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1. Bridge

2. Science Lab
3. Medical

4. Isolation Cells
5. Air Lock

6

7. Auditorium

8. Galley

9. Laundry

10. Crew’s Quarters
11. Escape Pods
12. Hangar Bay
13. Restrooms

14. Officer’s Quarters
15. Forward Engineering
16. Aft Engineering

17. Cargo Bay

MAIN DECK

CARGO DECK

BRIDGE SCIENCE DECK
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	Ship Name: DRAKE 
	Tier: 11
	Make: Seraphim-class escort frigate
	Weapons - Turret 1: [ ]
	Weapons - Turret 2: [ ]
	Size: Large "Heavy Freighter"
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 6
	Maneuverability: Ave. Turn 2, Pilot +0
	Notes 2: 
	Weapons - Forward 1: [Heavy laser cannon]
	Weapons - Forward 2: [Persistent particle beam cannon]
	AC: 26
	Drift: 2
	Drift Engine: [Signal Booster]
	Weapons - Forward 3: [Persistent particle beam]
	AC 1: 11
	AC 2: 6
	AC 3: -1
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 250
	Power Core 2: [Pulse Prismatic]
	TL: 24
	TL 1: 11
	TL 2: 5
	TL 3: -1
	TL 4: -1
	Forward Shields: 60
	Shields: [Heavy Shields 240]
	Hull Total: 160
	Hull Current: 
	DT: -
	CT: 24
	Weapons - Starbaord 1: [  (empty)]
	Weapons - Starbaord 2: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Weapons - Port 4: [ ]
	Thrusters: [L6 Thrusters]
	Crew 1: 
	Weapons - Port 1: [ (empty)]
	Weapons - Port 2: [ ]
	Armor: [MK 6 Armor]
	Crew 2:    Diplomacy +20
	Computer: [MK 2 trinode ]
	Crew 3:    Bluff  +20
	Damage Port M: Off
	Damage Aft M: Off
	Defensive Countermeasures: [Mk 5 Defenses]
	Crew 4:    Intimidate +20
	Crew Quarters: [Good Crew Quarters]
	Crew 5: 
	Sensors: [Basic long-range]
	Damage Port W: Off
	Damage Aft G: Off
	Damage Forward G: Off
	Damage Forward M: Off
	Damage Forward W: Off
	Port Shields: 60
	Starboard Shields: 60
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: 
	Crew 6:    Engineering +20
	Aft Shields: 60
	System 2: 
	Crew 7: 
	Crew 8:    gunnery +25
	Crew 9: 
	Weapons - Aft 1: [Heavy laser cannon]
	Expansion Bay 2: [Launch Bay (2 Sparrowhawks)]
	Crew 10:    Piloting +21
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [Launch Bay (2 Sparrowhawks)]
	Weapons - Aft 3: [ ]
	Expansion Bay 4: [Gym]
	Crew 12:    Computers +22
	Weapons - Aft 4: [ ]
	Expansion Bay 5: [Escape Pods]
	Crew 13: 
	Complement: 18
	Expansion Bay 6: [Cargo Hold]
	Expansion Bay 7: [Medical Bay]
	Expansion Bay 8: [( empty )]
	Notes: spent 297/310 BP     
using 290 (+100 Drift)  PCU
Partical Beams are linked
	Exp Notes: 
	Modifiers: Pilot +1   Computers +2
+2 to four checks
	Damage G 1: Off
	Damage G 2: Off
	Damage G 3: Off
	Damage G 4: Off
	Damage M 1: Off
	Damage M 2: Off
	Damage M 3: Off
	Damage M 4: Off
	Damage W 1: Off
	Damage W 2: Off
	Damage W 3: Off
	Damage W 4: Off
	Cargo: 
	Exponsion Bay 1: [Launch Bay (2 Sparrowhawks)]


