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1. Forward Access Shaft 2. Restroom
3. Common Room 4, Galley !
5. Engineering A.I. 6. Dorsal Access

7. Primary Engineering 8. Storage

9. Central Access Shaft
10. Navigational A.L
11. Comms/Sensors A.IL.
12. Command Quarters
13. Secondary Engineering

14. Bridge 15. Balcony
16. Meeting Room  17. Cargo Bay
18. Turret 19. Cargo Ramp

From the first “V’lar” chapter of Armada Codex by Ryan Wolfe. Visit 0-hr.com for pictures, docs, posters, and miniatures.



	Ship Name: V'lar Beetle
	Tier: 10
	Make: Organic-hybrid Cargo Ship
	Weapons - Turret 1: [Light plasma torpedo launcher]
	Weapons - Turret 2: [ ]
	Size: Large / Heavy Freighter
	Weapons - Turret 3: [ ]
	Weapons - Turret 4: [ ]
	Speed: 6
	Maneuverability: Average, Turn 2
	Notes 2: 
	Weapons - Forward 1: [Light plasma cannon]
	Weapons - Forward 2: [  (empty)]
	AC: 26
	Drift: 3
	Drift Engine: [Signal Major]
	Weapons - Forward 3: [ (empty)]
	AC 1: 10
	AC 2: 7
	AC 3: -1
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 300
	Power Core 2: [Pulse Prismatic]
	TL: 21
	TL 1: 10
	TL 2: 3
	TL 3: -1
	TL 4: -1
	Forward Shields: 20
	Shields: [Light Shields 80]
	Hull Total: 160
	Hull Current: 
	DT: -
	CT: 24
	Weapons - Starbaord 1: [Light plasma cannon]
	Weapons - Starbaord 2: [ ]
	Damage Port G: Off
	Damage Aft W: Off
	Weapons - Starbaord 3: [ ]
	Weapons - Starbaord 4: [ ]
	Weapons - Port 4: [ ]
	Thrusters: [L6 Thrusters]
	Crew 1: 
	Weapons - Port 1: [Light plasma cannon]
	Weapons - Port 2: [ ]
	Armor: [MK 7 Armor]
	Crew 2:    Diplomacy +19
	Computer: [MK 2 tetranode]
	Crew 3:    Intimidate +19
	Damage Port M: Off
	Damage Aft M: Off
	Defensive Countermeasures: [Mk 3 Defenses]
	Crew 4:  
	Crew Quarters: [Good Crew Quarters]
	Crew 5: 
	Sensors: [Budget 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 +19
	Aft Shields: 20
	System 2:                        
	Crew 7: 
	Crew 8:    gunnery   +19
	Expansion Bay 1: [Cargo Hold]
	Crew 9: 
	Weapons - Aft 1: [Light plasma cannon]
	Expansion Bay 2: [Cargo Hold]
	Crew 10:    Piloting +20
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [Cargo Hold]
	Weapons - Aft 3: [ ]
	Expansion Bay 4: [Cargo Hold]
	Crew 12:   Computers +19
	Weapons - Aft 4: [ ]
	Crew 13: 
	Expansion Bay 5: [Recreation Suite (VR pods)]
	Complement: 14
	Expansion Bay 6: [Sealed Env. Chamber (Aquatic)]
	Notes: spent 261/270 BP     
using 168 (+150 Drift) PCU


	Expansion Bay 7: [( empty )]
	Expansion Bay 8: [( empty )]
	Modifiers: Pilot +1
+2 on three 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: 


