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NOTE:

BEAMS: 

 CROSS OFF 
WEAPONS THAT YOUR 
SHIP DOES NOT HAVE. 

 PLACE A DOT 
ON EACH WEAPON 
THAT HAS FIRED THAT 
TURN. 
CROSS OFF ANY THAT 
ARE DESTROYED.

NOTE: 

FIRED

TORPS:  PLACE A DOT ON EACH WEAPON THAT WAS 
ARMED THAT TURN IN THE  ‘ ' BOXES. 
PLACE A DOT ON EACH WEAPON THAT HAS FIRED THAT 
TURN IN THE ‘ ' BOXES.

ARMED

NOTE: MAXIMUM REIN- 
FORCEMENT IS  
UNDESTROYED SHIELD BOXES

TWO TIMES

ENGINES

POWER SYSTEMSREMAINING

HULL BATTERIES
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POWER COSTS
To MOVE, FIRE 1 BEAM, ARM 1 TORP or REINFORCE 1 SHIELD = 1 POINT
FIRE ARMED TORP = 0 POINTS (2 POINTS OF DAMAGE)
FIRE ROMULAN TORP = 4 POINTS (VARIABLE DAMAGE)
OPERATE CLOAK = VARIABLE

STRAIGHT AHEAD

REMEMBER
FIRED 

 - TORPEDOES CAN BE &
IN THE SAME TURN AND MAY BE HELD

ARMED 


