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	Ship Name: KAGEKUMO
	Tier: 15
	Make: Salvage Ship
	Weapons - Turret 1: [Graser]
	Weapons - Turret 2: [Graser]
	Size: Huge Bulk Freighter
	Weapons - Turret 3: [Heavy laser net]
	Weapons - Turret 4: [Heavy laser net]
	Speed: 8
	Maneuverability: Poor Turn 3, Pilot -1
	Weapons - Forward 1: [Gravity cannon]
	Weapons - Forward 2: [Heavy nuclear missile launcher]
	AC: 26
	Drift: 2
	Drift Engine: [Signal Booster]
	Weapons - Forward 3: [Heavy nuclear missile launcher]
	AC 1: 15
	AC 2: 6
	AC 3: -5
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 300
	Power Core 2: [Gateway Light x 2]
	TL: 25
	TL 1: 15
	TL 2: 6
	TL 3: -5
	TL 4: -1
	Forward Shields: 50
	Shields: [Medium Shields 200]
	Hull Current: 
	CT: 32
	Weapons - Starbaord 1: [  (empty)]
	Weapons - Starbaord 2: [ ]
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Thrusters: [H8 Thrusters]
	Weapons - Port 3: [ ]
	Armor: [MK 6 Armor]
	Weapons - Port 4: [ ]
	Sensors: [Basic long-range]
	Weapons - Port 1: [ (empty)]
	Crew 1: 
	Computer: [MK 4 duonode]
	Crew 3:    Diplomacy  +26
	Defensive Countermeasures: [Mk 6 Defenses]
	Crew 4: 
	Crew Quarters: [Good Crew Quarters]
	Crew 5: 
	Damage Port W: Off
	Damage Aft G: Off
	Damage Forward G: Off
	Hull Total: 220
	Damage Forward M: Off
	Damage Forward W: Off
	DT: 5
	Weapons - Port 2: [ ]
	Port Shields: 50
	Damage Port M: Off
	Damage Aft M: Off
	Starboard Shields: 50
	Crew 2:    Intimidate +31
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: self destruct
	Crew 6:    Engineering +26
	Aft Shields: 50
	System 2: 
	Crew 7: 
	Crew 8:    gunnery   +26
	Expansion Bay 1: [False Sensor Image Generator]
	Crew 9: 
	Weapons - Aft 1: [Gravity cannon]
	Expansion Bay 2: [Drone Bays]
	Crew 10:    Piloting +26
	Weapons - Aft 2: [Heavy nuclear missile launcher]
	Crew 11: 
	Expansion Bay 3: [Disassembly Line]
	Weapons - Aft 3: [Heavy nuclear missile launcher]
	Crew 12:   Computers +28
	Expansion Bay 4: [Power Core Housing]
	Weapons - Aft 4: [ ]
	Crew 13: 
	Expansion Bay 5: [Escape Pods]
	Complement: 46
	Expansion Bay 6: [Life Boats]
	Notes: Nukes: forward linked, aft linkedGrav Cannons simulate harpoons & cables.Grazers + Laser Nets simulate cutting laser etc.  on the deconstruction scaffolds.spent  583/600 BP    using 497 (+100 Drift) PCU
	Expansion Bay 7: [Tech Workshop]
	Expansion Bay 8: [Gym]
	Expansion Bay 9: [Cargo Hold]
	Expansion Bay 0: [Cargo Hold]
	Modifiers: Pilot -1+4 on two checkssee 0-hr_Rules.pdf for custom bays.
	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: False Sensor Gen.   :   15 PCU,  15 BPDrone Bays              :     5 PCU,     3 BPDisassembly Line    :     2 PCU,     1 BP


