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	Ship Name: Kistune - K
	Tier: 7
	Make: Courier
	Weapons - Turret 1: [Light plasma cannon]
	Weapons - Turret 2: [Light plasma cannon]
	Size: Corvette  (custom med frame)
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 10
	Maneuverability: Average, Turn 2, Pilot +0
	Notes 2: 
	Weapons - Forward 1: [Light particle beam]
	Weapons - Forward 2: [Light particle beam]
	AC: 20
	Drift: 3
	Drift Engine: [Signal Major]
	Weapons - Forward 3: [ ]
	AC 1: 7
	AC 2: 3
	AC 3: -0
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 175
	Power Core 2: [Pulse Red]
	TL: 20
	TL 1: 7
	TL 2: 3
	TL 3: -0
	TL 4: 
	Forward Shields: 20
	Shields: [Light Shields 80]
	Hull Total: 120
	Hull Current: 
	DT: -
	CT: 25
	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: [M10 Thrusters]
	Crew 1: 
	Weapons - Port 1: [ (empty)]
	Weapons - Port 2: [ ]
	Armor: [MK 3 Armor]
	Crew 2:   Diplomacy +14
	Computer: [MK 3 mononode]
	Crew 3: 
	Damage Port M: Off
	Damage Aft M: Off
	Defensive Countermeasures: [Mk 3 Defenses]
	Crew 4: 
	Crew Quarters: [Good Crew Quarters]
	Crew 5: 
	Sensors: [Basic medium-range]
	Damage Port W: Off
	Damage Aft G: Off
	Damage Forward G: Off
	Damage Forward M: Off
	Damage Forward W: Off
	Port Shields: 20
	Starboard Shields: 20
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: 
	Crew 6:    Engineering +14
	Aft Shields: 20
	System 2:         
	Crew 7: 
	Crew 8:    gunnery   +12
	Expansion Bay 1: [Vehicle Bay]
	Crew 9: 
	Weapons - Aft 1: [ (empty)]
	Expansion Bay 2: [Escape Pods]
	Crew 10:    Piloting +19
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [( empty )]
	Weapons - Aft 3: [ ]
	Expansion Bay 4: [( empty )]
	Crew 12:   Computers +16
	Weapons - Aft 4: [ ]
	Crew 13: 
	Complement: 4
	Notes: 
spent  3196/205 BP,  using 200 (+150 FTL)  PCU
particle beams are linked
	House Rules: A "Corvette" is basically a medium size
destroyer. See 0-hr House Rules doc.
	Modifiers: Pilot +0
+3 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: 



