I think I've figured out the problem with Battle Pods.
To place them in the Ship Specials area they need to be a Ship Item.  To work as intended they need to be a Hull Item.  Refer to Columns "G" & "K".

To test this out insert the Battle Pod line at line 112 of the TechTables.txt file.  I use INSERT LINE and then COPY and PASTE.  Note the numbering in Col "Y"

	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K


Original

	Battlepod
	TABtlPod
	TBBtlPod
	ShipStnd
	Ship, Ship Special
	BattlPod
	ShipItem
	Const_20
	Armor
	None
	ShpCpcty *= 1.20, SystCost *= 1.50, DetRng *= 0.93


This Assigns a UniSpace of -150 to a Ship Item - Single use only
	Battlepod
	TABtlPod
	TBBtlPod
	ShipStnd
	Military, Ship, KEEPTHIS
	BattlPod
	ShipItem
	Const_00
	Armor
	None
	UniSpace = -150, SystCost = 200


This Assigns a UniSpace of -150 to a Ship Item - Multiple use - Note the dif in cost
	Battlepod
	TABtlPod
	TBBtlPod
	ShipStnd
	Military, Ship, KEEPTHIS
	BattlPod
	ShpMItem
	Const_00
	Armor
	None
	UniSpace = -150, SystCost = 400


This creates a new Hull Option and is NOT a Ship Special - but it works its magic on the hull size as intended.  The only problem here is that the program doesn't know what type of Hull is being used… as it thinks it is a Battle Pod now.
	Battlepod
	TABtlPod
	TBBtlPod
	ShipStnd
	Military, Ship, KEEPTHIS
	BattlPod
	ShHulOpt
	Const_00
	Armor
	None
	ShpCpcty *= 1.55, SystCost *=1.75, DetRng *= 0.85


So what it looks like here is that there needs to be a new UniCode8 for this item which goes into Col "G" that allows the correct multiplication of the Hull Size, and Cost while still moving the Battle Pod into the Ship Specials.
Thumper

