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	Ship Name: Cyntek Cruiser
	Tier: 18
	Make: Inheritance-class        #00I0
	Weapons - Turret 1: [Heavy laser array]
	Weapons - Turret 2: [Heavy laser array]
	Size: "Huge*" Cruiser
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 8
	Maneuverability: Average, Turn 2, Pilot +0
	Notes 2: 
	Weapons - Forward 1: [Super X-laser cannon]
	Weapons - Forward 2: [X-laser cannon]
	AC: 30
	Drift: 2
	Drift Engine: [Signal Booster]
	Weapons - Forward 3: [X-laser cannon]
	AC 1: 18
	AC 2: 4
	AC 3: -2
	AC 4: 
	Weapons - Forward 4: [Heavy laser net]
	PCU: 600
	Power Core 2: [Arcus Maximus x3]
	TL: 34
	TL 1: 18
	TL 2: 8
	TL 3: -2
	TL 4: 
	Forward Shields: 120
	Shields: [Heavy Shields 480]
	Hull Total: 280
	Hull Current: 
	DT: 5
	CT: 36
	Weapons - Starbaord 1: [Heavy laser net]
	Weapons - Starbaord 2: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Weapons - Port 4: [ ]
	Thrusters: [H10 Thrusters]
	Crew 1: 
	Weapons - Port 1: [Heavy laser net]
	Weapons - Port 2: [ ]
	Armor: [MK 4 Armor]
	Crew 2:   Diplomacy +36
	Computer: [MK 8 mononode]
	Crew 3:   Intimidate +31
	Damage Port M: Off
	Damage Aft M: Off
	Defensive Countermeasures: [Mk 10 Defenses]
	Crew 4: 
	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: 120
	Starboard Shields: 120
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: Anti-hacking x4, Self-Destruct
	Crew 6:    Engineering +31
	Aft Shields: 120
	System 2:         Countermeasures x6
	Crew 7: 
	Crew 8:    gunnery   +31
	Expansion Bay 1: [Detention Center ("Guest Quarters")]
	Crew 9: 
	Weapons - Aft 1: [Heavy laser net]
	Expansion Bay 2: [Medical Bay]
	Crew 10:    Piloting +31
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [Launch Bay]
	Weapons - Aft 3: [ ]
	Crew 12:   Computers +35
	Expansion Bay 4: [Power Core Housing]
	Weapons - Aft 4: [ ]
	Crew 13: 
	Expansion Bay 5: [Power Core Housing]
	Complement: 48
	Expansion Bay 6: [Cargo Hold]
	Notes: 
spent  711/800 BP,  using 558 (+100 Drift)  PCU

X-Lasers are linked

	House Rules: House Rules: A "Launch Bay" is half of a Shuttle Bay. Each holds 1 Tiny ship.
*Using a "Huge" frame even though ship does not have sufficent length.
	Modifiers: Pilot +0
+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: 


