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'MECH DATA WARRIOR DATA
Type: Assassin ASN-109 Name:
Movement Points: Tonnage: 40 Gunnery Skill: Piloting Skill:
Walking: 7 Tech Base: Inner Sphere Hits Taken[ 1 | 2 415186
Running: 11 Rules Level: Standard Consciousness#| 3 | 5 10(11
Jumping: 7 Role: Scout
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Gty Type Loc Ht Dmg Min Sht Med Lng
1 Angel ECM Suite H 0 - - - B o Center o !
1 MML5 gRr g 2/t — 3 6 8 Left1 ?rm ©o Torso \ O © nghqurm
1/t B 7 14 21 an o 18] o 1
1 SRM2 (-0S) LT 2 2/Msl — 3 6 9 O o) fe) O
1 Light PPC RA 5 5 3 B 12 18 1o o)
Left O c o Right
Leg (@) o Tem:er o (@) Leg
(19) o orso o (19)
o) o Rear (5) o o)
o
Left Right
\ BV: 1,158 Q’; Torso Rear Torso Rear
\ / (5) (5]
/ \ Heat
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1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Small Cockpit 2. Upper Arm Actuator 307
3. Lower Arm Actuator 4. Sensors 3. Lower Arm Actuator o
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