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MISSILE DEFENSE SYSTEM TYPE II

MDSII

1 ROLL PER 4 SALVO BURST 1d4+2

1-30 4-6 7-9

SAME HEX
40%

SHORT
30%

MEDIUM
20%

LONG
10%

MDSII
BALLISTIC
SYSTEMS

2

HULL
1

SPACE
DEFENSE
BRIDGE

SPACE DEFENSE
SYSTEMS

SHIP SYSTEMS

E

1

COMMAND
BRIDGE

BATTLE
BRIDGE

NAVIGATION
BRIDGE

RADAR
RANGE: 40

1

2

2

2

1 SD SD

MDSII
BALLISTIC
SYSTEMS

2


