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Hanger Bay
Forward Bay
Crew Cabins
Workroom / Medical
Restrooms
Air Lock
Lounge
Escape Pods
9. Engineering
10. Bridge

11. Operations
12. Turret Access
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From the “Lakota” issue #15 of Future Armada by Ryan Wolfe. Visit 0-hr.com for more.




	Ship Name: LAKOTA
	Tier: 3
	Make: Tomahawk-class
	Weapons - Turret 1: [Light laser cannon]
	Weapons - Turret 2: [ ]
	Size: Medium Explorer
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 10
	Maneuverability: Good, Turn 1, Pilot +1
	Notes 2: 
	Weapons - Forward 1: [High explosive missile launcher]
	Weapons - Forward 2: [ ]
	AC: 16
	Drift: 1
	Drift Engine: [Signal Basic]
	Weapons - Forward 3: [ ]
	AC 1: 3
	AC 2: 3
	AC 3: 0
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 175
	Power Core 2: [Pulse Red]
	TL: 16
	TL 1: 3
	TL 2: 3
	TL 3: 0
	TL 4: 
	Forward Shields: 40
	Shields: [Medium Shields 160]
	Hull Total: 55
	Hull Current: 
	DT: -
	CT: 11
	Weapons - Starbaord 1: [Light laser cannon]
	Weapons - Starbaord 2: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Weapons - Port 4: [ ]
	Thrusters: [T10 Thrusters]
	Crew 1: 
	Weapons - Port 1: [Light laser cannon]
	Weapons - Port 2: [ ]
	Armor: [MK 3 Armor]
	Crew 2:    Diplomacy +8
	Computer: [MK 1 duonode]
	Crew 3:    Bluff  +8
	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: 40
	Starboard Shields: 40
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: 
	Crew 6:    Engineering +8
	Aft Shields: 40
	System 2: 
	Crew 7: 
	Crew 8:    gunnery   +8
	Expansion Bay 1: [   ]
	Crew 9: 
	Weapons - Aft 1: [ ]
	Expansion Bay 2: [Escape Pods]
	Crew 10:    Piloting +14
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [Cargo Hold]
	Weapons - Aft 3: [ ]
	Expansion Bay 4: [Tech Workshop]
	Crew 12:   Computers +8
	Weapons - Aft 4: [ ]
	Crew 13: 
	Expansion Bay 5: [Launch Bay]
	Complement: 6
	Expansion Bay 6: [   ]
	Notes: 

spent  95/95 BP       using 162 (+75 Drift) PCU
	Expansion Bay 7: [   ]
	Expansion Bay 8: [   ]
	Expansion Bay 9: [   ]
	Expansion Bay 0: [   ]
	Modifiers: Pilot +1
+1 on two checks
	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: House Rules: A "Launch Bay" is half of a Shuttle Bay. Holds 1 Tiny ship.


