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	Ship Name: VALKYRN
	Tier: 6
	Make: long range interceptor
	Weapons - Turret 1: [High explosive missile launcher]
	Weapons - Turret 2: [High explosive missile launcher]
	Size: small, Shuttle
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 10
	Maneuverability: Perfect, turn 0, +2 Pilot
	Notes 2: 
	Weapons - Forward 1: [Light particle beam]
	Weapons - Forward 2: [Light particle beam]
	AC: 22
	Drift: 3
	Drift Engine: [Signal Major]
	Weapons - Forward 3: [ ]
	AC 1: 6
	AC 2: 5
	AC 3: 1
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 150
	Power Core 2: [Pulse Green]
	TL: 22
	TL 1: 6
	TL 2: 6
	TL 3: 1
	TL 4: -1
	Forward Shields: 30
	Shields: [Medium Shields 120]
	Hull Total: 40
	Hull Current: 
	DT: -
	CT: 7
	Weapons - Starbaord 1: [ ]
	Weapons - Starbaord 2: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Weapons - Port 4: [ ]
	Thrusters: [T10 Thrusters]
	Crew 1: 
	Weapons - Port 1: [ ]
	Weapons - Port 2: [ ]
	Armor: [MK 5 Armor]
	Crew 2: Intimidate +3
	Computer: [MK 3 mononode]
	Crew 3:  Diplomacy +18
	Damage Port M: Off
	Damage Aft M: Off
	Crew Quarters: [Common Crew Quarters]
	Crew 4: 
	Defensive Countermeasures: [MK 6 defenses]
	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: 30
	Starboard Shields: 30
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: 
	Crew 6:     Engineering +13
	Aft Shields: 30
	System 2: 
	Crew 7: 
	Crew 8:      gunnery +12  (11 + 1 for size)
	Crew 9: 
	Weapons - Aft 1: [ ]
	Crew 10:     Piloting +15
	Weapons - Aft 2: [ ]
	Crew 11: 
	Weapons - Aft 3: [ ]
	Crew 12:    Computers +15
	Weapons - Aft 4: [ ]
	notes 4: Cargo Hold (for ordnance)
<empty>
<empty>

	Crew 13: 
	Complement: 4
	Notes: spent 148/155 BP    using 148 PCU

Particle Beams are linked. Using Turret slots since forward guns are full and torpedoes can lock on to targets in any arc.
	Modifiers:                           
+2 Pilot     +2 Computers   (already added in)
+3 to 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: 


