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50ft cube, centred on one target, slashing 50ft cube, centred on one target, slashing 4
TURRETS h ~

Light Drillstorm Torpedo  Dex (14) 2d6+2 100ft Cannon 1 +6 7d10+2 2001300t BIUdgeoning 1 2

3 Piercing, Fire, see details 1 -

Light Stubber  +5  3d4+2 125ft

2 Piercing 1 2 FOIRE

Bonus action to arm

torpedo before firing. Light Drillstorm Torpedo Dex (14) 2d6+2 100ft

If hits target, on a 2+ deals

additional 8d6 fire damage. 3 Piercing, Fire, see details 1 _

LT WEAPON DETAILS
Light Stubber +5  3d4+2 125ft
2 Piercing 1 2
Light Stubber 1 +5 3d4+2 125ft Piercing 1 2
REAR STARBOARD /
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Additional Details

The heavy hitting main
workhorse of most bandit and
pirate forces, the MK IV Ironclad
is a light combat airship designed

for short engagements.

Although outdated, the MK IV retains
a simple loading system for torpedos
and a collection of light weapons,
making it suited for both fighter
killing and taking on more heavily
armored targets when in groups.

An Ironclad is normally piloted
by a bandit captain, with a
proficiency bonus of +2
(Monster Manual pg 344)

Weapon Adapters

Increase weapon hardpoints by 1.

Ablative Plating MK I

Gain armour threshold rating (10).
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	CharacterName: Ironclad MK IV
	AC: 16
	Upgrade Points: 3/3
	Chassis: C2 Grade
	Cockpit: Closed
	Size: Gargantuan
	Turn Speed: 50ft
	HP: 528
	HPMax: 528
	Pilot's Name 1: 
	Pilot's Name 2: 
	DEX: +3
	DEX ST: +5
	DEX Mod: 16
	CON: +6
	CON ST: +3
	CON Mod: 22
	STR Mod: 22
	STR: +6
	STR ST: +8
	Current Fuel: 
	1: 1000

	Max Fuel: 1000
	Fuel Slots: 2
	Engine Slots: 3
	Base Speed: 
	1: 
	1: 
	1: 200ft
	4: 350ft
	3: 
	1: 
	2: 150ft




	Crew No 1: 
	Crew No 2: 9
	Crew No 3: 
	Crew No 4: 
	Crew Boarding Dice 2: d6
	Crew Boarding Dice 3: 
	Crew Boarding Dice 1: 
	Crew Boarding Dice 4: 
	Pintle Mounts: 4
	Engine Grade: 
	1: 
	1: 2
	2: 2
	3: 4
	4: 
	0: 
	1: 
	1: 15
	2: 15
	3: 10
	4: 

	2: 
	1: 
	2: 
	3: 
	4: 



	2: 
	1: 
	2: 
	3: 
	4: 


	Text1: 
	0: An Ironclad is normally piloted by a bandit captain, with a proficiency bonus of +2
(Monster Manual pg 344)



	1: Weapon Adapters
-------------------
Increase weapon hardpoints by 1. 


Ablative Plating MK I
-------------------
Gain armour threshold rating (10).
	2: 

	Text3: Additional Details
	Text4: 
	0: The heavy hitting main workhorse of most bandit and pirate forces, the MK IV Ironclad is a light combat airship designed for short engagements.  
	1: Although outdated, the MK IV retains a simple loading system for torpedos and a collection of light weapons, making it suited for both fighter killing and taking on more heavily armored targets when in groups. 

	Fuel Cap 1: 
	1: 
	0: 
	0: 500
	1: 500

	1: 
	0: 
	1: 

	2: 
	0: 
	1: 



	Turret Name: 
	0: Light Flak Battery
	1: Light Flak Battery
	2: 
	3: 

	Turret DC: 
	0: Dex (14)
	1: Dex (14)
	2: 
	3: 

	Turret DMG: 
	0: 2d12+2
	1: 2d12+2
	2: 
	3: 

	Turret Range: 
	0: 75ft
	1: 75ft
	2: 
	3: 

	Turret Properties: 
	0: 50ft cube, centred on one target, slashing
	1: 50ft cube, centred on one target, slashing
	2: 
	3: 

	Turret Shots: 
	0: 1
	1: 1
	2: 
	3: 

	Turret Mag: 
	0: 1
	1: 1
	2: 
	3: 

	Port Weapon Name: 
	1: 
	2: 
	1: Light Stubber
	2: 
	0: 
	0: Light Drillstorm Torpedo




	Port Weapon To Hit: 
	1: 
	2: 
	1: +5
	2: 
	0: 
	0: Dex (14)




	Port Weapon DMG: 
	1: 
	2: 
	1: 3d4+2
	2: 
	0: 
	0: 2d6+2




	Port Weapon Range: 
	1: 
	2: 
	1: 125ft
	2: 
	0: 
	0: 100ft




	Port Weapon Properties: 
	1: 
	2: 
	1: Piercing
	2: 
	0: 
	0: Piercing, Fire, see details




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




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




	Port Weapon No: 
	1: 
	2: 
	1: 2
	2: 
	0: 
	0: 3




	Fore Weapon Name: 
	1: 
	2: 
	0: 
	0: Cannon
	1: 
	2: 




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




	Fore Weapon DMG: 
	1: 
	2: 
	0: 
	0: 7d10+2
	1: 
	2: 




	Fore Weapon Range: 
	1: 
	2: 
	0: 
	0: 200ft/300ft
	1: 
	2: 




	Fore Weapon Properties: 
	1: 
	2: 
	0: 
	0: Bludgeoning
	1: 
	2: 




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




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




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




	Rear Weapon Name: 
	1: 
	2: 
	1: 
	0: 
	1: Light Stubber
	2: 




	Rear Weapon To Hit: 
	1: 
	2: 
	1: 
	0: 
	1: +5
	2: 




	Rear Weapon DMG: 
	1: 
	2: 
	1: 
	0: 
	1: 3d4+2
	2: 




	Rear Weapon Range: 
	1: 
	2: 
	1: 
	0: 
	1: 125ft
	2: 




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




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




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




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




	Starboard Weapon Name: 
	1: 
	2: 
	0: 
	1: 
	0: Light Drillstorm Torpedo
	1: Light Stubber
	2: 





	Starboard Weapon To Hit: 
	1: 
	2: 
	0: 
	1: 
	0: Dex (14)
	1: +5
	2: 





	Starboard Weapon DMG: 
	1: 
	2: 
	0: 
	1: 
	0: 2d6+2
	1: 3d4+2
	2: 





	Starboard Weapon Range: 
	1: 
	2: 
	0: 
	1: 
	0: 100ft
	1: 125ft
	2: 





	Starboard Weapon Properties: 
	1: 
	2: 
	0: 
	1: 
	0: Piercing, Fire, see details
	1: Piercing
	2: 





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





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





	Starboard Weapon No: 
	1: 
	2: 
	0: 
	1: 
	0: 3
	1: 2
	2: 





	Weapon Hardpoints: 6/6
	Upgrades: Weapon Adapters

Ablative Plating 
MK I
	Weapon Details: Bonus action to arm torpedo before firing. 
If hits target, on a 2+ deals additional 8d6 fire damage.


