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OBSERVATION DECK

1. Overseer Chamber
2. Communications A.I.
3. Sensors A.L.

4. Central Access Ladder
5. Turret

UPPER DECK

6. Forward Access Shaft
7. Central Access Shaft
8. Command Quarters
9. Restroom

10. Holding Cell

11. Medical

12. Storage &

MIDDLE DECK

13. Capital-Scale Arc Projector N
14. Main Battery Conrol o Ol (10
15. Forward Engineering
16. Weapon Systems A.I.
17. Galley

18. Common Quarters
19. Aft Engineering
20. Aft Access Shaft

21. Turret Access
Oculus Fighter

LOWER DECK Pod (1 of 8)

22. Bridge !
23. Control Center
24. Navigation A.L.
25. Tactical A.L
26. Tactical Operations Chamber
27. Balcony

28. Bomb Bay

29. Cargo Bay

30. Central Engineering
31. Engineering A.L.
32. Primary Power Core
33. Pod Access Corridor

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



	Ship Name: HAMMERHEAD
	Tier: 16
	Make: V'lar war ship
	Weapons - Turret 1: [Plasma cannon]
	Weapons - Turret 2: [Plasma cannon]
	Size: "Huge" Cruiser
	Weapons - Turret 3: [Plasma cannon]
	Weapons - Turret 4: [Plasma cannon]
	Speed: 8
	Maneuverability: Average, Turn 2, Pilot +0
	Notes 2: 
	Weapons - Forward 1: [Super plasma cannon]
	Weapons - Forward 2: [Heavy plasma torpedo launcher]
	AC: 32
	Drift: 2
	Drift Engine: [Signal Booster]
	Weapons - Forward 3: [Heavy plasma torpedo launcher]
	AC 1: 16
	AC 2: 8
	AC 3: -2
	AC 4: 
	Weapons - Forward 4: [ ]
	PCU: 500
	Power Core 2: [Gateway Ultra]
	TL: 29
	TL 1: 16
	TL 2: 6
	TL 3: -2
	TL 4: -1
	Forward Shields: 90
	Shields: [Heavy Shields 360]
	Hull Total: 280
	Hull Current: 
	DT: 5
	CT: 36
	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: [H6 Thrusters]
	Crew 1: 
	Weapons - Port 1: [Light plasma cannon]
	Weapons - Port 2: [ ]
	Armor: [MK 8 Armor]
	Crew 2:   Intimidate 33
	Computer: [MK 3 tetranode]
	Crew 3:  
	Damage Port M: Off
	Damage Aft M: Off
	Defensive Countermeasures: [Mk 6 Defenses]
	Crew 4: 
	Crew Quarters: [Good Crew Quarters]
	Crew 5: 
	Sensors: [Advanced long-range]
	Damage Port W: Off
	Damage Aft G: Off
	Damage Forward G: Off
	Damage Forward M: Off
	Damage Forward W: Off
	Port Shields: 90
	Starboard Shields: 90
	Weapons - Port 3: [ ]
	Damage Starboard G: Off
	Damage Starboard M: Off
	Damage Starboard W: Off
	System 1: 
	Crew 6:    Engineering +28
	Aft Shields: 90
	System 2:         
	Crew 7: 
	Crew 8:    gunnery   +21
	Expansion Bay 1: [Cargo Hold]
	Crew 9: 
	Weapons - Aft 1: [ ]
	Expansion Bay 2: [Medical Bay]
	Crew 10:    Piloting +29
	Weapons - Aft 2: [ ]
	Crew 11: 
	Expansion Bay 3: [Launch Bay]
	Weapons - Aft 3: [ ]
	Crew 12:   Computers +32
	Expansion Bay 4: [Launch Bay]
	Weapons - Aft 4: [ ]
	Crew 13: 
	Expansion Bay 5: [Launch Bay]
	Complement: 50
	Expansion Bay 6: [Launch Bay]
	Notes: 
spent  523/600 BP,  using 436 (+100 FTL)  PCU
House Rules: A "Launch Bay" holds 2 Tiny ships.

	House Rules: 

	Modifiers: Pilot +1
+3 on four 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: 


