1 per 2 hexes
Fire Control: +3/+1/+1
Interception Rating: -2
Rate of Fire: 1 per 2 turns
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Hvy Turbolaser  
Class: Turbolaser Battery
Mode: Standard
Damage: 4d10+15
Range Penalty: -1 per 3 hexes
Fire Control: +4/+1/-4
Interception Rating: -1
Rate of Fire: 1 per 3 turns
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Hvy Turbolaser
Battery

Turbolaser Btty

Octal Turbolaser 
Battery 
Class: Turbolaser
Mode: Standard
Damage: 4d10+15
Range Penalty: -1 per 2 hexes
Fire Control: +3/+1/+1
Interception Rating: -4
Rate of Fire: 1 per  turn
Note:  Critical of 20+ reduces
ROF to 1 per 2 turns
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Octal 
Turbolaser 
Battery

Heavy Quad 
Turbolaser Turret
Class: Laser
Mode: Standard
Damage: 1d10+8
Range Penalty: -1 per hex
Fire Control: +2/+2/+1
Interception Rating: -2
Rate of Fire: 1 per turn
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Heavy Quad 
Turbolaser Turret

Turbolaser

Turbolaser Battery
Class: Laser
Mode: Standard
Number of Guns: 2 (Linked)
Damage: 1d10+2
Range Penalty: -2 per hex
Fire Control: +2/+3/+4
Intercept Rating: n/a
Rate of Fire: 1 per turn
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Mega-Laser Cannon

Mega-Laser Cannon
Class: Laser
Mode: Standard
Damage: 2d10+8
Range Penalty: -1 per hex
Fire Control: +3/+2/+1
Rate of Fire: 1 per 2 turns
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Hvy Pulsar Laser

Proton Energizer

Medium Pulsar Laser
Class: Laser
Mode: Standard
Damage: 3d10+6
Range Penalty: -1 per 2 Hexes
Fire Control: +3/+1/-2
Rate of Fire: 1 per 3 turns
Special: Can fire at
accelerated ROF for less
damage as shown below:
1 per turn: 1d10+2
1 per 2 turns: 2d10+4
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Mega-Pulsar

Med Pulsar Laser

Light Pulsar Laser
Class: Laser
Mode: Standard
Damage: 2d10+4
Range Penalty: -1 per 2 Hexes
Fire Control: +3/+1/-2
Rate of Fire: 1 per 2 turns
Special: Can fire at
accelerated ROF for less
damage as shown below:
1 per turn: 1d10+2
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Lt Pulsar Laser

Lt Proton Energizer

Pulsar Cannon
Class: Laser
Mode: Raking
Damage: 3d10+18
Range Penalty: -1 per 2 Hexes
Fire Control: +4/+3/-
Intercept Rating: n/a
Rate of Fire: 1 per 3 turns

3

Pulsar Cannon

Turbopulsar Cannon
Class: Laser
Mode: Pulse
Damage: 12 D5 times
Maximum Pulses: 6
Grouping Range: +1 per 5
Range Penalty: -1 per hex
Fire Control: +4/+3/+1
Rate of Fire: 1 per 3 turns
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Turbopulsar

Mega-Laser Battery
Class: Laser
Mode: Standard
Number of Guns: 2 (Linked)
Damage: 2d10+8
Range Penalty: -1 per hex
Fire Control: +3/+2/+1
Intercept Rating: n/a
Rate of Fire: 1 per 2 turns
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Mega-Laser Battery

Heavy Pulsar Laser
Class: Laser
Mode: Standard
Damage: 4d10+8
Range Penalty: -1 per 2 Hexes
Fire Control: +3/+1/-2
Rate of Fire: 1 per 4 turns
Special: Can fire at
accelerated ROF for less
damage as shown below:
1 per turn: 1d10+2
1 per 2 turns: 2d10+4
1 per 3 turns: 3d10+6
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Light Proton Energizer
Class: Laser
Modes: Raking
Damage: 2d10+3
Range Penalty: -1 per hex
Fire Control: +2/+1/-2
Intercept Rating: n/a
Rate of Fire: 1 per 3 turns
Special: Can fire at an
accelerated ROF for less
damage, as shown below:
1 per 2 turns: 1d10+1
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Proton Energizer
Class: Laser
Modes: Raking
Damage: 3d10+5
Range Penalty: -2 per 3 hexes
Fire Control: +2/+1/-2
Intercept Rating: n/a
Rate of Fire: 1 per 4 turns
Special: Can fire at an
accelerated ROF for less
damage, as shown below:
1 per 2 turns: 1d10+1
1 per 3 turns: 2d10+3
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Mega-Pulsar
Class: Laser
Mode: Raking
Damage: 5d10+25
Range Penalty: -1 per 3 Hexes
Fire Control: +5/+3/-
Intercept Rating: n/a
Rate of Fire: 1 per 5 turns
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