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	Ship Name: Mercury
	Tier: 13
	Make: Quicksilver-class
	Weapons - Turret 1: [ ]
	Weapons - Turret 2: [ ]
	Size: Medium Explorer
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 10
	Maneuverability: Good, Turn 2
	Notes 2: 
	Weapons - Forward 1: [Maser]
	Weapons - Forward 2: [Maser]
	AC: 27
	Drift: 3
	Drift Engine: [Signal Major]
	LInked: 
	AC 1: 13
	AC 2: 4
	AC 3: 0
	AC 4: 
	Weapons - Forward 4: [Heavy EMP cannon]
	PCU: 300
	Power Core 2: [Pulse Prismatic]
	TL: 33
	TL 1: 13
	TL 2: 10
	TL 3: 0
	TL 4: 
	Forward Shields: 40
	Shields: [Medium Shields 160]
	Hull Total: 90
	Hull Current: 
	DT: -
	CT: 11
	Weapons - Starbaord 1: [ ]
	Weapons - Starbaord 2: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Weapons - Port 4: [ ]
	Thrusters: [M10 Thrusters]
	Crew 1: 
	Weapons - Port 1: [ ]
	Weapons - Port 2: [ ]
	Armor: [MK 4 Armor]
	Crew 2:    Diplomacy +28
	Computer: [MK 8 mononode]
	Crew 3:    Bluff  +23
	Damage Port M: Off
	Damage Aft M: Off
	Defensive Countermeasures: [Mk 10 Defenses]
	Crew 4:    Intimidate +23
	Crew Quarters: [Common Crew Quarters]
	Crew 5: 
	Sensors: [Advanced long-range]
	Damage Port W: Off
	Damage Aft G: Off
	Damage Forward G: Off
	Damage Forward M: Off
	Damage Forward W: Off
	Port Shields: 40
	Starboard Shields: 40
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: Anti-Hacking, comp counter-
	Crew 6:    Engineering +23
	Aft Shields: 40
	System 2:                        measures, Biometric Locks
	Crew 7: 
	Crew 8:    gunnery   +23
	Expansion Bay 1: [Multi-Bay:]
	Crew 9: 
	Weapons - Aft 1: [ ]
	Expansion Bay 2: [Life Science Lab]
	Crew 10:    Piloting +24
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [Synthesis Bay]
	Weapons - Aft 3: [ ]
	Expansion Bay 4: [Medical Bay]
	Crew 12:   Computers +32
	Weapons - Aft 4: [ ]
	Crew 13: 
	Complement: 6
	Holding Cells: [Holding Cells]
	Notes: spent 400/400 BP     
using 295 (+150 Drift + 50 Cloak) PCU
Masers are linked.
House Rule: Cloaking Field= 50 PCU, 25 BP. Cannot be used with shields. -10 vs Sensors.
	Expansion Bay 7: [Cargo Hold]
	Expansion Bay 8: [Cargo Hold]
	Modifiers: Pilot +1
+8 on one check
	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: House Rule: "Multi-Bay" costs 10 BP.
     Holds related bays. Use one at a time.
     They each cost 2xPCU & 2xBP.


