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Medium Autocannon ] +6  3d8+2 rsofi/2001t Piercing 3 2

Chain Lightning Launcher ] +6 4d6+2 100ft Lightning. See Details 1 1
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On a hit, target must succeed on a Constitution saving
throw or roll on the Aircraft Botch Table, then roll a
dé6. On a 5-6 the lightning arcs to another target
within 200ft. Make another attack with this weapon
against that target and resolve it's effects. After, roll
another dé6.

Continue in this manner until there are no other new
aircraft for the lightning to jump to, or a 1-4 is rolled
on its d6. The weapon then stops firing for the turn.
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Craven Details

A patchwork of scrap metal, held together
with rivets, hopes and prayers, Craven is a
nimble fighter, powered by the trundling
workhorse of her engine, but hiding the
arcane magicks of a lodestone powerhouse
deep within her beaten chassis. She handles
like a unbroken mare, guzzles down fuel

like an rowdy drunkard, and sputters like
a dying boiler. Often used by pirates and
bandits, the Craven is a relatively reliable
craft. However the use of a lodestone
engine makes it rather expensive to field
in large numbers, unless a fleet captain is
particularly rich or 'persuasive'.

Pilot - This craft is often piloted
by a particularly skilled bandit. A
bandit has a proficiency bonus of
+2.

(Monster Manual. Page 343)
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	CharacterName: Craven
	AC: 18
	Upgrade Points: 3/3
	Chassis: D1 Grade
	Cockpit: Open
	Size: Huge
	Turn Speed: 25
	HP: 378
	HPMax: 378
	Pilot's Name 1: 
	Pilot's Name 2: 
	DEX: 18
	DEX ST: +4
	DEX Mod: +4
	CON: 18
	CON ST: +4
	CON Mod: +4
	STR Mod: +3
	STR: 16
	STR ST: +3
	Current Fuel: 
	1: 500

	Max Fuel: 500
	Fuel Slots: 2
	Engine Slots: 2
	Base Speed: 
	1: 
	1: 
	1: 300
	4: 500
	3: 
	1: +150
	2: +50




	Crew No 1: 
	Crew No 2: 
	Crew No 3: 
	Crew No 4: 
	Crew Boarding Dice 2: 
	Crew Boarding Dice 3: 
	Crew Boarding Dice 1: 
	Crew Boarding Dice 4: 
	Pintle Mounts: -
	Engine Grade: 
	1: 
	1: 4
	2: 
	3: Lodestone
	4: 
	0: 
	1: 
	1: 10
	2: 
	3: 6
	4: 

	2: 
	1: 
	2: 
	3: 
	4: 



	2: 
	1: 
	2: 
	3: 
	4: 


	Text1: 
	0: Pilot - This craft is often piloted by a particularly skilled bandit. A bandit has a proficiency bonus of +2. 
(Monster Manual. Page 343)
	1: 
	2: 

	Text3: Craven Details
	Text4: 
	0: A patchwork of scrap metal, held together with rivets, hopes and prayers, Craven is a nimble fighter, powered by the trundling workhorse of her engine, but hiding the arcane magicks of a lodestone powerhouse deep within her beaten chassis. She handles like a unbroken mare, guzzles down fuel
	1: like an rowdy drunkard, and sputters like a dying boiler. Often used by pirates and bandits, the Craven is a relatively reliable craft. However the use of a lodestone engine makes it rather expensive to field in large numbers, unless a fleet captain is particularly rich or 'persuasive'. 

	Fuel Cap 1: 
	1: 
	0: 
	0: 250
	1: 250

	1: 
	0: 
	1: 

	2: 
	0: 
	1: 



	Turret Name: 
	0: 
	1: 
	2: 
	3: 

	Turret DC: 
	0: 
	1: 
	2: 
	3: 

	Turret DMG: 
	0: 
	1: 
	2: 
	3: 

	Turret Range: 
	0: 
	1: 
	2: 
	3: 

	Turret Properties: 
	0: 
	1: 
	2: 
	3: 

	Turret Shots: 
	0: 
	1: 
	2: 
	3: 

	Turret Mag: 
	0: 
	1: 
	2: 
	3: 

	Port Weapon Name: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon To Hit: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon DMG: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon Range: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon Properties: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon Mag: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon Shots: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Port Weapon No: 
	1: 
	2: 
	1: 
	2: 
	0: 
	0: 




	Fore Weapon Name: 
	1: 
	2: 
	0: 
	0: Medium Autocannon
	1: Chain Lightning Launcher
	2: 




	Fore Weapon To Hit: 
	1: 
	2: 
	0: 
	0: +6
	1: +6
	2: 




	Fore Weapon DMG: 
	1: 
	2: 
	0: 
	0: 3d8+2
	1: 4d6+2
	2: 




	Fore Weapon Range: 
	1: 
	2: 
	0: 
	0: 150ft/200ft
	1: 100ft
	2: 




	Fore Weapon Properties: 
	1: 
	2: 
	0: 
	0: Piercing
	1: Lightning. See Details
	2: 




	Fore Weapon Mag: 
	1: 
	2: 
	0: 
	0: 2
	1: 1
	2: 




	Fore Weapon Shots: 
	1: 
	2: 
	0: 
	0: 3
	1: 1
	2: 




	Fore Weapon No: 
	1: 
	2: 
	0: 
	0: 1
	1: 1
	2: 




	Rear Weapon Name: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon To Hit: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon DMG: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon Range: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon Properties: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon Mag: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon Shots: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Rear Weapon No: 
	1: 
	2: 
	1: 
	0: 
	1: 
	2: 




	Starboard Weapon Name: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon To Hit: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon DMG: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon Range: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon Properties: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon Mag: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon Shots: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Starboard Weapon No: 
	1: 
	2: 
	0: 
	1: 
	0: 
	1: 
	2: 





	Weapon Hardpoints: 2/2
	Upgrades: - Weapon Adapter (+1 Weapon Hardpoint)

- Engine Reinforcement MKI (+1 on Aircraft Botch Table)
	Weapon Details: On a hit, target must succeed on a Constitution saving throw or roll on the Aircraft Botch Table, then roll a d6. On a 5-6 the lightning arcs to another target within 2OOft. Make another attack with this weapon against that target and resolve it's effects. After, roll another d6.
Continue in this manner until there are no other new aircraft for the lightning to jump to, or a 1-4 is rolled on its d6. The weapon then stops firing for the turn.


