Transferring Power:

In addition to powering the ship’s flight, the engines provide power to all the other systems on board. System functionality requires a constant supply of power from the engines. Unless damaged, engines provide enough power for all systems to operate normally. But by taking power from one system and shunting it to another, a skilled engineer can briefly lower the effectiveness of one system to boost the effectiveness of another. An engineer can intentionally cause one or more blocks of damage to one system, effectively reducing its capabilities, to temporarily “upgrade” the performance of another system. The effect of the Power Transfer depends if the target system has suffered damage or not. If the target system has suffered damage, then the power transfer regains one damage block, but it still remains damaged. If however your target System is not damaged, then the power transfer greatly upgrades your system (see below). If your upgrade system gets damaged before the power transfer ends, then you lose the effect directly, and the power block returns to the system from where it came from.


Beam Weapons:

 +1 Penetration on Point Blank range.


Cloak:


+ 2 rating



Impulse Systems:
 
+0.1 C (Maximum + 0.5 c, and 0.95 c rating)



Sensors: 

 +2 Test Result bonus for Sensor use



Shield Grid:

 +1 Threshold or +1 Protection



Tractor Beam:

 +2 on the Size you can tow


Transporters:

 +2 Test Result bonus for Transporter use



Warp System:

 +0.2 Warp Factor (Maximum + 1 Warp factor, and Warp 9.95 rating)

Make a Propulsion Engineering test against a TN 10+the target system’s reliability modifier. A Class C system with reliability of +4 would therefore have a TN 14 (base 10 + the reliability modifier of +4). The Degree of Success on the Power Transfer check has some extra effects:



Disastrous Failure:
 The power block you used to do the Transfer Power only returns the next round, and the target 






 system gets one damage block.



Complete Failure:
 The power block you used to do the Transfer Power only returns the next round.



Failure: 

 Nothing happens.



Success:

 10 minutes



Superior Success:
 20 minutes



Extra-Ordinary Success: 30 minutes

You can terminate a power transfer at any time, as an action, with no test required. The newly damaged system cannot be repaired while the upgraded system continues to benefit from the power transfer, though damage from other sources can be repaired. For example, a system suffering 1 block of damage from transferring power and 2 blocks of damage resulting from battle could have the latter damage repaired, but not the damage resulting from transferring power (at least not while power transfer remains in effect). Once the power transfer ceases, the engineer can attempt to repair the block of damage caused to the contributing system. Each system can only benefit from this inventive application once. 

An engineer could not, for example, transfer power from life support to weapons, then from shields to weapons, thus upgrading weapons twice. Furthermore, a system benefiting from a power transfer cannot have its power transferred to a third system, preventing an engineer from transferring life support to weapons, thus upgrading them, then transferring power from his newly upgraded weapons to shields. 

