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'MECH DATA WARRIOR DATA

Type: Cicada CDA-3C Name:
Movement Points: Tonnage: 40 Gunnery Skill: ___  Piloting Skill: _
Walking: 7 Tech Base: Inner Sphere HitsTaken[ 1 1 21314151 6
Running: 11 Rules Level: Introductory Consciousness#| 3 | 5 | 7 [10]11
Jumping: O Role: Scout
Weapons & Equipment Inventory (hexes)
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{ CRITICALHIT TABLE g
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Left Arm 1. Life Support Right Arm Left T([J’IINS(,]? Head Right Torso Overfiow
1. Shoulder 2. Sensors 1. Shoulder \ J
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 307
3. Roll Again 4. Roll Again 3. Roll Again o)
1-3 4. Roll Again 5. Sensors 1-3 4. Roll Again o) 29
5. Roll Again 6. Life Support 5. Roll Again o 28*
6. Roll Again 6. Roll Again o 27
1. Roll Again Cen.ter TFJI"SO 1. Roll Again Left g Right | 26%
2. Roll Again 1. Fusion Engine 2. Roll Again Arm Arm o5+
3. Roll Again 2. Fus!nn Engine 3. Roll Again (8] (6) -
4-6 4. Roll Again 1-3 3. Fusion Engine 4-6 4. Roll Again 24
5. Roll Again 4. Gyro 5. Roll Again 23%
6. Roll Again 5. Gyro 6. Roll Again 22 *
6. Gyro
. 21
1. Gyro t‘;ﬁ: Rl_lght 20*
Left Torso 2. Fusion Engine Right Torso (1 og] [13} 194
3. Fusion Engine
1. Roll Again 46, cicion Engine 1. [PPC 18%
;2:,' 22:: 28::: 5. Ammo [Machine Gun) 200 2 EEg reT
1-3 4. Roll Again 6. Roll Again 1-3 4. Roll Again / HEAT DATA \ 16
5. Roll Again - - 5. Roll Again 157
B. Roll Again Engine Hts OO O 6. Roll Again Heat Heat Sinks: | [a~
1. Roll Again Gyl"D H!tS oo 1. Roll Again Level™ Effects _1 ! 13
2. Roll Again Sensor Hits OO 2. Roll Again Sg iwggngva void on B+ Single =
46 3. Roll Again Life Suppgpt (o) 46 3. Roll Again 26  Shutdown, avoid on 10+ e]@) 1
4. Roll Again 4. Roll Again 25 -5 Movement Points @)
5. Roll Again 5. Roll Again 24  +4 Modifier to Fire @) 1o0-
8. Roll Again 8. Roll Again 23 AmmoExp.avoidon6+ O 9
22 Shutdown,avoidon 8+ O 8+
20 -4 Movement Points O
i 19 Ammo Exp. avoid on 4+ O 7
Left Leg Right Leg 18 Shutdown, avoidon 6+ 8
1. Hip v 1. Hip 17 +3 Modifier to Fire O 5 *
2. Upper Leg Actuator CH.[H Lq s.[ 2. Upper Leg Actuator 15 -3 Movement Points O P
3. Lower Leg Actuator ‘game D labs 3. Lower Leg Actuator :ll g ?gukﬁg;\i’f?éf\églgisg 4+ 3
4. Foot Actuator 4. Foot Actuator 10 -2 Movement Points
5. Machine Gun 5. Machine Gun e : 2
6. Roll Again Damage Transfer 6. Roll Again g +1 mgdmer t? Elr'et -
\ Diagram J \ ovement Points / =
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