LUREN TECH

TL5

Laser, Heavy(Lhv): Used by Luren forces for generations, this beam weapon is slowly being phased out in favor of the graser. Cost is 60, 5  hull spaces in size, 2,000 to develop. TL5.

TL6

Fusion Room One(Fur1): An important engineering system first developed by the insectoid Thranx during their ever growing conflict with the genocidal Rishatha, the Fusion Room is a large(2 hs) engine system that costs 50MCr. The Fur1 halves the number of engines needed on a ship! A major drawback of the Fusion Room is it's tendency to explode when damaged(1-3 on a d10), doing 40 points of damage. 4,000 to develope. *Important note for Fusion Room One. It must be placed in the middle of the engine rooms (ie  (III) (III) Fur1 (III) (III).  Tl6

Graser(Gr): Grasers fire twice per turn and have twice the range of a normal laser. Costs 75MCr and 5 hull spaces. Three points of damage out to range 4, two points out to range 8, one out to range 16. Anti-laser armor is not effective against Grasers(too powerful and very focused, like a primary beam). 8000 to develop. TL6

TL7

Lamprey Missiles(-LM): A unique weapon designed by the inventive Binars, Lamprey Missiles contain no explosive warhead. If a target has armor or shields, no damage will be done. If all shields and armor are down it will destroy one electronic system(immediate effect) on a roll of 1-5 on a d10. Eligible systems are ?*, X, Xr, Xrm, Hc, Mc, Mx, Mix, 2Mix, Lc, Z*, but not D! Costs 10 MCr per missile. Can be mounted on any missile frame, but larger versions do no extra damage. No warhead modifications allowed, but missile modifiers(-q, -z, -hk, etc) are allowed. TL 7. 6000 to develop.
TL8

Boarding Sled, 1st Generation(SLED1): Developed by the Luren race to engage in shipboard combat, each  SLED1 uses four XO racks, costs 7.5MCr each, costs 3,500 to develop, and has a max range of 24 TH. TL8.
Fusion Room Two(Fur2): An advanced engineering system, the Fur2 is 2 hs in size, costs 60MCr, and allows for a -1hs drop for energy weapons(only, no plasma guns). Causes 40 points of damage when exploding, 4,000 to develop. TL8

Graser, Capital(Grc): Capital Version of the Graser, seven hull spaces in size, 95 MCr, 10,000 to dev. TL8

Missile Pod Dispenser(MpD): The Missile Pod Dispenser is designed to allow for rapid unloading  and dispensement of missile pods.  Each Mp1 deploys a pod, regardless  of type, once every other turn.  Each pod is dispensed out a ship's rear  and the ship's shields have to be dropped, and the drive field is detuned. (TL 8, 10 cost, 1 space, 10,000 development cost, holds 8 pods). TL8

Missile Pod, First Generation Capital (MpC1): The First Generation Capital Missile Pod mounts three CM missiles  and the necessary fire control system. Except for carrying CM missiles, the pod is treated like a MpS1. (TL 8, 20 cost, 20 csp, 15,000 development). TL8

Missile Pod, First Generation Standard (MpS1): The First Generation Standard Missile Pod was developed on the basis of SBMHAWK pods, launching SM missiles at enemy ships.  Each pod is towed by a tractor beam: one T can tow one pod.  A ship can control a number pods equal to the total number of weapons aboard ship, including any multiple ship bonus provided by Mx or MiX.  All missiles from a ship pods are counted as a single salvo with internal launchers and each MpS1 holds six SM missiles.

    Missile pods of all types can't be towed through warp points and must be deployed from the cargo bay or a pod dispenser.  Since missile pods are outside a ship's drive field, they can be targeted by fighter and gunboat weapons: one hit destroys a pod. Any hits on a shield, regardless of damage, will destroy missile pods, at a one-to-one ratio except when an enemy ship is firing needle or primary beams, or fighters are attacking the towing ship. All missile pods have to be unloaded from a ship's hold, unless the ship has MpD; the ship has to deactivate it's drive and shields to release pods like it was releasing 20 cargo point items.

   MpS1, for purposes of ?3, count as an additional +2% for detection of each pod deployed. The cost of all pods is for "standard" nuclear warheads, any additional options on the missiles are not counted for the cost of the pod itself(including antimatter, advanced antimatter or warhead packages).

   Important rule: If a ship tows more Missile Pods than twice it's  engine size(ie how big each engine room on a ship has to get one MP), it loses -1 MP(ie BCs can tow 5 pods, a BB tows six). A ship will start to get slow if it carriers too many pods.  (TL 8, 15 cost, 15,000 development cost, no spaces/20 csp). TL8

Tractor Beam, Micro(Tm): This system is designated Tm and cost 20MCr. ½ hs. Max 1 tac hex, 800 dev. TL8

X-Ray Laser Warhead(-L): These deadly missiles have a 20% chance of striking a secondary ship in the same hex as the targeted ship due to laser popcorn effect. If they do strike other vessels, they take ½ damage of the original ship and do two points of laser damage per missile. At higher tech levels, the capital missile version does three points of damage. Any missile can mount these warheads. X-Ray Laser Warheads adds 8MCr to each missile. TL 8. 12000 to develop.
TL9

Anti-Fighter Submuition(AFSW): The AFSW is a set of modified "Dc" counter missiles, each designed to engage fighters. When fired, each submunition in a missile attacks fighters in a single tactical hex like a Dc at range one. Only one submunition can engage each fighter/gunboat. HAWK, HARM, and AMP1/2 can be mounted but no other system can be. Missiles can carry a certain number of submunitions:
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Missile cost x3, 10,000 to develop. TL9. John Souza's tech

Boarding Sled, 2nd Degenration(SLED2): Developed later by the Luren Empire, the SLED2 costs 25MCr, takes up 1/3 bbp, has a max range of 32 TH, and costs 1,500 to develop. TL9. 

Graser, Capital Spinal Mount(Grc-SpM): The spinal mount version of the capital graser, this monstrousity was invented by the Luren during their continual wars with the Shern Empire. Hull space = 18, cost is 216, dev costs are 18,000. TL9. 

Gun/Missile Launcher, Capital (Wc): Same as TL11 system, just lower TL.

TL10

Armorplast(Ab): Developed by the inventive Gaium race, armorplast is an add-on armor, added to the outside of a warships hull. For every 10 hull spaces, one hull space of armorplast may be added. Adding Ab above and beyond the stated amount is not allowed as it severely disrupts the DF. Bases, SS, and AF can mount Ab but cannot add more than twice a equivalent warships amount of Ab or their field of fire will be severely restricted. Ab is TL10, costs 5MCr, and is like Ac(1/3rd per hull space). Dev  is 15,000

Cloaking Device(?3c): The introduction of the ?3c was a rude shock to the Hivers, who were battling the Vor Dominion over Badr beta, a massive Omega world in the Ilelish Sector. A limited form of ?3 that only allows Cloaking Mode(MODE 3). All other rules are as Mode 3 ECM3. A unit may mount "?" and/or "?2" and still use Cloaking Device. It is the same TL as ECM2 and is unable to operate in deception mode, jamming, or ECM benefits. 150MCr, 3hs, TL10. Dev cost: 8,000.

Engines, Advanced Military(Ix): A major breakthrough in engine design, Ix were only fielded in the last two months on major Pact warships due to their considerable cost. These engines allow a +1 movement to all warships that mount them, they can "de-tune", and can "redline" their drives to a +3 emergency maneuver for five consecutive turna(once in 24 hours). Cost is 15MCr per engine, TL10, dev cost 15,000.

Minefield Dropper(MiD): Developed by the crab-like Tolat engineers, the Minefield Dropper allows nearly every warship to have inherent minefield capability. The most important feature of this new system is the Micronized Mine: a mine ten times smaller than traditional mines. MM have a small antimatter warhead, which does the same damage as a nuclear mine, but much smaller. MiD are one hull space in size and holds 12 patterns of micronized mines, or three patterns of regular mines. MiD can drop these mines even while the ships DF is up, firing(as one action) mines into each of a ship's 3 rear hexes, taking three 'shots' of ammo. Important note: due to the size of the release mechanism of the MiD, only one MiD can be installed per 10hs(1 per 5hs for carriers, none for non-military freighters). TL10, 30 MCr, 1 hs in size. Dev 10,000 MCr.
============================================================================
Small and Heavy Weapons:  Beam weapons may be developed into small and heavy versions. Each version must be researched separately one TL after the base system is developed. Small weapons are -1 hull space, cost +20% normal, otherwise they are identical to the base system. Heavy weapons are +2 hull spaces, damage +100%(FRD), +3 to range at damage 1, cost x2 normal).  Only L, F, and E beam weapons may be made heavy. HET, L, F, and E weapons may be made small. P and N weapons cannot be made small. 

